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8.2.8 Unit Information Screen
Clicking on a LCU’s Detail button in the Sidebar will bring up the Unit 
Information screen for that unit. See image below:

In this case, we have selected the 4a Asturias Centuria de Falange.
At the top of the left-hand column of the Unit Information Screen you 

have the Unit ID Number and Unit Name. Next is the TO&E percentage 
of the unit. 25/29 indicates the total number of non-disabled (ready) 
and total elements as a percentage of the units TO&E. The DL 5 number 
is the detection level that the enemy has for that unit. This can range 
from 1 to 200 with 1 being the lowest detection level. The number of 
battles fought on this day. Below is the current hex (85,61), the location 
name, if any, and the fort level for the hex occupied by the unit.

Next is the commanding officer of the unit followed by his skill 
numbers for Inspiration (48), Air (17), Naval (12), Administration (51), 
Aggression (48) and Land (52). The higher these numbers are, the more 
effective the leader will be in that area.

Next, we have the units Experience (58), Morale (73), Suppression 
(0), Disruption (0) and Fatigue (0).

Further down are the supplies the unit currently has on hand (20/2), 
which means that the unit has 20 tons on hand and the maximum that 
the unit can carry is 2 tons. And the Supplies consumed is 1 ton per day 
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to keep it in combat shape. If there are not enough supplies, the latter 
number will be orange or red depending on the severity of the shortage.

The Ammunition level for the unit is 2/1, which is 2 ton on hand 
and 1 ton maximum that the unit could carry. The (1) is the maximum 
consumption expected during a Shock Attack or full Barrage if an 
artillery unit. Note that certain units, like artillery, may carry much 
less than this maximum and rely on other units in hex to provide an 
additional amount of Ammunition.

The fuel the unit has with it is (0/0) which is tons on hand and 
maximum tons it can handle. Next is the consumption of fuel (0) per 
1 day’s movement. This unit may consume more fuel in combat than 
it can carry and rely on other units to provide additional fuel during 
combat.

The following line shows the total logistics capacity (2) of the unit 
and its move mode. Clicking on the green text will open a small panel 
showing the expected logistics capacity of the unit. See Section 9.1. The 
logistics system is used to draw Supply, fuel and ammo from bases and 
other logistics units that may serve as a source for these items.

Next are the Assault, Recon and Gsn (Garrison) values. For this unit 
those numbers are 3,0 and 3 respectively. The Assault Value is known 
within War in Spain 1936-39 as AV.

Recon means the number of devices that serve the purpose of 
scouting the surrounding hexes and provide DL on any enemy units 
found. Gsn is the Garrison value of the unit. Most combat devices like 
squad, AFV and vehicle can provide a garrison. Garrison devices are 
used to fulfill the garrison requirements of bases. A shortage of garrison 
can lead to damage to the base by partisans or other unfriendly locals. 
The AV can bet comprised of several types of firepower that will be told 
when hovering the cursor over the text.

Finally on the left is the load cost for the selected unit. These numbers 
are used when calculating the load costs for Naval or Air Transport. The 
unit’s Load Cost is a measure of the amount of a transport unit’s capacity 
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that is needed when the unit is loaded onto a ship, or aircraft. If the unit 
contains any static devices, the unit cannot be loaded.

The Dump button is for disposing of vehicles when a unit enters 
harsh terrain and needs to move by foot. To use the button, Right click 
to discard and left click to dump. The difference between discard and 
dump is discard destroys the devices and dump puts the devices into 
an RSV unit for use later. If an LCU moves into a harsh terrain hex and 
they are being pursued, you may want to get rid of your vehicles, so they 
don’t fall into enemy hands. So, you discard them.

At the top center of the screen is an image of the type of unit. In this 
case an Infantry unit. Also, the national flag, the army the unit belongs 
to and the unit type.

Below the picture is a list of the devices that make up the unit. And 
to the right of this area is the quantity of each device in the unit. The 
number in parentheses is the number of disabled devices of that type. 
Devices with a ** attached indicate that it is a static device and that 
makes it immobilized. A (u) indicates an upgrade is available for the 
device, a (L) indicates the device originates in another nation of your 
side and is “Lend Leased” to the current unit and a (F) indicates a 
foreign (probably hostile) origin. This is commonly the case for devices 
acquired during combat from less than friendly nations. These 2 differ 
a bit in handling since captured hardware can be used on top of the 
unit’s own TOE, while Lend Leased hardware cannot. You can click 
any device in the list to open a small window giving more info on this 
device type and its abilities. Aside of giving detail info on a device, the 
screen can also be used to upgrade a slot (replace the current device 
with some other device type) and perform other actions like replacing 
horse-based support and logistics with motorized counterparts or vice 
versa. Another click anywhere will close the window.
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Note: Right clicking the upgrade button will modify the TOE so 
only “missing” devices will be replaced by the up/downgrades. This 
is called progressive upgrade. It is a great way to “use up” older 
devices while replacing the losses with the newer device. Though 
normally it is a good idea not to continue using older devices 
when your units can use newer, more powerful devices. This type 
of command may not be executed when a unit does not have any 
spare slots to “split” a slot in new and old.

The top right-hand side of the Unit Screen shows any Combat 
Group that the unit is attached to if any. For units that can move, the 
Set Destination Hex arrow button may be clicked to order the current 
unit to move to another location. Note that if this other location is 
across ocean hex sides, the order will not be carried out. In this case, the 
player must set up naval transport. Plus, movement information for the 
selected unit is shown here. Units that are part of a larger formation may 
not move on their own. The lead unit must be used to give any move 
commands.

Note: When units follow the same lead unit, then all these units 
will share motorization. This can be a great way for a unit with 
Trucks to “move around” another unit that would move on foot. 
For this purpose, there will be information on the group of units 
moving when the region showing the movement details is clicked 
on. Additionally, when on this panel and the unit is moving you 
may hover the cursor over any LCU icon on the bottom panel and 
press the “F” key to have the unit follow the unit shown in the panel. 
A good way to quickly set up a small group of units to follow your 
desired lead unit. When a follow command is given by either the “set 
all to follow” button or the use of the “F” key then all units doing a 
follow order will assume the operations mode of the lead unit. So, 
you do not have to set all the units on “move mode” manually.
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There is a special button in the upper right corner for units with 
engineers. “Scorched Earth” will give you the ability to have the selected 
unit blow up bridges, sabotage airfields and railroad tracks as well as base 
industry. Damage to base assets is only possible if your side owns the 
base. This order will only be executed once and be reset after doing so. 
Success depends on the number of engineers and the unit ammo levels.

Some units may not be independent but are part of a higher 
formation. For example, a Battalion may be part of a division. In this 
case, when clicking on the bottom control panel Icon, you will be shown 
the Combat Group Screen instead. This is a summary of the higher 
Formation. A Formation of units moving and working as a group. See 
8.2.11 Combat Group Screen.

There is also a small area for targeting orders of a units attached 
artillery. The way the targeting works is you can adjust by increments 
of 10% whether your unit’s artillery fires a percentage at an airfield 
and/or a port. Any percent not used attacks the ground units in the 
hex. For example, if a ground unit has 20% of its artillery assigned to a 
port and 10% to an airfield, then 70% would attack the enemy troops 
in the same hex.

Finally, across the bottom of the Ground Unit Screen are the following 
buttons with explanations:

	§ Merge – Opens a panel that allows you to move devices from the 
current unit to other units in the same hex. Depending on game 
rules this can also be used to set TOE for units in other hexes so 
they can draw these devices. Usually used to distribute captured 
devices.

	§ Unit Organization – Used to divide a unit or change the higher 
HQ’s it is attached to. For example, moving a unit to another 
division.

	§ Rebuild Unit – This option is used to rebuild fragments and 
detachments back into their larger parent unit. If a unit is a 
fragment or detachment, and other fragments/detachments 
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are present in the hex, a button will appear below the “Unit 
Organization button” if rebuilding the parent unit is possible. This 
only works if the parent unit is present and can accommodate this 
unit’s devices. Fragments will always try to re-attach to the parent 
if in the same hex during the replacements phase.

	§ Replacements On/Off – If on, the selected unit will fill up losses 
from the device pool or RSV units in range.

	§ Detach Disablements – Used to move damaged devices to a new 
depot or adding to an existing depot unit. Left click creates a new 
depot. Right click adds to existing depot. Depots can also be a 
source of replacements as the disabled devices recover.

	§ Show Unit TOE – Shows the number and type of devices contained 
in the selected unit. Depending on game rules the device type and 
number as well as the unit type and icon can be changed. You 
can also enter the TOE mode for the selected unit. You may view, 
upgrade, downgrade or even change and customize the unit as 
much or as little as you wish. Units can also be disbanded from 
this screen.

	§ Attached To – Shows the HQ that the selected unit is attached to. 
You can also change the HQ assignment unless the HQ is static 
restricted.

	§ Lend lease. Attempts to give the unit to another Nation. Only 
RSV units made up of hardware can be given away. Execution of 
the order is instant except for WEGO mode.

	§ Next – Go to the next or previous unit in the hex or global list of 
LCU’s depending on where you open the Ground Unit Screen.

	§ Back – Go back one screen.
	§ Exit – Return to strategic map view.

Below are three sections that show the different Modes, Orders and 
Commands that the selected ground unit can be assigned to. These 
three areas are:
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	§ Operation Modes. See section 8.2.8.1.
	§ Combat Orders. See section 8.2.8.2.
	§ Group Commands. See section 8.2.8.3.

8.2.8.1 Operation Modes
The Operation Modes available to LCU’s are described as follows:

	§ Combat – This mode is used for any of the combat orders found 
in section 8.2.6.2. LCU movement is reduced for this mode due 
to LCU’s being prepared for combat. LCU’s in move mode will 
switch to combat mode/defend if they encounter enemy units. 
Reserve units, (RSV), do not have a combat mode but do have 
a “Distribute Mode” to permit them to send out their devices to 
replace losses in units around them.

	§ Move – A LCU in this mode is in the best formation for cross 
country movement. There is some reduction in combat values 
except that AAA vehicles retain their full AAA power and towed 
guns lose most of theirs.

	§ Reserve – LCU’s in this mode and on the offensive, are available to 
exploit breaches in the enemy lines. On the defensive these units 
may be released to plug a potential gap in the lines and thus alter 
the outcome of a battle. For offensive or defensive operations, 
the LCU must pass a leadership check to be committed to battle. 
Reserve units will not suffer casualties unless committed to battle. 
If a Reserve LCU is in a hex by itself, it will resort back to combat 
mode. LCU’s in reserve can have offensive combat orders that are 
executed when activated during their side’s offensive combat in 
their hex.

	§ Strategic Movement – This is the optimal mode for quick 
movement via rail or sea. Units travelling in this mode have their 
combat values significantly reduced and thus are very vulnerable 
to damage from all types of attacks. A LCU changing to or from 
Strategic Movement has a packing or unpacking delay and will 
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not move until fully packed or unpacked. Units on land can only 
move in this mode via railroad.

	§ Rest/Training – Movement speed and combat strength are 
reduced compared to other Operational Modes. The speed of 
recovery of Fatigue, Disruption and Morale is increased with this 
Operational Mode. To simplify player control units not seeing any 
action or combat will automatically use this mode no matter what 
the actual mode chosen.

	§ Intercept/Ambush – This is an attack operational mode. The 
LCU will attempt to intercept enemy units moving close by, by 
attempting to reach a hex in the path of the enemy unit. If the 
LCU succeeds, it will be in the hex just before the enemy arrives 
and thus do an ambush. The result is the enemy unit may only 
control the hex side it entered the hex from.

8.2.8.2 Combat Orders
Combat Orders remain in effect for at least one day or as long as a unit 
is in movement and can be given in any hex. It is possible to set Combat 
Orders before moving into a hex. This allows for surprise attacks when 
previously unspotted units enter a hex with attack type combat orders. 
Below are the Combat Orders that LCU’s can be assigned to and a 
description of each one:

	§ Delay – This is a defensive combat order. The unit is more likely to 
execute a previously prepared retreat upon a strong attack. Units 
following this order will take significantly lower losses and can 
counter enemy attempts at encircling much better. The disadvantage 
is the unit may retreat quicker as with a defend command. In 
general, a good order when you expect a strong attack and do not 
wish for a decisive battle but also do not wish to simply move out of 
and give up the hex. This order can be done while moving.

	§ Defend – Units following this order will stay in position to hold 
ground. This will help in maintaining control over a hex but 
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makes units vulnerable to potential encircling tactics that will aim 
to take control of hex sides and encircling the defending unit(s). 
None of the attack options will be available.

	§ Artillery Barrage – An Artillery Barrage is carried out by artillery 
units and other LCU’s with artillery devices as part of their TOE. 
These attacks can attract counter-battery fire. The effectiveness of 
an Artillery Barrage depends on enemy fortification levels in the 
defender’s hex and the power of the artillery. High power artillery 
may penetrate the fortifications and cause damage. This kind of 
attack consumes large amounts of ammunition. If at least one unit 
carries out an attack other than Barrage, units doing a Barrage 
are only giving fire support. In this mode artillery fires to cover 
and support advancing friendly forces or to support the defense 
of friendly units. This is a more efficient use of artillery and does 
in general only consume around 25% of the ammunition a full 
Barrage would consume. Artillery in direct fire mode will not use 
indirect fire or counter-battery fire.

Note 1: Upon clicking the order twice, the command will only have 
the longest-range devices of any maneuver unit used. The command 
text will turn blue to indicate this.

Note 2: Artillery units or devices set to defend will fire in support of 
their hex if they are attacked.

	§ LR Artillery Barrage – A LR Artillery Barrage is the same as a 
regular Artillery Barrage but can be ordered onto hexes nearby, 
provided at least 1 device in the unit can fire long distance.

	§ Deliberate Attack – This is a standard attack order.
	§ Shock Attack – This is an all-out attack, risking higher casualties 

to increase the chance to overwhelm an enemy position.
	§ Cautious Attack – A slow and careful attack type involving low 

risk tactics. This attack has a very low chance of taking control 
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over the hex, but the losses will be a lot lower than in any other 
kind of attack. This order is basically intended to have the enemy 
defeated by attrition rather than taking his positions by force. A 
useful order when being faced with very high fortification levels.

Note: All attack and defend commands can be ordered to exclude 
any artillery from being used. To do this, simply click the same 
command twice. The text will turn blue to indicate the special 
mode. It is convenient combat mode when facing a very small 
enemy force and the use of artillery would consume an amount of 
ammo not justified to be spent in that battle. A secondary use is 
that artillery not used in barrages can be used for direct fire during 
the ground combat phase. Some artillery pieces make decent AT 
guns when used in a direct fire role.

8.2.8.3 Group Commands
These are the Group Commands that can be used as shortcuts to assign 
groups of units to a particular order or mode. They are described below:

	§ Set all to Follow – Orders all ground units in the hex to follow 
the current unit. No following unit will enter a new hex until the 
unit they were ordered to follow enters first. Slower units will slow 
down the entire group. Right clicking will issue the command to 
units of the same HQ as the selected unit only.

Note: Units set to follow will adopt the operations mode of the lead 
unit by the time the order is clicked. So, if the lead unit is in move 
mode, then upon clicking all units that are doing a follow command 
will also switch to move mode.

	§ Set all to March – Orders all ground units in the hex to march 
to the same destination hex that is set for the current unit. Each 
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unit will move on its own. Some units may arrive earlier in the 
destination hex than other units if using this command. Right 
clicking will issue the command to units of the same HQ as the 
selected unit only.

	§ Cancel Movement for all – Orders all units in the hex to halt 
movement.

	§ Set all to this OpMode – Orders all ground units in the hex to 
adopt the same operational mode as the current unit.

	§ Set all to this Combat Order – Orders all ground units in the hex 
to attack in the same manner as the current unit (or barrage in 
case of artillery units ordered to attack).

	§ Set Combat Orders for all of this type – Orders all ground units 
of the same type as the selected unit to attack in the same manner 
as the current unit.

	§ Planning for Location/All Planning for Location – The 
“Planning for” Group Commands are used to plan an action at 
a particular objective. Planning for an objective builds “Planning 
Points”. Right clicking the button changes the objective for all 
LCU’s in the hex. When the Planning Points reach 100, then the 
unit(‘s) are considered fully prepped for the objective. To set an 
objective, press the Future Objective button and the map will 
appear. Click on a base/beach hex to select the objective. This 
will set the unit(’s) future objective. The number in parenthesis 
next to the objective is modified depending on distance to the 
old objective. It is possible to follow several bases and change 
planning to the next base each time you capture the objective. 
Thus, changing a unit to another theater can bring a long delay 
in planning for the new situation. This number will increase by 
1 point per day, with a maximum value of 100. A skilled leader 
can speed up the planning progress of his unit. The higher the 
value, the greater the benefit the unit will receive when the unit 
participates in combat near the objective hex. There is also value 
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obtained if a nearby HQ, providing the attacking LCU’s are 
attached to this HQ, has Planning points accumulated towards the 
objective being attacked. Having a high planning value is critical 
in reducing losses during an amphibious assault of an enemy base 
or non-base hex.

Note 1: Units automatically change their planning objective to the 
nearest Base when caught in combat. This means you usually do not 
take a great hit on efficiency when just moving from base to base for 
combat without bothering to adjust the units manually. But it also 
means units that come under attack while planning for some distant 
target may be thrown in disarray regarding the planning.

Note 2: There is a selective follow command that can be issued 
by keyboard when the ground unit information screen is open. 
Pressing the [F] key while hovering over a ground unit icon on the 
bottom panel makes this unit follow the unit currently shown in the 
information panel. This is a quick way to set up follow orders for only 
a few ground units when there are many ground units in the hex.
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8.2.9 The Ground Unit Device Information Screen
Left clicking any device on the 
ground unit information screen 
will bring up its information 
display. See below:

This screen will give you 
useful information on the device, 
it’s attributes, capabilities, and 
its combat power in the current 
terrain. At the bottom of this 
small window, you will find 
several buttons, depending on 
the device. These buttons include 
the conversion of devices to 
another type, upgrade of the ground unit by replacing the device with 
some other device and the exchange of logistics devices with other 
logistics devices. The options largely depend on the device in question.

The following is a list of Properties and their descriptions shown in 
the upper right-hand side of the above image. These will vary depending 
on the device shown:

Air search: Radar device designed to detect flying objects.
Logistics: Can and will move items and units between Bases.
Slugthrower: For AA guns. fires contact projectiles. Needs to hit an 

airframe to cause damage.
Recon expert: Device can look for enemy units in nearby hexes. 

Much better results than recon done by other devices in the unit.
Wheel/Horse move mode: Moves units, supplies and other materials 

by wheeled, horse or horse drawn vehicles.
Cavalry properties: Cannot be loaded onto vehicles for motorization.
Bound to RR tracks: Cannot leave the railroad.
Engineering: Can build facilities and destroy enemy fortifications in 

combat.
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Can be airdropped: Can be dropped in non-airfield hexes by aircraft.
Amphibious: Can quickly disembark from ships during combat 

landings. Does not need barges or landing craft.
Assault Tank: AFV with engineer ability. Can build facilities and 

destroy enemy fortifications in combat.
Can Garrison: Able to fulfill garrison requirements of Bases.
Non-Combat: Rear device. Will rarely attack but will defend when 

attacked.
Can target ships: Is able to fire at ship in coastal defense.
Signal squad: If in HQ units, increases the number of troops that can 

be guided in combat.
Medical unit: Accelerates recovery rate of disabled squads.
Aviation support: Can repair and arm aircraft.
Conversions usually disable the devices in a unit. They will then 

become active again just as any other disabled device. Some vehicles 
were rebuilt to serve other purposes, like the SP artillery tank “Priest” 
that was converted to an APC. This option allows for such actions if the 
device can be converted.

Upgrades usually allow you to exchange the device for a newer, more 
powerful one. But the upgrade option also allows for downgrades and 
sometimes switching to devices of similar type is also possible. This can, 
for example, allow you to exchange your light tanks with other light 
tanks even when those are originating in some other nation and are not 
part of the upgrade path of the current light tank.

Exchanging a logistics device is usually done when you intend to 
change the area of operations for a unit. A unit equipped with trucks will 
not do well if transferred to forest or mountain terrain. Replacing the 
devices with pack animals or porters is a good idea then. Or replacing 
those with trucks when a unit is to be transferred into arid, desert type 
terrain.
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8.2.10 Unit TOE Screen
Below is the Unit TOE Screen for the lo Batallon Carros de C. The 
center and right side of this screen is where most of your work will be if 
you want to change anything about your selected unit.

TOE stands for Table of Organization and Equipment, which is a 
standard way of describing a unit’s inventory. Depending on whether 
your game rules allow for creation of new combat units, this screen 
can yield a lot of functionality to create, modify and adapt your armed 
forces for the various environments you seek to send them to. It is, for 
example, a good idea to replace organic logistics with motorized devices 
when moving the unit into hot and arid climates.

The TOE screen is very important to master and understand. Here 
you will set up and create the units that carry replacements to the 
frontline. A special unit type, reserve (RSV), is used to ship devices to 
front line LCU’s. RSV units cannot carry out combat, but they are able 
to move even immobile devices, like CD guns, into their final position. 
There is also automation for creating RSV units, but manual handling is 
required if you want to make precision moves of certain devices.

A (u) symbol next to a device indicates that the device can upgrade 
to another device. If there is an (F) next to the device, it indicates that 
the device is of foreign origin and either has no possible replacements 
or very limited replacements. An (L) indicates a lend leased device. 
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These usually originate from some other nation on your side. Any 
replacements for the device can thus not come from this nation, but 
the original nation manufacturing this device. An ** indicates a static 
device that immobilizes the LCU.

From the Preferences Screen, If the player selects replacement model 
0, then “pool points” would be used for armament, AFV and manpower, 
(Reservists), to simplify the replacement process. Using replacement model 
1, local supply will be used to replace devices to your LCU’s from the pool. 
Replacement model 2 is the most realistic. The players would have to build 
replacement (RSV) units and move them to the front-line units.

Note: To access the device pool to fill up units and replace missing 
devices, you need to be at a “connected” base of the nation owning 
the device. (See section 10.1). Or in a certain region on map in case 
it is a device that is only locally available.

The right side of the Unit TOE Screen will show various kinds of 
devices depending on the filter option that is chosen on the top right. 
The device list shows the name of devices to choose from. Several 
indicators give additional information. (F) means it is a foreign nations 
device. These normally have a limited supply or have been captured on 
the battlefield. (n) means it is a device of your nation but manufactured 
in other countries. This mostly applies to Commonwealth devices or 
devices produced under license. (c) indicates the device is only available 
in certain regions on the map. This is usually found in local forces like 
Libyan squads, for example, that can only be drawn from the pool while 
in Libyan hexes. (L) means you have some of the devices in pool, but 
they belong to some other nation. You will have to rely on that nation 
for any replacements to be given your units. Selecting a device from 
the list will bring up information about that device on the right side of 
the screen. To assign a device, left click on the arrow next to its name. 
After you select the device, it will be placed in the first unit slot that has 
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no devices and no TOE (An empty slot). Right clicking assigns a new 
device to replace the currently selected device slot. (This only works for 
combat units if the game rules are set to allow unit creation)

After assigning a device, you need to click its TOE figure. For newly 
assigned devices this figure usually reads 0. This brings up a small 
pocket calculator that allows you to type in the desired TOE number. 
This interface accepts keyboard and mouse input. A double click on a 
device in the current TOE adjusts the right-hand selector to this device 
type, if applicable.

The TOE screen is also the only screen where you can disband 
ground units. This is done by right clicking the “Disband” button on 
the lower right-hand side. One exception to disbanding is depleted RSV 
units with “do not take replacements” set. Those are considered “used 
up” and dissolve on their own eventually.

Note: The maximum number of TOE slots for ground units is 20. 
You will not be able to assign new devices or do the progressive 
device upgrade if all 20 slots are occupied.

By selecting the “Change type” filter on the upper right side of the 
screen, you can change the general type of the unit. Here you can select 
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a general type for the unit and select a set of icons to represent the unit. 
If the game rules are set to not allow creation of combat units, then you 
can only assign RSV and logistics units.

Certain icons denote special forces that have special abilities. (See 
section 8.1.10). Changing a unit to one of these types by assigning such 
an icon will lower the unit experience to 25% of the previous value. This 
represents the amount of special training required for those types.

Some ground units have “alternate” configurations set. Like a 
motorized TOE for desert action or a TOE with light artillery for Forest 
and Jungle use. The filter “Change TOE” will bring up a window where 
these configurations can be viewed and selected. Clicking anything but 
one of the “Select” buttons will close the panel.

8.2.11 Unit Merge Screen
The Unit Merge screen, (Shown Below) allows you to move devices 
between units. You may move active or disabled devices. In most cases 
the target unit is required to have the same device in its TOE to permit a 
transfer. And a transfer is only possible up to the maximum TOE.

To the left is a list of the selected unit’s devices. To the right is a list of 
possible recipients. Unit names in red indicate the unit is in another hex 
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and the transfer cannot be executed right now. But it is still possible to 
do several helpful tasks with those units. Setting the TOE is possible for 
units outside of the target hex.

There is an exception for logistic devices that have been captured 
from the enemy. When trying to move those devices, TOE is ignored, 
and it is also possible to set a TOE number by clicking the text next to 
the unit images. The device type will be added to the TOE list of the 
other unit in that case, even without executing a transfer. You can use 
a unit with captured equipment to define who will receive the captured 
devices during the current day’s replacement phase. This makes it 
somewhat easier to handle the distribution of captured devices.

At the bottom left is the Execute Merge button. This button is only 
visible if a merge is possible. Upon execution, the experience levels and 
other data of the units will be updated.

8.2.12 Unit Organization Screen
The Unit Organization Screen, for the Astur.de Choque Division Shown 
Below, shows the current unit organization, any higher units as well as 
detachments and fragments belonging to the unit tree. It can be split 
either into several detachments serving a common purpose (Infantry, 
Artillery, Engineers) or into the child units as predefined in the editor. 
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The use of detachments is rarely meaningful in stock scenarios. War 
in Spain 1936-39 handles even large maneuver units as “groups” of 
Battalions that form Regiments, Brigades, and ultimately Divisions. 
Though user-created scenarios may define Divisions as one large unit, 
or it may be possible to split Battalions further down into predefined 
Company units.

Under the Second Ground Combat Model, (In game preferences) 
units may be attached to a higher Formation. Divisions are made up 
of Brigades, which are made up of Battalions. The smaller units will 
continue to exist when rebuilt into Divisions or Brigades and form a 
Combat Group in order to share support and other items.



– 256 –

“Change unit OOB” allows the player to assign the selected unit to 
another Division or Brigade. Switching is as simple as clicking on one of 
the other possible Divisions or Brigades.

Note: Certain Command structures may only accept a certain types 
of units. For example, you may find yourself unable to attach an 
infantry Battalion to an Armored Division.

8.2.13 Combat Group Screen
By using the default game preferences, most larger units like Brigades 
or Divisions will start the game as ready to use units which are made 
up of several smaller units that act as a single entity for command and 
movement. By selecting a unit from the Hex Command Display, you 
will be shown the Combat Group Screen more often than the Ground 
Unit Screen, since few units operate as stand-alone ground units. The 
screen works almost like the ground unit screen but has a few distinctive 
differences. Below is a typical Combat Group Unit Screen:

The values for experience, morale, etc. are averages of the ground 
units in the Combat Group. This screen works much like the ground 
unit panel, except movement, op mode and combat orders set here 
affect the entire Combat Group.
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The most important difference is that commands given on this 
screen apply to all units that are part of the Combat Group. The second 
difference is that the bottom center region does not allow you to see the 
TOE of individual units, but the summarized TOE of all units in the 
combat group. Aside from the current status and TOE, the list in the 
center can also show the units and the command tree of the Combat 
Group. The lead unit is always on top, followed by direct subordinate 
units. Other components, Combat Groups may follow as blocks. The 
lead unit will be the first unit in each block.

Note: When combining units into Combat Groups using the Rebuild 
button, sub-units won’t necessarily take on the Operations Mode/
Combat order or other settings (such as replacements on/off) from 
the parent unit.

The member list is organized into sections depending on complexity. 
Below is the 1a Asturiano Division. As you can see, the first section 
contains attached support units such as artillery and other support 
units. These are units that are directly subordinate to the divisional HQ 
unit. Next is the 1a Astur Brigada Mista and 2a Astur Brigada Mista and 
their attached Battalions.
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Access to member units of the Combat Group can be done by clicking 
the individual units below the Combat Group image. Left clicking will go to 
the ground unit information panel of a given member unit. Right clicking 
will remove a unit and any attached subunits, in case of a Brigade for 
example, from the Combat Group. These units will retain the Command 
Structure but cease to operate with the combat Group and can move and 
act independently. Below this list is the button for the Combat Groups 
TOE. Clicking it once will bring up the Combat Group’s current devices. 
The next click will show the accumulated TOE of the combat Group. And 
the last click will bring you back to the list of Combat Group members.

8.3 LCU Training
LCU’s may conduct training to increase their experience rating. Each 
nationality has a basic experience value that their devices start with 
when coming from the pool. This can depend on the device type. 
Aviation support and Engineers may require some more time to train 
up since they employ very special skills.

The highest experience rating a ground unit can gain from training 
depends on the leader’s land skill. An experience rating of 50 can always be 
achieved through training, but if the leaders land skill is higher, say 67, then 
a 67 experience rating can be reached by training. The potential maximum 
experience rating also has influence on how fast experience is gained from 
training. A higher maximum also creates a faster increase in experience.

8.4 Ground Unit Movement
Ground unit movement in War in Spain 1936-39 varies greatly depending 
on where you are on the map. Some areas have rough mountains and 
others flat clear terrain. And of course, the same infantry unit moves 
differently in both areas. The following sections will help clarify the 
rules for Ground Unit Movement.
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8.4.1 Overland Movement (Not Strategic Movement)
The Speed of movement overland by LCU’s is dependent on the terrain 
being traversed. The consumption of movement points per hex moved 
is very diverse and depends on movement types of devices in the 
unit (Tracked, Wheeled, Foot, or Horse/Animal) and terrain, roads, 
escarpments, and weather. For example, a frozen swamp is better 
for Tracked devices than a swamp in a warm climate. The numbers 
shown below are the number of movement points required per hex. 
Most scenarios grant 60 movement points per day. The basic cost of 
movement per hex is as follows:

UNIT TYPE
TERRAIN TYPE

TRACKED WHEELED FOOT ANIMAL

Plains/Clear* 31 46 46 19
Rough 45 85 75 40
Forest 120 160 50 20
Desert 10 7 35 15
Salt Marshes 42 370 95 40
Swamp/Marshes 270 1100 225 170
Rough Forest 134 199 69 41
Rough Desert 40 75 75 35
Mountain 5000 5000 200 400
Sand Desert 16 18 93 45
Heavy Urban 10 7 39 19
Light Urban* 10 7 39 19
Developed 12 9 46 22
Cultivated* 12 9 46 22

Note*: Some terrain types turn to mud when it rains, making it difficult 
to travel on.

LCU’s can be ordered to move by giving them a Destination Hex 
(DH). The actual move cost is the average of the 2 hexes involved.

From the center of the current hex to the center of the future hex. 
For roads the values for heavy urban (main roads) and light urban 
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(secondary roads) apply in many cases. These speeds are standard 
speeds, and actual speeds may differ based on the fatigue and mode 
of operations of the LCU moving. The LCU will stay in its current 
hex until it has accrued enough movement points to cover the cost of 
leaving the hex. At which point, it will move to the next hex along its 
path of movement until the LCU reaches its destination.

There are several ways to start LCU movement. They are:

	§ On the unit screen, by use of the movement controls in the upper 
right corner.

	§ On the bottom panel, by clicking on the middle mouse button 
(Mouse wheel) on the LCU icon.

	§ On the list of LCU’s in hex, look at the page for group movement. 
Here you can select LCU(‘s) for the desired movement. Then 
click on “Start Movement” at the bottom of the window to get the 
selected units to move to the selected hex.

Note: If you select a lead unit, then all selected units will follow 
this unit, moving at the speed of the slowest LCU in that group. 
If no lead unit is selected all LCU of this group will move to the 
destination on their own.
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	§ On the side bar list of LCU’s in hex, here you can select LCU’s for 
the movement. If you select a lead unit, then all selected units fill 
follow this unit, moving at the speed of the slowest LCU in that 
group. If no lead unit is selected all LCU of this group will move 
to the destination on their own. The text at the end of that line will 
show either “Follow” or “March” depending on whether or not a 
lead unit was selected. Click on the “Follow” or “March” text to set 
a destination for the selected units.

When setting a path for any LCU note the following:

	§ A click on a destination with the middle mouse button sets a 
direct path and exits “set destination” mode. Holding down the 
shift key also takes the direct path. Useful for systems without the 
middle mouse button.

	§ A click with the left side mouse button sets the fastest path to the 
destination and exits “set destination” mode.

	§ Holding CTRL while doing left click adds this hex to the path. 
Does only work for hexes adjacent to the current end of the path. 
Useful to set exact paths for units.

	§ A click with the right-side mouse button exits the “set destination” 
mode. This is required if you set a path manually while holding 
CTRL upon clicking the hexes for the path.

Wide Rivers can slow down travel speed and give the opponent time 
to set up a defense. Capturing bridges intact is important when trying 
to cross certain rivers. Moving across the River hex side will cause the 
crossing unit to initiate a shock attack unless the hex side being crossed 
is already under your control. Failure to establish a bridgehead will 
result in the attackers being pushed back to their original hex.
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8.4.2 Movement along Railway Lines
LCU’s in Strategic Mode may only be given a Destination Hex that 
is connected to the unit’s current location by a rail line under your 
control. When both a railway and a road connect two adjacent hexes, 
LCU’s moving between the two hexes, in Strategic mode, will use the 
movement rate of the railroad.

8.4.3 Zones of Control (ZoC) and the Effects  
on Movement
Hexes are comprised of seven components. The six hex sides and the 
hex itself. A hex side is not shared with an adjacent hex; the adjacent hex 
has its own six hex sides. One side or the other or neither can control 
each of these components.

The last side to have solely occupied the hex establishes control 
of a hex. The last side to have a LCU cross a hex side to enter a hex 
establishes control of that hex side. A side loses control of a hex and its 
hex sides when that side has neither a LCU and/or a friendly controlled 
base in the hex. A side will maintain control of the hex so long as the 
side has a LCU and/or a friendly base in the hex. A side will maintain 
control of the hex side until a LCU of the opposing side crosses that hex 
side to enter a new hex. Control of that hex side will then revert to the 
opposing side.

Example: Hex A and Hex B are adjacent hexes. There is a Republican 
Force in Hex A and a Nationalist Force in Hex B. Each side controls 
the hex their units are in, as well as all six hex sides that are a part of 
the hex. The Republican player orders his force in Hex A to move to 
the Nationalist players hex, Hex B. The Republican player can make 
this move because he controls the hex side in Hex A that is adjacent to 
Hex B. The Republican player’s force completes the move, and his force 
enters Hex B and vacates Hex A. The Republican player now controls 
the hex side in Hex B that is adjacent to Hex A, because the Republican 
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player crossed this hex side when entering Hex B. The Nationalist 
player continues to control the other five hex sides of Hex B. However, 
the Nationalist player no longer controls the hex side in Hex B, that is 
adjacent to Hex A. The Nationalist is now prevented from exiting Hex 
B across the hex side that is adjacent to Hex A because they no longer 
control the hex side. In addition, neither side no longer controls Hex A 
and its component hex sides because neither side has a LCU in the hex 
to maintain control.

A few notes on hexside control:

	§ The special attack, “Blitzkrieg”, may cause AFV and motorized 
units to take control of the hex side during combat.

	§ Paradropping into an enemy controlled hex can also seize control 
of a random hex side.

	§ Units may only leave a hex across hex sides that their side controls.
	§ During ground combat both the attacker and the defender can 

execute a “breakout”. This usually happens when the encircling 
force is spread too thin to maintain a solid blockade on all 
traversable hex sides. Completely encircling, an enemy force, 
maintaining that blockade, can require a massive superiority in 
that hex.

LCU’s can reach outside of their current hex through hex sides they 
control with their ZoC. This situation can create adjacent hexes to be 
under the influence of 1 or both sides. Logistics can only pass through 
hexes with no influence of the enemy. Good placement of units can thus 
cut supply lines even when not entering a hostile hex.

ZoC also affects the path a unit will choose when forced to retreat. 
This aspect is discussed in section 8.6.7 Retreats.
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8.4.4 Land Movement Between the Map and  
Off Map Areas
Some off-map areas have a land connection to the main map. Travel 
along these connections can take longer than the visible distance 
would suggest. Land and air units may use normal land movement to 
move between the map and off-map areas. There is no special type of 
movement used. Only the distances per hex are different to make up for 
the abstracted way of showing the bases on map.

8.4.5 Transporting Ground Units
Any ship with a bulk cargo capacity may transport ground units. Ships 
with an “emergency transport capacity” may also carry troops in Fast 
Transport Missions. Transported ground units may be unloaded on any 
hex that contains a base. Port size determines the speed of unloading. 
Troops in an amphibious TF can unload in any land hex. The process 
can be very slow if coming ashore “over the beach” without the proper 
ships and support. Certain large devices may only be unloaded with the 
aid of port facilities. This depends on game rules chosen and the size of 
landing craft that are available.

Certain cargo carrying aircraft can also carry ground units. Parachute 
battalions may be dropped by transport aircraft on any base or open 
terrain hex.

Units unloading in a hex, where the base is not owned, can be shot at 
by dual purpose, artillery, and other eligible weapon systems, if present. 
These units have a chance to hit the transport as well as a chance to hit 
the ground unit element unloading.

8.5 Counter Invasion Forces
War in Spain 1936-39 doesn’t contain any Counter Invasion Forces per se. 
But there are Militia forces and Training units in countries such as Italy.
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These units become activated by emergency mobilization when a 
Base with low defense and access to the national pool is attacked by 
ground forces. Size and composition are somewhat random and depend 
on the devices in the pool of that nation.

8.6 Ground Combat
The battles of the Spanish Civil War were often chaotic and confusing, 
with close-quarters combat. The battles were transitional between the 
first world war (long trench fronts and movement on foot) and the 
second (air support, fast armored attacks). Other battles included the 
massive bombing of civilian populations, such as that of Guernica, and 
battles of attrition, such as the Battle of the Ebro, which was particularly 
bloody and protracted.

The effectiveness of combat is determined by:

	§ Weapon values.
	§ LCU leader values
	§ Unit disruption
	§ Unit suppression
	§ Unit fatigue
	§ Unit Morale
	§ Unit experience
	§ Unit supply, ammo, and fuel levels
	§ Unit Op mode
	§ Terrain
	§ Weather

8.6.1 Terrain Modifiers
Terrain types affect combat. Whether it’s clear, forest, mountain, desert, 
or swamp, the thicker and more impassable the terrain, the more 
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it favors the defense. The combat modifiers for each terrain type are 
described in the table below.

Fortifications increase the defensive value of units owning them. 
Forts in good defensive terrain further improve the defensive value of 
the owning side.

Terrain modifiers are divided into 2 general groups, Infantry, and 
vehicles. These are furthermore split into offensive and Defensive 
strength. The Offensive modifier is the damage a device may do in the 
given terrain. The defensive modifier is how much damage a device can 
take in that terrain.

Guns of any kind are at either 100% or 10% firepower, depending on 
if the device load cost exceeds the terrain limit. See section 8.1.6.

In the following table all numbers are in percentages. infantry 
devices are on the left and vehicle devices are on the right for offensive/
defensive modifiers:

Note: These values are valid for both sides. Attacker as well as 
defender. An AFV defending in Swamp terrain will suffer the 
same reduction in firepower as an attacking AFV. Likewise, both 
attacking and defending AFV will suffer a reduction in defensive 
ability. The difference is made by using devices that can handle the 
terrain better than the target devices. For example, having infantry 
combat some AFV in dense jungle or forest where the AFV cannot 
maneuver well for offensive/defense is preferable to engaging the 
AFV in clear, open terrain.
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INFANTRY DEVICES VEHICLE DEVICES

Terrain Types Offensive % Defensive % Offensive % Defensive %
Clear 100 100 100 100
Rough 60 120 50 100
Forest 40 130 25 40
Jungle 30 140 15 40
Desert 100 100 100 100
Rough Forest 30 150 20 40
Rough Jungle 20 160 10 40
Rough Desert 45 120 50 100
Mountain 15 150 5 80
Tropical 
Mountain 10 190 5 80

Sand Desert 50 100 100 100
Tundra 50 100 100 200
Heavy Urban 25 140 40 40
Light Urban 33 120 40 40
Developed 100 120 100 100
Cultivated 100 110 100 100
Salt Marsh 40 130 5 80
Ice / Glacier 25 100 100 100
Swamp 30 150 5 80

8.6.2 Ground Combat Resolution
Ground combat occurs whenever at least one LCU is ordered to attack 
an enemy LCU in the same hex. When combat takes place, all LCU’s 
ordered to attack, depending on the units OpMode, and all defending 
LCU’s, depending on their OpMode, will participate at once. Maneuver 
units can attack individually, or if the “Set All to Attack” order is given, 
all units that can execute the current LCU’s attack order will attack. If 
the order is to execute a Deliberate or Shock Attack and the selected unit 
is an artillery type it will be given barrage orders instead. If the order 
is given to units of the same type only, then the order will be precisely 
executed. This means artillery units can be ordered to make a deliberate 
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attack. This is especially useful in combination with the order not to use 
artillery for barrages (see section 8.2.3.2) as the artillery pieces can then 
be used in direct AT support or other direct firing action.

Ground combat is resolved once a day during the Ground Combat 
Phase. If both sides have been given attack orders, the first side to attack 
will be determined at random for each attack.

Support squads (Devices labeled as non-combat) will commonly 
only fire if they are attacked in close combat by enemy troops.

Weapons (Devices) may only fire if they have successfully acquired 
a Target. The Target’s detection level, the firing unit’s experience, and 
the maximum range of the firing unit affect target acquisition. Success 
in firing at soft targets is determined by the weapon’s anti-soft target 
rating. Success against armored targets is determined by comparing the 
weapon’s penetration value to the Target’s armor value. The ability to 
damage armored vehicles is expressed by the anti-armor rating. Some 
weapons may have a high ability to pierce armor, yet low damage 
potential. This is commonly found with HEAT rounds. Low penetration 
and high antiarmor are commonly found with high explosives. 
Successful fire will result in the target unit gaining disruption and the 
target weapon being disabled or destroyed.

8.6.2.1 Counter Battery Fire
Counter Battery Fire takes place when the attackers are set to Barrage 
only. Defending artillery units will then fire at the attacking artillery 
units. With such an artillery duel the attacking units will commonly 
only take damage to the artillery devices, while the defender will take 
damage more distributed among the devices in the target hex.

8.6.2.2 Ground Combat Sequence
For Deliberate and Shock attacks, devices will fire at each other in 
random succession. Fortification enhances the defensive ability of 
defending ground units and makes defenders harder to hit. Therefore, 
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defenders are given some advantages in combat if they are in a hex with 
fortifications. Attacking combat engineer units (those with infantry type 
squads in the unit) and assault tanks will attempt to reduce fortifications.

Once all unit-on-unit fire is resolved, the applied firepower for both 
sides is adjusted by forts, terrain and other factors and this comparison 
is expressed as the Attack Odds. The Attack Odds are used to determine 
if a base/location changes hands, and if a retreat or destruction of the 
defenders occurs during a successful assault. If the assault fails (attacker 
fails to get odds of 1:1 or better), the attacker will suffer effects to their 
morale, fatigue, and disruption. These effects will be worse for shock 
attacks. The Ground Combat Sequence proceeds as follows:

	§ The attacker fires an artillery barrage.
	§ Defender fires counter battery fire at attackers’ artillery that is in range.
	§ If the attacker is set to bombard only, the combat ends. Otherwise, 

this sequence continues.
	§ Attacker and defender devices fire at each other in random 

succession.
	§ Assault resolution phase.
	§ All applied Assault values are compared, as well as the minimum 

odds for a successful assault.
	§ Combat engineers reduce the value of the defender’s fortifications.
	§ Depending on the severity of a victory, the defender may lose a 

certain amount of control over a hex. This is measured in NM 
(Nautical Miles). If the defender loses all 5 NM in a given hex his 
units will be forced to leave the hex and control over all facilities 
is given to the victor. Note that certain terrain causes slower 
progress at the same combat odds. For example, making progress 
in heavy urban hexes takes longer than in open plains.

	§ If the assault odds are high enough, the defenders are checked for 
retreat. They may retreat in good order and leave the hex, or rout 
leaving some equipment behind. If there isn’t a valid hex to retreat 
to then they surrender.
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Note: Any unit can be set for an artillery attack even if there are 
no artillery pieces in the unit. The reason being is that the support 
squads in those units can provide support, bringing up shells, etc., 
to the artillery pieces in other units.

8.6.2.3 Ground Combat Results
Based upon the final Attack Odds, some fortifications may be destroyed, 
a base may be captured, and/or the defending side may be forced to 
retreat or surrender. Unit Fatigue, Terrain, Disruption, Experience, 
Morale, and Leadership directly impact combat firepower, losses, and 
the odds of attack. Losses taken in combat include the destruction 
or disabling of squads, guns, and vehicles. Disabled elements are not 
allowed to fire during combat and may be destroyed. However disabled 
elements may be healed/repaired and made combat worthy. But if all the 
ground units, on one side, in a contested hex are disabled and cannot 
retreat, do to being surrounded, will be destroyed.

Note: Some terrain does allow units to fortify themselves 
independent of any Base in hex or it’s constructed fortifications. 
These unit-based fort levels are much easier lost in combat and 
even if the attack was unsuccessful some defending units may lose 
these fort levels.

Bases/Locations may be captured due to ground combat based on the 
calculated odds at the end of the combat. The higher the fortification level, 
the harder it is to capture a base/location. The adjusted combat odds must 
exceed 1:1 to make progress in capturing a hex. There is no guarantee of 
success. The more superior the attacker is, the better the odds.

Note: When an attacker first enters a defended hex, his units 
will not control any ground in that hex. This means a successful 
counterattack can quickly push an attacking force out of a hex.
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Fortifications can be reduced in level by enemy ground attacks. 
Again, the better the attackers combat odds are, the better the chance 
of reducing fortifications. Combat engineers and assault tanks 
participating in your attacks can reduce fortifications, making it easier 
to take the base.

8.6.3 Captured Devices
If a LCU surrenders, then its devices are subject to capture. Salvage 
of any devices left by fleeing or captured units, (guns, vehicles, and 
other non-organic devices), may be used by the capturing side. These 
captured devices will be placed in a new unit of the victorious nation 
and can be given to other units by use of the “merge” command. This 
new unit can be used for combat (though it will start with no XP) or 
turned into a RSV unit to automatically distribute the captured devices 
to units already using such devices and being in need of replacements. 
The standard use, though, is to merge the captured devices with existent 
combat units and disband the empty unit. This way it is possible to 
make use of enemy artillery, tanks, AA guns and other items. Take note 
that these are difficult to maintain, and when disabled some of them will 
“disappear” (scrapped) while others are repaired.

8.6.4 Suppression Fire
Only weapon types that have indirect fire capability may do a Barrage 
Attack or support fire. This type of fire is also special in that it creates 
“Suppression”. Suppression lowers the number of devices that can be 
used for attacks. Thus, it is an excellent means of keeping the enemy 
in defensive stance when attacking. Suppression will only last for 1 
day at most, and is caused by Barrage, air, and naval bombardments. 
Air superiority and low-level strafing attacks are a good way to cripple 
an enemy’s ability to attack. Defending units will never suffer from 
suppression. This is a good reason to “Prep” the target before you attack.
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8.6.5 Bridge and Beach Heads
Certain attacks like amphibious landings and river crossings will require 
you to secure a beach or bridgehead. These two kinds of attacks will 
always trigger a shock attack.

For river crossings, the assault strength determines success or failure. 
If the attacker fails, his units will be pushed back across the river into 
the original hex. In the case of amphibious landings, ground combat 
takes place on an hourly basis. The assault values of the attacker are kept 
between combat cycles, and each cycle has a comparison of assault odds 
to determine the securing of a beach head.

A beachhead means the securing of an area for landing and unloading 
of troops and supplies. Also, enemy CD guns will no longer be able to 
interfere with the landing of troops in that hex. Though they may still 
fire at ships near the beach. Unload speed and good preparation plus 
low disruption is the key to secure a beachhead. Slow unloading or 
bad preparation will permit the defender to concentrate fire on small 
numbers of ill-prepared units in each combat cycle.

8.6.6 Breakthroughs
There are two general kinds of breakthroughs:

	§ The first is achieved by mounting a superior amount of firepower 
to eventually punch through enemy defenses. This mainly 
happens late in combat.

	§ The second type is achieved, by some luck, early in combat. 
This happens when a device of the attacker is attacking a group 
of defending devices unfit to counter the attack. (Close support 
Tanks versus rifle squads is one example) While both attacker and 
defender always have a chance to have some suitable devices (Like 
AT guns in this example) “intercept” the attack, a failure for the 
defender can result in a breach in the defensive lines.
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Units that achieved a breakthrough can fire “in enfilade” at the enemy, 
which boosts their performance and lethality. Plus, they will be able to 
target rear devices like logistics, artillery guns and HQs.

Attacking units with attack type combat orders and “Reserve” op 
mode may attempt to take advantage of a breach. Defending units in 
“Reserve” op mode can attempt to seal such a breach. Units in reserve 
will only react and join combat in the event of a breakthrough.

It is the ability of AFV’s to outflank and encircle a stationary enemy 
within a hex during offensive ground combat. It’s easier for AFV’s to 
encircle and bypass infantry units with no mobile support, especially if 
they are ordered to “defend”. Defending AFV’s and/or units on “Delay” 
command are much harder to outflank and encircle during ground 
combat. In effect, the attacker has a chance to gain control of hex sides 
even when not driving the defender out of hex, allowing attackers to cut 
stationary defenders off from supply lanes as well as the option to “pass 
through” such hexes in the next turn by use of the conquered hex sides. 
This only works in terrain that allows optimal use of vehicles. Jungle/
Forest/Urban and other difficult terrain types do not allow for this.

8.6.7 Retreats
If during the Assault Phase, a defending unit which is subject to high 
odds or very low morale, will attempt to retreat. To retreat, there must 
be a valid hex to retreat into. This means the unit may only retreat out 
of a hex across a friendly controlled hex side. If there is no valid hex to 
retreat to or the unit fails a morale, fatigue, experience, and leadership 
check, the unit may surrender. If the unit surrenders, soldiers will 
become prisoners of war, and any non-organic devices will be handed 
over to the attacker.
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There are two types of retreat:

	§ Good Order – The unit will retreat to a destination out of the hex. 
It will keep any disabled devices. Static units will split off their 
immobile devices, and these devices are left behind if their unit is 
forced to retreat.

	§ Routed – The units flee from the hex (are pushed out instantly) 
leaving behind most of the disabled devices. Static units will split 
off their immobile devices, and these devices are left behind if 
their unit is forced to retreat.

Note 1: Special Forces have the ability to retreat right through 
enemy controlled hex sides. Due to that it is nearly impossible to pin 
them down even though they are usually small and easy to encircle. 
Partisan forces usually also have this ability. That makes these 
hardy troops perfect for operations in otherwise enemy controlled 
zones.

Note 2: Units with devices that are bound to railroad tracks may 
only retreat along these tracks.

Units will generally try to retreat to a hex with lower enemy influence 
(ZoC), but the circumstances may have the units take a different path. 
For example, following a road leading to a friendly base rather than 
going into wilderness terrain.

8.6.8 Ground Combat Aftermath
When ground combat is finished, a Combat Summary screen will be 
displayed. This details the location, type of attack made, composition 
of the attacking and defending forces, the assault odds for the attacker, 
whether the attacker captures the base, and any casualties that were 
suffered by both sides. Fog of War (FOW) can affect what is shown.
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8.7 Ground Units and Fortifications
LCU’s that are in a base hex assume the fortification level of the base. Unless 
the LCU’s in the hex have a higher fortification level than the base hex they 
are in. LCU’s that are not in a base and are not moving will automatically 
attempt to build fortifications to protect themselves from attacking enemy 
LCU’s. These fortifications can be built up to a maximum of level 3 and 
cannot be built in any terrain, nor will they be built at the same speed in 
every terrain hex that is allowed. LCU’s can only fortify themselves, in the 
following terrain types, to the indicated maximum level:

TERRIAN TYPE MAXIMUM FORT LEVEL

Plains/Clear 3
Rough 3
Forest 1
Rough Forest 1
Jungle 1
Rough Jungle 1
Desert 3
Rough Desert 3
Sand Desert 3
Mountain 1
Tropical Mountain 1
Developed 3
Cultivated 3
Salt Marsh 3
Swamp 1

8.7.1 Static Fortifications
Some bases, like the perimeter of Tobruk have fortifications made too 
strong to permanently destroy. While they can be weakened by combat 
temporarily (by means of taking that position away from the enemy), 
they recover to the defined minimum level once only one side is present 
in the hex.
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8.8 Disruption, Morale, Fatigue  
and Suppression

8.8.1 Disruption
Disruption represents degradation of a LCU’s combat capabilities 
caused by combat and/or poor command control. Also, dispersion of 
LCU’s components can cause disruption. Disruption may occur every 
turn depending on the state of the LCU. Any kind of attack against a 
ground unit will inflict disruption. Moving across a river hex side into 
a hex containing an enemy LCU’s will inflict disruption. Attack at odds 
less than 1:1, will cause a large amount of disruption to the attacking 
units. Disruption reduces firepower while increasing the damage taken 
during ground combat.

LCU’s remove Disruption every turn and will generally remove even 
high levels of Disruption within a few days. The recovery rate for disruption 
depends on whether or not the unit was involved in combat or moved 
during the current days turn. Best case it gets halved and then reduced 
by 1 to 10 points on average. This also depends on the leader admin skill.

8.8.2 Morale
Morale has a high effect on the number of devices that engage the enemy 
during an attack, and to a lower extent on defense. Performing attacks 
with low Morale will not do much damage. The effects are almost linear. 
A unit at 50% Morale will thus have its combat power reduced to just 
a bit above 50% when it attacks. Low morale reduces the damage given 
in combat. Simply due to the fact the soldiers are running away when 
fired at rather than staying and returning fire. The effects on defense 
are considerably lower. Soldiers may stay in relative safety of their 
fortifications (or simply cover) and tend to do better defending even 
with low Morale.
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The recovery rate for morale depends on the unit’s leader inspiration 
value. It will usually be between 1 and 3 points per day.

Complete loss of friendly ground units in the vicinity will reduce the 
morale of other friendly ground units and boost the Morale of enemy 
units. Annihilation of enemy ground units gives a boost to morale of 
units on the side of the victor. The size of the unit does not matter much 
for this. It is advised not to expose any unit, no matter how small, to 
threats that can eliminate it completely.

8.8.3 Fatigue
Fatigue represents wear and tear on troops and equipment, such as 
vehicles. as well as exhaustion and lack of sleep. Fatigued units will have 
reduced firepower.

Recovering Fatigue, however, takes far longer. The recovery rate 
for fatigue is around 20% per day. Or a reduction of 1 to 10 points on 
average. This also depends on the leader admin skill and the unit activity 
level. In other words, if the LCU is moving or in combat it makes it 
harder to reduce fatigue.

8.8.4 Suppression
Suppression represents the troops keeping their heads down by naval 
bombardment, air attacks or artillery fire. Under these conditions 
troops will try to remain in cover and the offensive power of a unit is 
reduced according to its suppression level. Suppression is a short-term 
condition and will not be carried over to the next day.

8.9 Island Stacking
Islands fall into several categories. Each has a maximum limit of men 
and equipment that can be stationed on the island. This number may be 
seen in the hex information panel, accessed by clicking “Hex data” on 
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the left side of the bottom left control panel. Or on the list of all ground 
units for that hex. Having more total load cost located in such a hex may 
cause penalties such as vulnerability to attack.

Over stacking an island with a 6,000-man limit with 9,000 men will 
hurt the defender badly. Attacking such a position may also cause the 
same penalties to any attacker exceeding the stacking limit.

Typically, the defender will have a mix of combat and service 
units. Assaulting forces should have pure assault units. Unloading 5 
engineering Bns and an Aviation Regt at the same time as the assault 
and having the airfield 100% operational the day after the island or atoll 
is secured will be extremely difficult.

8.10 Forts
Fortification construction costs are based on the terrain in the base 
hex. Level 7 through Level 9 Forts represent extreme fortification 
levels (typically constructed prewar e.g., Vladivostok). These levels are 
difficult to build and require special materials. Construction will use 
several times the supply of smaller fort construction, which reflects the 
specialized construction required. Construction costs also increase as 
the current Fortification Level increases. The different fort levels are as 
follows:

	§ Fort Level 1 to 3 – Foxholes to trenches.
	§ Fort Level 4 to 6 – Trenches with covers to include pillboxes.
	§ Fort Level 7 to 9 – Light concrete forts to heavy concrete forts.

Fortifications increase the firepower of units and reduce damage done 
to these units at the same time. However, heavy artillery shells or large 
bombs may overcome the protective value of fortifications. The higher 
the effect rating of a weapon, the larger the fortification level that can 
be overcome. Additionally, to being more lethal than smaller weapons, 
this reduces the effective fort level to 50% of the level 1 Fortification 
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for the specific device that it may of hit. Thus, heavy guns of Cruisers 
and Battleships are effective at striking units with light to medium 
fortifications. Being in a pillbox won’t increase the survival chance 
much if a Battleship scores a direct hit with a 15-inch gun.

Note: The “effect rating” of a weapon, can be found in the games 
editor.

This is the table for device effect to negate fort levels:

WEAPON EFFECT FORT LEVEL

5 1
25 2
50 3
100 4
500 5
1000 6
1500 7
2000 8
3240 9
4000 10

8.11 Upgrades
Upgrading is done by opening the device information window. See 
section 8.2.3 Unit Information Screen. Depending on whether it is a 
logistic device or not there will be different options for upgrade. Or 
even no options at all. Logistics devices can normally be exchanged 
freely with other logistics devices. For example, to exchange horse carts 
with trucks or vice versa. Upgrading other devices will depend on the 
devices upgrade path and any special upgrade data for the device. It is 
possible to design the devices in a fashion to allow exchange with other 
devices (device swap class data) of the same type regardless of the device 
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upgrade path. For example, light tank devices may be used to replace 
other light tanks. This can be different from scenario to scenario.

When Type 23 and 24 devices (infantry squads and engineer squads) 
are upgraded, the soldiers are considered to receive new equipment. 
In case the squad size changes, the resultant device number may be 
lower or higher than the original device number. If the new number 
exceeds the TOE, the excess is stored in a local depot unit to be used for 
replacements.

Upgrades of non-organic devices will always put the old devices in a 
depot unit, clearing the slot to receive replacements of the new device 
type. There is a special kind of replacement for non-organic devices by 
right clicking upgrade, so only the “missing” devices will be replaced. In 
short, the TOE of the old device is reduced to current device numbers, 
and another slot receives the TOE for the upgrade device.
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9. Logistics and Supply
Logistics and Supply transfer in War in Spain 1936-39 is crucial and 
is the means to provide Beans, Bullets, and Bandages to your troops. 
Failure to have a good Logistics and Supply Train could spell the end of 
a good offence or defense.

9.1 Unit Logistics Screen
If you click on the “Logistics Cap” line, 
which is shown in green, located in the 
lower left-hand side of the unit screen, 
you will bring up the Logistics Capacity 
Screen. See the image on the left.

On top is the name of the base 
linked to draw supplies from. In this 
case supplies are drawn from San 

Fernado. Below are the six actual expected logistics, as modified by the 
unit’s leader Administration skill:

	§ Dual Points and Path Time Cost – Dual Points means both Truck 
and Foot would be used in calculating Path Time Cost. So, if there 
were a mixture of roads and natural swamp terrain it would be 
best if trucks used roads and squads in the swamp.

	§ Truck Points and Path Time Cost – This would be just for Truck 
Points along roads. If Trucks are available.

	§ Foot Points and Path Time Cost – This would be for foot soldiers, 
moving supply by foot or animal.

This is followed by the resulting amounts that can be expected to be 
moved.
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	§ Truck and Foot Mixed – This is Tons moved per day using Dual 
Points. Provided a mixture of Truck and Foot is used for better 
efficiency.

	§ Remaining Trucks – Tons moved by remaining Trucks.
	§ Remaining Foot – Tons moved by remaining Foot.

For example, when the path is 3 road hexes and 3 swamp hexes. Both 
foot and truck devices would excel in just 3 of 6 hexes. For that teams 
would form up to use trucks on the road, and foot on the swamp hexes 
to generate the best capacity.

Note: Bases with logistics devices in them can use those devices to 
supply LCU’s around that hex, while LCU’s can only draw from the 
base into their own hex.

9.2 Logistics Models
Logistics are the main factor for victory or defeat in War in Spain 1936-
39. Whoever advances toward the enemy increases the length of his 
supply paths, thinning out the logistical power.

Since not all players want to dive into counting beans and bullets, 
War in Spain 1936-39 does offer two logistics models with varying 
realism. These are selected in the game rules, located in the Preferences, 
and described below:

	§ Simple – Train Depots at Bases will take care of Railroad Based 
Logistics. There is no need to take care of coupling them with 
rolling stock found in ground units. There is no cost in running 
railroad logistics. Truck and foot travel paths will be simplified. 
No fuel is spent to run trucks for logistics between bases. Overall 
movement of goods will be faster than in the detailed model. This 
is the setting for players who wish to focus on combat and less on 
logistics.
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	§ Detailed – Train depots need to have rolling stock devices (as part 
of ground units) present at the base. Path calculations are more 
precise for both foot and truck paths. Trucks will consume fuel 
when moving material from base to base. This is the setting for 
players that wish to have a more accurate depiction of the logistics 
bottlenecks that restricted both sides in the historical conflict.

9.3 Supply Types
In the game, supply comes in 8 primary categories. They are:

	§ Basic supplies – Which are used to feed, clothe, repair, and build 
land, sea, and air units and bases.

	§ Fuel – Used for ground units as well as some industry.
	§ Aviation Fuel – Used only for air units.
	§ Coal – Which is used mostly for industry but also serves as fuel 

for some coal fired ships and most railroad engines.
	§ Air ammo – Ammo to arm air units for missions.
	§ Ship ammo – Ammo to arm ship weapons.
	§ LCU ammo – Ammo for LCU’s.
	§ Naval fuel – Fuel Oil types used by all naval vessels that do not 

use Coal.
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9.4 Supply Draw
Each unit (Air, LCU, and Naval) has a minimum requirement for 
supplies and fuel, which is constantly calculated and updated by 
the computer. Supply needs are an estimate of future needs based on 
the unit size and composition. A ground unit with lots of horses will 
consume vast amounts of supply, especially if in hot, arid desert hexes. 
Vehicles and Tanks will consume less since they need less manpower. 
While supplies are consumed, depending on what the units are doing at 
the moment, without adequate supplies on hand to meet the expected 
needs, units instinctively begin to curtail operations to stretch out 
the available supplies. If supplies run low, units will gain fatigue and 
ultimately begin to starve.

Note 1: Units may starve from lack of supply while still having 
excellent amounts of ammo and/or fuel.

Note 2: Units on ships continue to consume Supplies from the ship’s 
cargo holds. So, make sure you load enough Supplies when shipping 
troops.

Supplies are stockpiled at bases. Supplies are created via the production 
system and can also come into the game at bases that are assigned daily 
allotments. From there they can be distributed to bases in a variety of ways, 
via air transport, by ships in TFs, submarines with transport Missions, and 
overland. A base may transfer supplies, oil, and resources to an adjacent 
base, but this depends on the travel time and the logistics assets available. 
Lots of trucks won’t be of much help if the path leads through forest or 
swamp hexes with no road. Squad-based logistics are better for those 
difficult terrain types. Organic transport does consume lots of supplies, 
regardless of activity status. Trucks only consume fuel if used.

LCU’s outside bases use their own logistics devices to draw required 
items from the nearest base, and bases will use their logistics to supply 
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units in the field around them. The leftover logistics of any Base can be 
used to move items between bases.

Certain industry types create capacity for moving their products 
to other bases and base facilities. Local manpower, including captured 
manpower, create logistics capacity on top of the remaining device-
based capacity.

9.5 Supply Operations
Each day at midnight, ground units and bases move items for the next 
day. LCU’s receive from bases supply, ammo, and fuel. Ground units can 
also draw from logistics ground units. The special LCU’s may be placed 
between bases and the frontline to improve supply. LCU’s that do not 
need their full logistics capacity can share them with other units in hex.

Task Forces will stop loading an item if the item in question has less 
than 50% of the desired amount left in a base.

Note: It is possible to order a base to be drained of all stockpiles 
when it is set to “repel” the given commodity. Such a repel order is 
given on the Base Information panel by using the right-side mouse 
button on the “stockpile” command. In that case the ships will load 
all the base stockpile as fast as they can.

9.5.1 Supply Operations Sequence of Play
The Supply Operations Sequence of Play is broken down as follows:

	§ Expend required supply points to maintain ground units and 
aircraft formations, ground units draw supplies and replacements.

	§ Aircraft repair and the effect of available Aviation Support on the 
readiness of aircraft formations is determined.

	§ Adjust Pilot Morale.
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	§ Adjust fatigue of ground units.
	§ Units not at bases construct fortifications and other infrastructure.
	§ Add replacement aircraft and pilots to air formations.
	§ Industrial production and Base to Base logistics are carried out.

9.5.2 Naval Rearming
Ships fire one round per barrel when shooting. Once ammunition is 
expended, ships can replenish their ammunition at ports. The game has 
many ports, but only a few of them are naval bases with the infrastructure 
to rearm military vessels.

9.5.2.1 Port Rearming
Ports can rearm naval vessels depending on their Port size level, and 
the availability of sufficient ship ammo at the port. Ports have a rearm 
capacity that is limited to rearm devices of a certain level of “Effect 
rating”. Exceptions are granted for small naval craft like PT-boats or 
HDML’s. Small naval craft can rearm at very small ports. Since naval 
and DP gun Effect is rated in pounds, and ammo is rated in metric 
tons, 1 ton of ammo can rearm 2205 total “Effect” for naval and DP 
guns. Carrier sorties and carrier air torpedoes cost 1 ton of ammo 
each. Civilian ports show a (c) after the figures of the port size on the 
bottom panel. Civilian ports can only rearm very small weapons or 
ASW weapons. Naval support only accounts for 20% of what it would be 
worth in military ports. Ports can be militarized, but the cost of supply 
is high. Furthermore, the port will be closed (100% damage) during the 
reconstruction and thus also requires many engineers to be present.

Note: Rearming ASW type ammo is independent of port size. It 
is possible to run Convoys with escorts between 2 civilian ports 
without having to manually move the escorts to a military port to 
re-arm after every engagement with a submarine.
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9.5.3 Ground Unit Supply
When tracing a supply path for movement of ground units or overland 
movement of supplies, travel time is calculated for both foot and truck 
movement types. This is determined by tracing a path from the base 
transferring supplies or the ground unit moving to the destination. Both 
types of logistics will be used separately, but in special conditions they 
team up. See section 9.1. The exact data for path and capacity can be 
seen from the ground unit screen when clicking on the logistics Cap text 
line in the lower left of the Unit Logistics Screen.

9.5.3.1 Supply and Fatigue Effects on LCU’s
Having enough supply for your LCU’s is very important. Without proper 
supply LCU’s will suffer increasing fatigue. And at some point, squads 
will start to starve and become disabled. LCU’s will gain fatigue every 
turn if they remain low on supply. More fatigue will be added to LCU’s 
that are marching or in combat. Each turn, units will attempt to reduce 
their accumulated fatigue. The following items impact the amount of 
fatigue reduction:

	§ Whether the LCU is in a temperate weather zone. LCU’s in these 
hexes will reduce the most fatigue.

	§ Whether the LCU is occupying a base, and the size of the base. 
LCU’s occupying a base will reduce more fatigue. The larger the 
base (airfield size plus port size) the greater the fatigue reduction.

	§ The supply level of the LCU. A LCU that has supplies equal to or 
greater than its supply need will reduce fatigue. The less supplies 
the LCU has below its supply needs, the less the fatigue reduction.

	§ The disruption level of the LCU. An LCU that has high disruption 
will reduce less fatigue.

	§ The LCU leader’s admin skill. The higher the admin skill the more 
fatigue and disruption will be reduced.
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When a unit’s fatigue level gets high and it has no supply, elements of 
the unit will slowly become disabled. When a unit has more disabled 
elements than non-disabled, it will begin to have elements destroyed 
instead of just disabled due to high fatigue.

Ground units at sea on a transport will gain fatigue if cross loading 
did occur on that ship. Units on ships will continue to consume supplies 
from the stores of the ship. If supplies run out, the unit will suffer from 
starvation.

9.5.4 Air Unit Supply
Aircraft will take off for missions as long as there is enough fuel, 
ammo and unspent Aviation Support. There are other restrictions for 
individual aircraft sorties. Among them is airfield readiness and aircraft 
fatigue levels. See section 7.11.

Serviceable aircraft are those aircraft that can fly during the next day. 
Aircraft being repaired and in reserve are not available to participate 
in Missions. Aircraft that are Serviceable may become damaged due to 
combat or become operational losses from flying, even during Transfer 
Missions.

Aviation fuel and air ammo expenditure can be seen on the air 
group unit screen above the mission assignments. These figures are 
estimates for when everything works as planned. For example, a group 
on CAP will show the fuel consumption for the aircraft assigned to fly, 
but in case any remaining aircraft scramble for interception, the fuel 
consumption will be more. Same applies when a different target than 
specified is attacked. Or when the group is set to pick a target on its 
own. The amount of fuel consumed depends on distance/flight time 
and weight of the aircraft. Ammo consumption is for offensive missions 
only. It is based on the effect rating of the weapons that are loaded for 
the mission. A 2205 Effect rating equals the consumption of 1 metric 
ton of air ammo.
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9.6 Automatic Convoys
Automatic Convoy TF’s can be built to send supplies and other materials 
to ports around the map. These types of TF’s are discussed in section 
6.1.2.2.6 Trade and cargo routes.

9.7 Capturing Base Resources
A base that generates a daily allotment of supplies, fuel, oil and/or 
resources will, most of the time, not generate these items if the base 
is captured. An exception would be an Oasis that “produces” a daily 
allotment of Supplies regardless of owner. The Base must be in the 
hands of its original side to generate its daily allotment of supplies, fuel, 
oil, and/or resources. It does not matter what nation controls a base as 
long as it is on the same side as the original owner. For determining 
the original owner, the nation of the hex is used. Even if a base may 
start out under control of an occupier, the occupier is not considered 
the “original” nation.

Example: Kiel’s hex nationality is German, and Kiel has a daily 
allotment of supplies. If Kiel is controlled by the Republican player, no 
daily supplies will be generated. If the Nationalist control Kiel, daily 
supplies will be generated. Players using the editor should be aware that 
if a scenario is created with a base having a nationality that does not 
belong to the side of the hex, the daily allotments will not arrive unless 
the base is captured by the other side.

Note 1: A special attribute can be given to a base to enforce daily 
allotments no matter who the owner is. This can apply to some 
special bases including sources of fresh water in the desert.
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Note 2: Bases under control by nations with no on map economy 
may cease to produce civilian resources when their stockpile is 
considered sufficient. This means, if playing a nation that has 
an on-map economy, you profit from capturing resource centers 
immediately. Most resource centers will not keep piling up their 
production limitless.

9.8 Spoilage
Spoilage (or waste) of fuel and supplies at a base may occur depending 
on the size of the base. The Spoilage Rate is 2% per day. To determine 
if spoilage is possible, first add the port and airfield sizes together. Any 
base with combined port and airfield size of 10 or more will not suffer 
from spoilage. Otherwise for base combinations of 9 or lower use the 
following equations:

	§ To figure out fuel spoilage, use the following equation: Fuel over 
1000+((port+arifield size) x (port+airfield size) x 2000) will suffer 
spoilage.

	§ To figure out supply spoilage, use the following equation: Supply 
over 5000+((port+airfield size) x (port+airfield size) x 3000) will 
suffer spoilage.

Note 1: In the equations above the 1000 and 5000 numbers 
represent the base tonnages for smaller bases.

Note 2: All supply types and fuel types count towards the bases 
capacity when figuring out spoilage.

Note 3: 2000 Supply capacity and 2000 Fuel capacity is added on 
top of the above for each Supply or Fuel Depot respectively that is 
constructed in that Base.
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Outposts, see section 10.8, unlike real bases, don’t have any basic 
capacity that can be used to figure out spoilage. Use the following 
equations to figure out spoilage for outposts:

	§ To figure out fuel spoilage for an outpost, use the following 
equation: Fuel over ((port+arifield size) x (port+airfield size) x 
2000) will suffer spoilage.

	§ To figure out supply spoilage for an outpost, use the following 
equation: Supply over ((port+airfield size) x (port+airfield size) x 
3000) will suffer spoilage.

Note: Outposts have a Garrison “force requirement” of 10, + 25 for 
each airfield or port level. If these are not met, the outpost will start 
to take damage until it disappears and is finally erased from the 
list of bases. For example: An outpost with a level 2 airfield would 
have a “force requirement” of 60. This would be made up of combat 
devices. (Infantry, tanks or other combat devices)

9.9 Supply Logistics Operations
9.9.1 Railroad Operations
Railroad operations can cost an amount of Coal, Fuel, or Oil for each 
unit that is utilized in moving items between bases. Though some bases 
can run their trains on electric power, which is essentially free. Fuel 
types are shown on the Train Depot icon on the bottom interface. C for 
coal, F for fuel and F/O for fuel or oil.

Turning the train depot OFF will stop consumption and use of 
Railroad Assets located there. Railroad rolling stock can be used to 
move items between other bases in a certain area of around 60 hexes. 
That means a Base requesting stuff from some other bases can ask a 
Railroad Station in that radius to perform the transportation.
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The actual Rolling Stock (Engines, Boxcars, etc.) are in ground units. 
Like other devices, these may be disabled, destroyed, or even captured.

Rolling Stock units work together with the industrial bases located 
on rail lines that have a train depot present. A base with a size 4

Train Depot can keep a maximum of 4 Rolling Stock units operational 
for use around that base up to 60 hexes away. Each Rolling Stock unit 
can move 50 metric tons. The actual amount moved also depends on 
distances travelled and will often be lower than those 50 tons per unit. 
This is due to abstraction of the average daily amounts moved by a given 
number of Rolling Stock in a given travel time. Longer travel means 
less time to load/unload the Rolling Stock in a given day, and thus also 
means more Rolling Stock must be used to make full use of the load/
unload capacity of a Base.

The size of the Train Depot industry defines how much can be 
loaded/unloaded per day in that Base. The total amount is 50 tons plus 
50 more tons per undamaged Train Depot. Turning the Train Depot 
OFF will still retain the load/unload capacity of a Base but will not run 
any Rolling Stock themselves from that Base.

9.9.2 Foot Transportation
There is no extra cost in using Foot Transportation for the movement 
of supplies other than the high cost in supplies for upkeep of the LCU’s 
doing the supply transport.

9.9.3 Truck Transportation
Trucks will only consume fuel when used. They consume 50 Kilograms 
of Fuel for each Metric ton moved over a defined distance measured in 
movement points.
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9.9.4 River Transportation
Bases connected by rivers and having a Port may exchange items using 
abstracted river shipping. The amount depends on the river (depth) and 
the distance as well as the Port sizes involved. The smaller Port of the 
two ports will determine the number of items moved. Damage to the 
ports will affect the amount of items moved.

9.9.5 Indigenous Capacity
Indigenous capacity is provided for base facilities and Manpower 
industry. Other industry may also provide transportation capacity for 
the primary output of this bases industry type. For example, a Coal 
Mine will generate indigenous ability to move Coal to other bases. All 
those extra logistics use foot type movement and do not create a cost in 
upkeep or use.

Note: Internal mechanics. Rather than adjusting the game 
mechanics to different game scales, ground unit movement and 
Logistics movement speeds are adjusted by giving both “movement 
points”. These 2 factors are part of the Scenario data and may be 
modified.
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10. Bases
Bases, in War in Spain 1936-39, are what the entire game revolves around. 
Capturing or defending them is a big part of determining who will be 
the victor. Suppressing their Function is also a big part of the game. This 
would include airfield, port, industrial, logistics and resource targets. 
Defending these bases from Bombing is very important for less obvious 
reasons. Also, casualties of the Civilian population, at these bases, can 
negatively impact your ability to wage war.

10.1 The Benefits of a Base
In War in Spain 1936-39 only certain specified hexes may contain a 
base. Though an outpost may be established in non-base hexes. (See 
section 10.7). A base can contain either a Port or an Airfield or both. 
Bases provide five primary functions:

	§ They can include Port facilities such as shipyards for repairs.
	§ They can include an Airfield and airfield facilities.
	§ They can serve as a Supply Depot with stockpiled supplies and/

or naval fuel.
	§ They can minimize the impact of sustained combat and disease 

on ground troops.
	§ They can contain numerous production facilities (factories, 

manpower centers, resource, oil centers, etc.)

Bases that are in the same logistics network as the capital of the nation 
are “connected”. This means that bases can access the nation’s pool via 
roads and/or rail connections. This is an important attribute of a base as 
it can bring replacements for both ground and air units onto the map.

Bases need support and logistics troops to move items between the 
base and other locations or to move war materials to units in the field 
around the base. The Base Information Screen, (See section 10.2.1 
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below) will display how much support and logistics capacity is present at 
the base. If the base contains an airfield, the Aviation Support personnel, 
both on hand and required, will be listed as well. Also listed will be the 
number of items the Base needs to stockpile to operate the base and 
its industry for a few days. There are many different types of items. 
From supplies required in maintaining your troops and construction, to 
ammunitions for air, sea, and land as well as various fuels and resources. 
The names of items and their purpose can be defined in the Scenario 
data. See section 14.0 Research, Development and Production

10.2 Base Information
When the cursor is placed over a Base, a small window will display that 
shows an overview of the contents of the Base. The mouse overview may 
or may not contain the following pieces of information:

	§ The name of the Base and in parentheses the range. The range will 
change if you move to a different base several hexes away.

	§ The weather in the hex.
	§ The victory point value for the Axis and Allies. The basic value is 

in parentheses.
	§ Port capacity.
	§ Airfield capacity.
	§ AV support.
	§ Manpower.
	§ Heavy Industry.
	§ Light Industry.
	§ Repair shipyard size.
	§ Train Depot Capacity.
	§ Agriculture Level.
	§ Fuel and Supply level.
	§ Oil and Coal level.
	§ Ship Ammo.
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	§ Naval Fuel.
	§ AV Gas.
	§ Aircraft Ammo.
	§ LCU Ammo.

Note: The above information will vary depending on the base.

10.2.1 Base Information Screen
The Base Information Screen for the base will show details depending 
upon which side owns the base. If the base is in enemy hands, you won’t 
see much information other than damage, mines, and any forts in the 
hex. But Fog of War (FoW) may not provide you with very accurate 
information. You can click on the base flag or click on the base name in 
the Hex Information Panel on the lower left. Then the Base Information 
Screen will come up. See image below:

Starting at the top left of the Base Information Screen is shown the 
name of the Base and Nation attached too. In this case the base name 
is Cadiz and is attached to Nationalist Spain. Below the base name 
going from left to right are the following pieces of information, with 
descriptions, for this base:
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	§ Fuel Cap – The maximum fuel capacity of the base before spoilage 
occurs. If unlimited, no spoilage will occur.

	§ Supply Cap – The maximum supply capacity of the base before 
spoilage occurs. If unlimited, no spoilage will occur.

	§ Dock Cap – This is the total tonnage of ships the port can manage 
without additional help from Naval Support, etc.

	§ Dock Size – This is the size of the largest ship the dock can manage 
without additional help from Naval Support, etc.

Note: A Port with cap of 9K and dock size of 6K can handle ships 
up to 6K tonnage, but only 1 of them fits the port. Or one 6K ship 
+ one 3K ship. Or one 6K ship + three 1K ships. Or nine 1K ships.

	§ Port Damage – Current amount of damage to the port in 
percentage. The higher the percentage the slower port operations 
will be.

	§ Airfield Damage – Current amount of damage to the airfield in 
percentage. The higher the percentage the harder it will be for air 
operations to occur from this base.

	§ Port Capacity – The bases current and potential size of the port.
	§ Airfield Capacity – The bases current and potential size of the 

airfield.
	§ Fortifications – Current fortification level at the base.
	§ Minefields – Clicking this button will show the number and type 

of defensive or known enemy mines located at the base.
	§ Repairs Allowed – Can be on or off for Airfield and/or Port 

repairs. If turned off, engineers will be free for fort construction. 
What this is for is to allow fort construction even though the 
airfield and/or the port are damaged.

	§ Unpack Barges – Click to unpack barges at this base. Barges can 
only be unpacked if they are “present”. This is done by

	§ “packing” them into an LCU and then shipping the LCU to the 
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destination. Unpacking dissolves, the LCU holding the Barges.
	§ Unpack Midget Subs – Click to unpack midget subs at this base. 

Midget Subs can only be unpacked if they are “present”. This is 
done by “packing” them into an LCU and then shipping the LCU 
to the destination. Unpacking dissolves, the LCU holding the 
Midget Subs.

	§ Unpack PT Boats – Click to unpack PT boats at this base. PT 
boats can only be unpacked if they are “present”. This is done by 
“packing” them into an LCU and then shipping the LCU to the 
destination. Unpacking dissolves, the LCU holding the PT Boats.

	§ Create Landing Craft from Pool – Every nation can have up 
to 4 types of Landing Craft (LC), commonly these are Barges. 
These LC can be ordered from the pool by left click or transferred 
back/cancel the request by right click. The creation order will be 
executed partially or fully during the resolution phase. Normally 
these LC remain in the pools and are thus “available” for any 
amphibious landing TF that gets created. The assignment of the 
LC to such a TF works by internal mechanics and does not require 
player attention. Just eyeball the number of Barges so you do not 
move to attack when there is a shortage of LC. Nations allied 
enough to share ports and airfields may also share their LC pools.

	§ Expand Port – Clicking here will start expansion of the bases 
port. If the bases port is already at its maximum size, it will not 
expand any further.

	§ Expand Airfield – Clicking here will start expansion of the base’s 
airfield. If the bases airfield is already at its maximum size, it will 
not expand any further. The option will be greyed out.

	§ Expand Forts – Clicking here will expand the bases fortifications. 
If the base is at its maximum fort level, it will not expand any 
further. The option will be greyed out.

	§ Road Building – Engineers in hex can be used to build/upgrade 
roads and RR going from the center of their hex to the selected 
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hex side. The player sets the hex-side on the base/hex info panel. 
Left click to go through road building hex sides and right click to 
go through RR building hex sides. The construction is then done 
by engineers in hex just as AF or Port construction. There is a 
special rule for bridge building. When trying to cross a river by 
building a road, then the road of the hex on the other side can and 
will be built too. The first construction will build the road in the 
current hex. The second time you build the road it will be built 
in the adjacent hex. This way it is possible to “bridge” canals and 
rivers that would not allow you to cross them normally.

The next section down is the Logistics Network. Clicking on the yellowed 
words will open a list of bases that show how logistics will work out 
for the coming day. Listed under Logistics Network is everything from 
supplies to ammo. The Logistics Network has four columns. They are:

	§ The first column is the list of products such as Supplies and Food.
	§ The second column is stockpiling. Here you can turn on and off 

the stockpiling of a particular product, such as supply or fuel. 
When stockpiling, no other base can draw the stockpiled item. If 
stockpiling is off, right clicking will change stockpiling to REPEL, 
and the base will not draw this item from other bases. REPEL 
allows a TF to load any item up until the Base has no more, where 
normally loading would stop at some point if the Base requires an 
amount of the item to operate normally.

	§ The third column is the required amount. This is what the base 
needs to function.

The last column is for requesting increases or decreases of a particular 
product. The arrow buttons below the “+ Requested” text allow you to 
change the basic amounts to be drawn and stored. The buttons modify 
by 1,000 or 10,000 when left clicked, and 5,000 or 50,000 when right 
clicked. Once requested, you can reduce the amounts again by using 
new buttons that appear to the left of the requested amount. Just click 
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the arrows to increase or decrease the requested product. Bases will try 
to request enough material for a few days of operation, and for around 
30 days of industrial consumption.

If the currently stockpiled amounts are below 50% of the total 
requested amount, then the numbers will be orange. If the stockpiled 
amounts fall below 25%, then the color will be red. Bases do not 
automatically need or use fuel, but the requirements and usage do 
depend strictly on the fuel-guzzling units located at the base.

10.2.2 Additional Base Information
Along the bottom of the Base Information Screen is additional 
information about the selected base. This information is explained 
below:

	§ Naval Support – the amount of naval support currently available 
at this base including rearming capacity of the Port and Lighters 
available for loading/unloading.

	§ Engineers – The amount of Engineering construction and repair 
power.

	§ Aviation Support – The amount of aviation support present at the 
base. Plus, any aviation support from ships. This is the number 
of aircraft at the base, counted in engines that can be armed and 
launched in the AM and PM/Night air phases. You may only 
launch as many offensive aircraft, counted in engines, as you have 
aviation support for at the base. 

Note: The text is shown green when you have enough AV support 
for all bomber type aircraft at the base. Clicking the text brings up 
a small panel informing you of the requirements for currently active 
bombers, at the airfield, the required AV support for current attack 
orders, which can include aircraft types other than bombers (E.g. 
Fighters used for ground attack) and the amount of AV support 
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in excess. This allows you to quickly see if it makes sense to place 
another bomber group here or if you can afford to set just one more 
air group to attack orders.

	§ Airfield space now – The current free space, counted in engines, 
on the airfield if all air units are at full strength. This can be 
negative when over stacked. The actual free space, counted in 
engines, if all air units were at 100%. This allows you to see if 
space is available temporarily due to losses, or if you really can 
place other air groups there for the long term.

	§ Air Ops points – The number of Airfield Ops points spent and 
the resulting readiness level.

	§ Logistics Cap – Provides information about the base’s logistics 
capacity for foot, truck, and railroad. Foot and truck may be used 
to move war materials to LCU’s around the base.

	§ Extra Storage Built – While Ports and Airfields provide storage 
capacity, it may be desired to build more capacity or create 
protected/underground storage at that Base. Protected storage is 
much more resistant to damage but requires a comparably long 
time to build. This area gives you the options to build additional 
storage.

10.2.2.1 Natural Anchorages
Natural Anchorages are indicated by the base name being Green. Names 
in Yellow indicate an unprotected anchorage. Bases in Yellow need to be 
built up to level 3+ to become protected from sub attack.

10.2.3 Standard Potential Size (SPS)
A number from – 3 to 10 represents the current size of each port and/
or airfield at a base. So, a size of 0 represents no port or airfield, while a 
size of 10 represents the largest port or airfield possible on the map. The 
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current size can be increased during a game (but not beyond size 10) 
through the construction work of engineers at the base.

Each base on the map is rated for the Standard Potential Size (SPS) 
an airfield and/or port that can be built at the base. The SPS is a number 
from – 3 to 10. The larger numbers represent better terrain for the 
existence of extensive port and/or airfield facilities. These SPS ratings 
are fixed for all bases. When viewing the Base Information Screen, you 
will see 5 key factors that relate to that base as follows:

	§ Current size of the Port
	§ SPS of the Port (Shown in parenthesis)
	§ Current size of the Airfield
	§ SPS of the Airfield (Shown in parenthesis)
	§ Fortifications at the base (See section 8.12)

Airfields and Ports can be built up to a current value equal to the SPS 
using normal construction costs. Airfields and Ports can be built up to a 
current value equal to 3 levels greater than their SPS (up to a maximum 
of 10), but at a much higher cost. There will be a progress amount in 
percentage next to the Port or airfield SPS number.

Note: You will notice some bases have SPS below zero. This can 
limit the maximum size to be built or even make it impossible to 
build a certain type of facility in a hex.

10.3 Base Symbols
Each base is flagged to show which nationality currently controls it. 
Below are examples of the bases with different symbols indicating what 
is at the base. Whether there are LCU’s, Naval and/or Air Units present.
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10.3.1 Beach Hex
Below is a Beach hex. Note that a base, Outpost, can be built 
here even though no base exists. See section 10.9 for details.

10.3.2 Base without LCU’s, Air, or Naval Units 
Present

This is an operational base that doesn’t contain a Port but 
does contain an empty Airfield. The airfield symbol will only 
display if an air unit and/or ship is located at the Base.

Note: Depending on game settings, it is possible that Bases without 
Port or Airfield are shown as “dots” instead of using the nation flag.

10.3.3 Base with Air Unit Present
This represents an operational base that contains an airfield 
with an air unit designated by the crossed airfield symbol. 
Note that there are also LCU’s present.

10.3.4 Base with Naval Unit Present
This represents an operational base that contains a port with 
ships at anchor designated by the anchor symbol. Note that 
there are also LCU’s present.

10.3.5 Base with LCU Present
This represents a LCU, or more than one LCU, as indicated 
by the bar with the number in the same hex as the base.
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10.4 Base Details
All bases can have a Fortification Level that gives protection for any 
friendly LCU’s that are in the hex and defending against an enemy 
attack. All friendly LCU’s assume the Fortification Level of the base 
whenever in the same hex with a base. Unless the LCU has a higher 
fortification level itself. This may be the case with various Fortress and 
CD units. If LCU’s have a fort level of 3 and the base has a fort level of 
2 or less, the troops will use their own fort level until it drops below the 
base fort level. Also, the higher the Fortification Level, the harder it is 
to capture a base. This level is a number from 0 to 10. See section 8.12.

The Port and/or Airfield will be shown in Light Orange if total 
damage is greater than 0 but less the 15%. Orange if total damage is 15 
to 49% and Red if total damage exceeds 50%.

If the Airfield is over stacked, then the Airfield space will show a 
negative number.

Bases may also contain stockpiles of supplies, fuel, oil, and various 
resources. Fuel stockpiles are used to refuel (most) ships, while supply 
stockpiles are used to maintain aircraft, resupply ground units, and build 
or repair base facilities and infrastructure like roads, railroad tracks 
and bridges. Each day supplies from a base’s stockpile are distributed 
to ground units in the same hex as needed. Supply, fuel, resources, and 
oil stockpiles will also be moved automatically from bases overland to 
restock other bases or LCU’s that are running low on these items if the 
two bases, or LCU, are linked by a valid supply path. When these items 
are automatically moved to another base, some fuel may be expended 
when trucks are used. The amount moved per day depends on the 
support and logistics capacity present, as well as the base facilities and 
any Industry or population. Moving supplies and other items to LCU’s 
in the field relies on local logistics capacity and may also use some fuel 
if trucks are used. Movement of items between bases by use of railroad 
logistics may also consume coal, oil or fuel depending on what the train 
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consumes for fuel at the base that provides the trains for the movement 
of these items.

10.4.1 Base Ownership
The flag displayed on the map shows the ownership of the base. Refer to 
section 4.2.2.1, Land Unit Icons, for a complete list.

10.5 Ports
Ports with ships present are represented on the game map with an 
anchor symbol. Moving your mouse cursor over the anchor symbol 
will provide information on ships in that port. Ports allow your ships 
to repair, resupply, load, and unload. Their size (level) affects the speed 
at which these operations are performed. Below is a port status screen:

Repair times required for ships in port are directly related to the 
size of the port. However, even a size 10 port will not repair ships as 
quickly as a port with repair shipyards, so heavily damaged ships should 
be sent to ports with a shipyard of the right size for extensive repairs. 
Specific weapons systems that have been destroyed on a ship can only 
be repaired at larger ports or ports with repair shipyards. If repair ships 
and tenders are present, they will also help with repairs. Ships can avoid 
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operational system damage and improve their repair capability if they 
are anchored at a friendly base.

Ships that are anchored expend no Endurance unless they are 
attacked. Ships at anchor at a port with a current size of at least 3 are 
immune to enemy submarine attacks due to anti-submarine nets. 
(Except for midget sub attacks or other sabotage actions that may 
penetrate the harbor)

Ports can be militarized or civilian. The main difference is that civilian 
Ports lack the infrastructure to handle rearming of large warships. The 
rearming capacity of civilian ports is by far lower, and any present naval 
support only adds 20% of what they would add in military ports. Ports 
can be “militarized”. but this will set the port to 100% damage to reflect 
the reconstruction of the port for its new main purpose. If you choose to 
“militarize” a port, you may want to make that decision early in the war.

The Port Status Screen has an option to turn off automatic port 
defense TF’s. See image above.

10.5.1 Port Damage
Larger ports are harder to damage, but once damaged, take longer to 
repair. Port damage slows the repair and refueling of ships, as well as 
the loading and unloading of ships at the port. Engineer units in the 
hex will automatically attempt to repair any damage. The number and 
experience of the engineers present at the base will affect how quickly 
these repairs can be completed. See section 10.7 for more details.

10.5.2 Ships Caught in Captured Ports
When a base is captured some ships at anchor at that base are 
automatically scuttled (sunk), while some may escape to the nearest 
friendly port. Ships Scuttled in port may not be removed from the ship 
list because it is possible to salvage and refloat these ships. In this way, 
captured ships that were sunk while in port can be put back into service 
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again. The process is the same as repairing any other ship except they, of 
course, cannot move to some shipyard. Move in an AR and/or salvage 
ships, if necessary, to repair those ships.

10.5.3 Port Size and Rearming
Ports vary in size from 0 to 10. 0 is the smallest size and 10 is a maximum 
sized port. Size 0 ports are essentially non-existent ports and as such have 
little benefit until they are built up. Also, there are two types of ports. 
Military and Civilian ports. The biggest difference between the two port 
types is in the rearming level for warships. See below for details on the 
difference between Military and civilian ports regarding rearming.

MILITARY PORT LEVEL REARM LEVEL CIVILIAN PORT LEVEL REARM LEVEL

 0  0  0  0
 1  30  1  15
 2  180  2  25
 3  1100  3  40
 4  4000  4  45
 5  4500  5  50
 6  5000  6  60
 7  5500  7  70
 8  6000  8  80
 9  6500  9  90
 10  7000  10  100

	§ Rearm Level – uses a rearm cost for each device aboard a ship. 
For all devices the effect value is used for rearming cost. Aircraft 
Sorties have a flat cost of 300. The Rearm ability must be greater 
than the cost. If there are tenders or other support ships, these 
can re-arm any weapon for the ship types they support. AE and 
AKE can rearm any weapon. Naval support, per squad, adds +5 
in military and +1 in civilian Ports for rearm levels. Note the 
large jump at a level 3 military port, which basically ensures 
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that torpedoes, most mines, and Battleship size guns cannot be 
rearmed at smaller military ports.

Note: ASW weapons can be rearmed at any existing port. This 
ensures escorts for economic operations do not have to move to a 
military port for rearming. Most ASW weapons are easy to move, 
and handle compared to their effect rating.

	§ Rearm Limit – is applied to each device on a ship being rearmed. 
Depending on rearming cost of each weapon and the adjusted 
capability of the port, some or all the weapons may not be 
rearmed. A medium sized port might be able to rearm cruiser 
guns and smaller ships, but not BB guns, torpedoes, or mines.

Basic values are adjusted by port damage. So, a port with a damage level 
of 10 would lose 10% of its capacity in all functions.

10.5.4 Ships Docked
There is no limit to the number of ships that can disband in a port. 
The limits below apply to ships in Task Forces that attempt to dock at 
the port (i.e., use pier facilities). The limit is expressed in ship tonnage, 
rather than number of ships. Ports may never exceed their docking 
limits during each hour. However, undocked ships of TFs at the port 
can conduct most operations at a reduced rate. Naval support can help 
with ships unable to dock.

Note: Every size level of port is assumed to have a small number of 
attached lighters that aid in loading/ unloading. So even ports with 
no naval support present will be able to eventually conduct loading 
operations on ships that cannot dock. But the amounts that can be 
handled are rather small.
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PORT SIZE
LARGEST SHIP THAT CAN DOCK 
IN TONS

TOTAL TONNAGE THAT CAN DOCK 
AT A TIME

0 0 0
1 1000 1000
2 3000 3000
3 6000 9000
4 12000 24000
5 24000 48000
6 36000 60000
7 48000 84000
8 60000 104000
9 72000 128000
10 78000 172000

10.5.5 Port Cargo and Fuel Handling
The amount of Cargo transferred to a ship per hour depends on the ship 
size, and the general type of item. Liquids transfer fast, Bulk Cargo a bit 
slower, and filling Liquids in drums for loading in Bulk Cargo space is 
the slowest.

10.5.6 Naval Support Adjustments
Naval Support Adjustments for:

	§ Cargo Handling – Plus 5 for each undamaged naval support 
device present.

	§ Rearm Level – Plus 5 (Plus 1 in civilian ports) for each undamaged 
naval support device present.

	§ Repairs – 100 undamaged naval support devices approximately 
equals a small AR repair ship, and 50 undamaged naval support 
devices approximately equals small tender.
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10.6 Airfields
Airfields accommodate, repair and resupply air units, and serve as a 
point from which to launch air strikes and other missions.

Airfield size has many effects. It is easier to damage and destroy 
aircraft on the ground at smaller airfields (less dispersion). It is also 
more likely that aircraft will suffer more operational losses when 
landing at smaller airfields. Every aircraft has its own requirement for 
runway size (runway need). This is expressed in “units” of 1/25 airfield. 
A “runway need” of 25 is equal to 1 airfield size level. An airfield has 25 
units per size, and only the undamaged runway parts count for effective 
runway size. An aircraft can take off normally if the effective runway 
size is equal to or greater than the aircraft runway needed. Starting with 
reduced load requires at least 50% of the runway needed. CAP uses the 
reduced load.

Note: Ships that carry aircraft also have a runway size. Aircraft 
launched from these ships may not return to them if the runway 
is shorter than the full airframe runway needed. They may not 
launch an attack or can only fly with a reduced load.

If a base has less Aviation Support than is required, offensive missions 
may not launch, because you have run out of available aviation support 
for that phase.

If an Airfield has too many aircraft (physical space) or groups 
(administrative) present, then the airfield is deemed over stacked. Over 
stacking reduces the amount of aviation support you can utilize. See 
section 7.12 Over stacking. An over stacked airfield affects how many 
aircraft can be launched, casualties from attacks and aircraft repairs. The 
space occupied by aircraft is counted by its engine number. An airfield 
provides space according to the following formula: (20 + (5 x Airfield 
size level)) x airfield size level.
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The amount of aviation support you need at the base depends on 
your activity and the airframe. All actions are counted in the number of 
airframe engines. You need 4 aviation support to arm, repair or maintain 
a 4-engine aircraft. Only action consumes aviation support. If you have 
a total of 10 engines under repair and 10 aviation support, all aircraft 
will be worked on, even if you have 100 more undamaged aircraft on the 
airbase. Offensive missions consume aviation support. CAP and recon 
or various patrol and search missions do not.

10.6.1 Airfield Damage
Airfields can suffer runway damage: (ranging from 0 to 100 percent). 
It is easier to damage smaller airfields than larger airfields, but once 
damaged larger airfields take longer to repair. Damage to the runway 
directly reduces the airfields runway size for launch checks.

Runway damage can thus limit the air operations at a base. With 
heavy damage, you may only be able to operate small aircraft with 
low runway needs that were built for harsh conditions or even lose the 
ability to conduct any kind of air operations.

Note: Terrain is an important factor for doing damage to an 
airfield. You will find it next to impossible to cripple airfields in 
Clear or Desert terrain. This is due to the hard, flat surface making 
it easy to set out new runways. Airfields in Urban areas or less than 
flat terrain can be easier to disrupt air operations for a longer time. 
But in general airfields are repaired quite quickly. The primary 
target of airfield attacks is any parked enemy aircraft themselves.

10.7 Base Construction and Repair
Engineers can be used to increase the size of airfields, ports, depots, 
roads, railroad tracks, build outposts and fortifications at bases. 
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They can also be used to repair damage to airfields and ports. Each 
engineering capable vehicle is the equivalent of its weight in tons for 
these purposes. Each turn, engineers at a base automatically attempt 
to repair any damage existing to their bases unless repairs have been 
stopped. Stopping repair can be of use when you want to build forts, 
and the enemy tries to limit your construction by damaging facilities.

Note: Doing construction with the aid of vehicles does consume 
fuel. And the Vehicles will cease to contribute if they run out of fuel.

The remaining engineers at a base that have not conducted repairs 
will, if the base has been given the appropriate order, attempt to increase 
the size of the airfield and/or port and increase the level of fortifications 
protecting the base. This work often takes many days before a level 
increase is accomplished. Engineering efforts will be split between these 
three items unless you intentionally instruct the base to discontinue 
the construction efforts of a particular item. At the beginning of every 
scenario, construction is Off for all bases.

At the instant a base is captured from the enemy, all construction is 
immediately turned off.

Construction work consumes supplies, and if a base is low on 
supplies, construction efforts will slow accordingly. One supply point is 
consumed for every engineering point that is spent in construction or 
repair operations. It is very important that you realize that construction 
consumes supplies, as it is often best to discontinue construction (especially 
expensive construction over the SPS) rather than use up precious supplies.

Construction costs to increase an airfield or port by one level increase 
as the current size of the airfield or port increases (i.e. it takes longer to 
go from a size 6 to size 7 than from a size 5 to a size 6). Terrain also has 
considerable influence.

Once a port or airfield reaches its SPS, the cost of additional 
construction increases significantly, you should consider halting 
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construction or else risk consuming large quantities of supplies for 
possibly little benefit. In addition to the normal costs, it takes 2, 4,or 
8 times longer than normal to increase the current size above the SPS 
for each size above SPS. Some locations may even have a SPS of – 3, 
indicating the construction of the particular facility type is impossible.

10.8 The Hex Information Display

The Hex information display can be opened by a click on the “Hex 
Info” button on the bottom panel. See above. You will see various bits of 
data. The terrain type, if it is a Malaria zone, if amphibious landings are 
impossible here, the stacking limit, if any, in units of 1,000 load cost, any 
coast watchers for both sides, the country code (important for certain 
devices that can only be drawn from the pool in a fixed country code) 
and the Nation the hex belongs to. See below:

The hexes nation never changes, it indicates the native owner, not 
the present owner. Stacking limits are usually 62,500 for most hexes. 
Islands may differ to any degree by providing room for less troops. If 
a Minefield is present, there will also be a button to show all known 
information on that minefield. In the above image there are no known 
minefields.
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10.9 Outposts
It is possible to create new Bases in any hex without a Base. This is done 
by having LCU’s in the hex. The Hex Information Display with a LCU 
is shown below:

When you click on the words “Hex Info”, you will see, on the right 
side, controls to build roads, railroads and outposts in that hex. See 
below:

Building roads and railroads requires Engineers to be present. The 
function is like the controls found on the Base Information Panel. The 
button below allows you to establish an outpost in the hex. The outpost 
can be created for all nations that have units in the hex. Engineers are 
not required to build a outpost.

These new Bases are called “Outposts” and follow special rules. 
Unlike Bases, outposts have no basic capacity for stockpiling items like 
supply or fuel. You will need to build storage facilities to create capacity.

Furthermore, outposts need a Garrison to be always present. The 
amount of force required does increase as facilities are built. Not 
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fulfilling the requirement does cause decay in the outpost’s airfield 
and port condition and ultimately the outpost will disappear as it is 
considered abandoned. The SPS of airfields and Ports for outposts is 
somewhat random and depends on terrain.

The total number of outposts in game is limited by the free slots in 
the list of Bases. Due to that it is not always possible to create a new 
outpost.
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11. Detection and Spotting of Units
Detecting the enemy is imperative in War in Spain 1936-39. But even 
more important is the accuracy of the information that you receive. 
The Detection Level (DL) is a measure of telling how accurate the 
information is. It ranges from 0 to 20 normally and is commonly 
hidden, except for TFs and Bases. For TFs, the DL is telling how precise 
the position of the TF can be guessed. TF spotting has a second value 
equal to the quality of the spotter, normally the naval search skill of a 
pilot or lookout on a ship. This second value ranges from 0 to 100 and 
indicates how accurate the information on the contents of the TF will 
be. What can’t be seen can’t be destroyed, and reconnaissance is the eyes 
and ears of the wise commander.

11.1 Spotting Enemy Units
Spotting enemy units is an important aspect of the game. If you have 
the “Fog of War” setting on, only enemy units that have been spotted 
will be visible on the map. For example, messages about enemy ships 
being sunk may not appear, depending on the Detection Level (see 11.2 
Detection Levels). In addition, the Intel screen will not list sunk enemy 
ships, or points for damaged enemy ships until the enemy side confirms 
the loss. Flying any recon, search or ASW mission improves with flying 
a radius below maximum range of the airframe. In general, the greater 
the distance flown, the less likely a hex will be “covered”. Thus, hexes 
near the air unit have the best chance for detecting something, while 
distant hexes have ever decreased chances. Spotting is performed in 
several ways:

	§ Aerial reconnaissance Missions take photos of bases and ground 
troops, giving you intelligence on what is present in the target hex. 
Setting up patrol arc’s inland on commanders discretion will spot 
enemy units in random hexes.
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	§ Bombing Missions may also take photos of their combat Missions 
for bomb damage assessment, though the results aren’t as good.

	§ Naval spotter planes performing Naval Searches that can spot 
enemy ships. Note that TF’s are less likely to be spotted with 
increasing distance.

	§ Coast Watchers are civilians or soldiers that report on enemy 
naval movements. When a Coast Watcher spots an enemy TF, the 
TF receives an instant DL.

	§ Ground units spot enemy ground units in their hex and can try to 
recon all adjacent hexes.

11.2 Detection Levels (DL’s)
When the Fog of War option is on, every LCU, TF, and minefield on the 
map must be spotted before it is visible for you to see. If Fog of War is 
off, then all enemy units and minefields are always visible on the map 
for you to see. But the units in the game will not act as if they have total 
knowledge of the enemy. In War in Spain 1936-39 each of these units has a 
DL between 0 and 100%. The DL indicates very recent intelligence about 
the enemy and the hex they are located in. The DL that has a big impact 
on combat results. The greater the DL the easier it is to inflict damage on 
the enemy in combat. Some DL’s, especially those on LCU, are unknown 
to you. There is no way to tell the quality of the information. Especially 
if the DL comes from a single report, or the terrain is helpful in hiding 
ground units, the information should be considered unreliable.

11.2.1 Detection Level Particulars
The following three DL types involve the DL of a particular unit or 
minefield:

	§ DL of Naval TF’s – When detecting TFs there are 2 DL types: The 
primary DL is the quality of the spotter. For pilots this is the naval 



– 318 –

search skill. For aircraft, ships, and land-based units (Coast Watchers, 
CD Units, etc.,) the number will vary from 0 to 100%. The closer to 
100% you are the better the spotting information is going to be. The 
secondary DL, ranging from 0 to 20, tells you the precision of the 
position information which will quickly decline with the passing 
of time. 20 would be the spotter aircraft being right on top of the 
target TF. The closer you get to 0 the older the information is. The 
quality of the DL will be shown in the TF mouseover. This will give 
you an idea of the skill of the pilot or other personnel who gave the 
report. The chance of spotting individual ships, and the report on 
the ship type depends entirely on the quality of the spotter. Naval 
Search planes tend to shadow the enemy, while ASW and other 
patrols give a report and continue their mission. TFs may also be 
“detected” by signal intelligence. This method will give some DL on 
the TF composition and a location.

Note: it is almost impossible to shadow TFs with CAP cover 
unless you have a speedy scout plane capable of outrunning the 
CAP aircraft. Also, radar and other early detection systems may 
cause the patrol craft to be intercepted long before it reaches visual 
contact distance. Often the only DL a patrol plane can report on a 
suspected TF is the position where it came under attack.

	§ DL of LCU’s – For ground units, the DL will determine whether 
you see their device types and number/types of units in the 
hex. The revealed units will be very different from reality and 
vary from day to day. Accuracy of recon data is imperative for 
bombardments and ground assaults. Air recon is very valuable, 
as is the need to deny your enemy his air recon over your units. 
Contested hexes are often protected by LRCAP from both sides. 
Trying to gain air superiority for your side is very important to 
gain valuable air recon on enemy ground units. LCU DL’s ranges 
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from 0% to 100% but is hidden in game. You will never know how 
accurate the shown force numbers really are. DLs are reset to a 
minimum every day and lost if already at a minimum from the 
day before. DLs are also reset when a unit is loaded onto a ship 
or is airlifted. A unit marching into an enemy occupied hex will 
have its Detection Level raised to a point where the enemy can 
automatically spot it.

	§ DL of a Minefield – A Minefield only has 2 Detection Levels, 
known and unknown. Minefields are detected if a ship rams a 
mine, (the hard way) or when minesweepers within a TF detect 
them, (more likely in hostile waters). Minefields can also be 
detected by abstract “Harbor Patrols” if they are close to a Port. 
The larger the port, the better the patrols.

11.3 Recon Flights
Whenever an aircraft flying a recon Mission reaches its target hex or an 
air unit bombs a target, every enemy LCU, TF, or Base (not minefield) 
in the hex has a possibility of having its DL compared to a “random 
amount” of information. The “random amount” is the amount of 
information collected by new Recon, Bombardment, etc. It can be 
from Recon, an aircraft mounted camera, etc. If the random amount 
is higher, the DL is increased to this new level. That way the chance for 
improvement of DL is lower the better the DL already is. Each enemy 
unit is checked separately to see if the pilot has successfully spotted the 
unit. The chance as well as the quality of the resulting DL depends on 
plane type (Recon with a camera is better), the cruise altitude, the pilot 
recon skill, the terrain type, and the weather in hex. An example would 
be, if a recon aircraft gets a 15 DL and a bomb group gets a 7 DL after a 
bomb run, the DL will not go up because the bomb group had a lower 
DL on the target. If the bomb group had cameras and scored a DL of 16 
then the DL would go up to 16 for the target hex.
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11.4 Radar, Detection Levels and 
Surface Combat
When a TF enters Surface Combat, the DL does have an influence on 
combat readiness. TFs may be surprised and take several minutes to 
effectively organize and return fire. Surprised TFs get their “T” crossed 
more often. During surface combat, visual or radar contact may be 
achieved, maintained, or lost. The size of the ships is imperative, but 
also the direction they are facing at the time of detection. If you have 
a smaller ship facing your TF and a large BB showing its broadside, 
chances of spotting the BB are much larger than vice versa.

At night, ships may be illuminated by muzzle flashes, star shells or 
just being on fire. (The most dangerous place to be is on a burning ship 
during a nighttime surface engagement.) Ships can only fire at targets 
they have at least visual or radar contact with.

11.5 Information given regarding 
Enemy LCU’s, Bases, and Minefields
During the Orders Phase, you can view information about enemy 
ground units, Bases, TF’s, and minefields that have a DL greater than 
zero. The amount of information will increase as the DL increases. Both 
over and underestimates are possible.

Bases and their industry are always shown. This is due to information 
that is acquired by means other than recon, including espionage and 
gossip. It is simply not possible to hide a major industrial complex from 
enemy knowledge. Too many people know about it. Precise information 
for targeting, however, is not given without a DL. DL for Bases is 
reduced very slowly, by 1% a day. Bases and their installations simply do 
not move or change very quickly.

Several minefields can exist within the same hex, but minefields are 
represented on the map by only one minefield symbol per hex.
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12.Command, Political 
Systems and Diplomacy
12.1 Changing Leaders
All units (ground units, squadrons, bases, ships, etc.) are assigned a 
leader. Clicking the name of a leader will open the panel to select some 
other leader for the unit. Some leaders may be shown in red (they are 
in use elsewhere). In case you wish to use this leader, you can perform a 
right click on his name. The game will relocate to the hex of the leader 
and a message will tell you the unit he commands there. Some names 
will be shown in blue. This indicates the leader is unfit to command the 
current unit. Most likely reason is his rank is too low. This is commonly 
found with commanding HQ units.

When the leader is to be used for a ship, then some leaders may show 
their text in orange. This tells the player that the leader is either too high 
or too low in rank to be a good choice. Leaders with high rank are better 
used for more powerful ships, leaders with a rank too low can throw the 
operations on a larger ship into quite a mess. Some leaders may have an 
* along with their name. These are pilots that hold a rank high enough 
to command an air unit or even an HQ. Assigning those leaders to an air 
unit will add the respective pilot to the unit.

Below is an image of the leader assignment window for ships.
This screen is similar regardless of whether a leader is for a ship, 

Task Force, squadron, or ground unit. On the bottom of the window 
are several filters that allow you to list leaders of a specific branch of 
the military. The filter option “Only Idle” will hide all leaders that are 
currently assigned to command some other unit. See section 21.3 for 
rank translations.
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The center section of the window shows information on each leader. 
The type of unit he is best used for and his skills. The filter options on 
the top of the window allow leaders to be sorted by their skills.

The player can make the decision to replace any leader with a more 
capable one. Each rank has a certain “Value” to reflect its command 
authority. This value is found in “Ranks.TXT” and not listed in the 
game for each rank. The values for ranks are often similar and Admiral, 
Captain, Commander, etc. usually have the same command authority 
no matter what the nation. For certain ship types, ground units and 
HQ’s a certain value is required to be eligible for command of a given 
leader. Furthermore, leaders may be promoted, and pilots reaching a 
rank high (value 20) enough may become leaders fit for commanding 
their own group.

The following values are required for:

	§ Command Small LCU 20 ( Usually LT or LT JG )
	§ Command large LCU 40 ( Usually LT or MAJ )
	§ Command any HQ 80 ( Usually LGEN or GEN )

Even though any naval leader can command any ship, the following 
minimum rank value is required for commanding a ship without a 
penalty from inexperience. 
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BB: 70, Captain 
CA / CL 60 , Commander
DD / DE / SS: 40 LT
Patrol / Auxiliaries: 30 LT JG.

Note 1: While the values of each rank can be found in the “Ranks.
txt” file players do not need to really deal with this information. The 
color of the text will tell if a leader can be used without question, 
cannot be used, or can be used but is not advised to do so.

Note 2: Assigning a new leader to a submarine sets the sub’s Fatigue 
to a minimum of 50. This rule is in place to encourage the exchange 
of a sub skipper only after a patrol, as was done commonly.

12.1.1 Task Force Leaders
The initial TF commander of any new TF is the ship captain of the 
flagship. A new leader may be assigned to take command of the TF. The 
TF leader will always reside on the bridge of the flagship.

12.1.2 Ship Withdrawals
The computer will periodically check for ships being recalled (for other 
Theater Operations). The game rules can be set to have unit withdrawals 
or not. If withdrawals are active, then the ship withdrawals cannot be 
prevented, and other ships may take over the schedules in case the ship 
due to withdrawal is sunk.

12.2 Political system
War in Spain 1936-39 defines the relationships between nations by a 
“Diplomatic Relations Value” (DRV). The DRV determines how closely 
the nations work together. Nations can be on either side, but not 
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necessarily at war with all nations of the other side. Much like the axis 
nation of Japan was allied with Germany, but not at war with the Soviets. 
The most important DRV thresholds are:

	§ Sharing HQs: 95 and above
	§ Sharing Ports and Airfields for military sorties: 90 and above
	§ Sharing supply and other items: 75 and above
	§ Permission to enter hexes of that nation when neutral or allied: 

80 and above
	§ Being at war: 9 and below.

Current relations can be seen on the “Politics” sub-information screen in 
the nations information window. Due to the confined scope, diplomatic 
relations are fixed and can only be changed by certain game events.

12.2.2 Armistice and Surrender
The Overview Report for Nations Screen shows the current morale of 
the populace. This is handled by a “Loss of Life” value that is composed 
of military losses, civilian losses, and certain events, like losing a large, 
populated area to the enemy. The value is not “strictly” dead people, but 
more like how many dead people the damage to national morale is worth. 
Losses or other bad events will make this raise. Every month this value 
is lowered by 1/6. Which means the national morale does recover over 
time. It is important to know this value and how vulnerable nations are 
to losses. Some nations may not survive critical blows to national morale 
in a political sense. Nations that are unwilling to fight can be brought 
to seek peace or even offer unconditional surrender. Dictatorships are 
usually very resilient. The general populace has little to say in such 
government forms and the leaders usually do not care how many people 
will die for their goals. Nations ruled by democracies or nations that are 
“members” of the commonwealth are usually more likely to turn against 
their governments if things go bad. The situation in Egypt was volatile to 
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an extent the British took de facto control over Egypt by force. Iraq even 
experienced an uprising. There can be events like those triggered by a 
certain loss of national morale. There are 2 basic events that are always 
on the table and can force a nation out of the war in case it took enough 
punishment. Armistice/peace and unconditional surrender.

The “Loss of Life Value” scale is located at the bottom of the ORNS 
screen. “Loss of life value” is the total “Felt” loss affecting both troop 
and home front morale. There are different levels of severity based on 
penalties listed below:

	§ Lives lost on home soil count 1x.
	§ Lives lost protecting allied soil count 2x.
	§ Lives lost in hostile soil count 4x.

Note: If a number of losses are taken, future losses will count twice. 
This can make it difficult to maintain an offense or even defense. 
The “Loss of life value” does recover over time. 1/6 of it is deducted 
on the 1st day of the month.

“Loss tolerance” is the loss of life that can be taken without any 
negative effect. Each nation has an additional multiplier that can be seen 
as the factor that calculates the amount of “Loss of life” that needs to be 
taken for the various penalties.

Example:

	§ “Loss Tolerance” is labeled “LT”.
	§ The nations multiplier is labeled “X”.

Then the various penalties start at:

LT x 1
LT x 1 x X
LT x 4 x X
LT x 8 x X
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The 1, 4, and 8 in the formulas above are hardcoded multipliers to 
define when penalties will take effect. The third penalty will always need 
4 times the losses than the second. The fourth will always need 2 times 
the losses than the third, and 8 times the losses than the second.

Every nation has its own additional multiplier, labeled X in the above 
example.

You will notice the first penalty does not use any multiplier. This 
allows for nations being resistant to losses, while quickly becoming 
defensive due to the first penalty being quickly reached.

Note: Dictatorships normally have a high tolerance due to the low 
amount of personal freedom and general oppression. One of the few 
advantages of the axis nations.

This is how to read the thresholds on the indicator bar from the bottom 
of the ORNS screen:

	§ Small white indicator. Happens at loss >= Loss Tolerance. Effects:
	§ Losses on soil other than home count 2x as much. LCU morale 

is down to a maximum of 75. Units with higher morale will 
begin to lose morale slowly until they are at 75.

	§ Factory icon. Happens at >= 1 x Loss tolerance x National 
multiplier. Effects:

	§ Industry efficiency is down to 80% for some of the factories on 
map. Mostly Heavy and Light Industry.

	§ LCU morale is down to 50 at best. Units with higher morale 
will begin to lose morale slowly until they are at 50. Losses on 
soil other than home count 2x as much.

	§ Peace dove. Happens at Loss >= 4 x Loss tolerance x National 
multiplier. Effects:

	§ The nation will sue for peace. Any opponent can accept and 
the war between those two nations will end.
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	§ The two nations will become neutral to each other. Additionally, 
the subjugated nation will cease to support all enemies of the 
prevailing nation. This can cut the support this nation can provide 
to other nations that are still at war with the prevailing nation.

	§ For example, having UK dictating a peace to Romania will 
prevent the Germans from receiving any further support 
(including the ability to use Romanian airfields and ports) 
from the Romanians. Because UK and Germany are at war.

	§ This can be helpful to eliminate an enemy that is not the target 
for complete conquest.

	§ Industry efficiency is down to 80% for some of the factories on 
map. Mostly Heavy and Light Industry.

	§ LCU morale is down to 25 at best. Units with higher morale 
will begin to lose morale slowly until they are at 25. Losses on 
soil other than home count 2x as much.

	§ Unconditional surrender. Happens at Loss >= 8 x Loss tolerance x 
National multiplier. Effects:

	§ The nation will offer peace or even unconditional surrender. 
If an unconditional surrender is accepted, then the nation will 
become occupied by the hostile 
who has his LCU closest to 
the capital of that nation. The 
nation will disband all LCU in 
the mainland and the devices 
go into the pool of the victor. 
Soldiers will be sent home. 
Air groups and ships may be 
handed over to the victor. Some 
units and ships, especially in 
areas far away from the capital, 
may remain “free” and will 
continue to fight.
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	§ Industry efficiency is down to 80% for some of the factories on 
the map. Mostly Heavy and Light Industry.

	§ LCU morale is down to 25 at best. Units with higher morale 
will begin to lose morale slowly until they are at 25. Losses 
on soil other than home count 2x as much. Special rules for 
unconditional surrender to be offered:

	§ If the nation loses its capital or >= 50% of the native 
manpower and/or industry to the enemy, the nation will 
offer unconditional surrender instead of peace. If the Loss 
value is twice as high as required for this penalty level, then 
the nation will offer to surrender unconditionally while still 
owning it’s capital and manpower.
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13. Weather
War in Spain 1936-39 has a meteorologic weather system. The 
equatorial and north pole positions are defined in the scenario, and the 
temperature and light conditions are calculated from the position on 
map and the time of the year.

Low pressure zones (LPZ) of varying radius, speed, movement 
direction and power (Wind speeds) may appear, grow, age, and finally 
dissolve again. These zones can bring prolonged bad weather and even 
violent storms with them.

13.1 Weather Details
Offensive Air Missions can be aborted after all preparations have been 
made, but prior to take-off, due to bad weather over the air unit’s base or 
over the intended target. The aircraft will not fly another Mission during 
that Air Strike phase. The weather at each base or target is determined 
by each air phase and is not linked to prior weather at that location. 
Each Base and Target hex is checked each air phase for its weather, 
independent of all other hexes.

The Weather levels from best to worst are clear, light cloud, Light 
Rain, overcast, Heavy Rain, thunderstorms and severe storms. Each 
weather level will come with wind speeds defined in the Beaufort Scale.

13.1.1 The Beaufort Scale
The Beaufort Scale is used for wind speed and effect for air missions, naval 
combat and land-based artillery combat in War in Spain 1936-39. Wind 
speeds at sea are assumed to be accompanied by associated wave heights.

Weather penalties are:

	§ Beaufort 1-3: No significant penalties.
	§ Beaufort 4: Small craft gunnery penalty.
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	§ Beaufort 5: DD gunnery penalty. CA secondary gun penalty. SS 
gunnery penalties.

	§ Beaufort 6: BB secondary gun penalty. No air ops possible.
	§ Beaufort 7: CA gun penalty. No Small craft gunfire, no CA 

secondary gun fire.
	§ Beaufort 8: BB gun penalty. No torpedoes can be used. No DD 

gunfire, no BB secondary gunfire. No SS weapons can be fired.
	§ Beaufort 9; No additional penalties at this level.
	§ Beaufort 10: No CA gunfire.
	§ Beaufort 11+: No BB gunfire.

13.1.2 Weather Types
The weather forecast for the selected hex will be forecast for 8 hours and 
up to 11 days. The weather forecast for any hex considers existing LPZ, 
but since LPZ moves into a given direction with some randomness, this 
forecast becomes more inaccurate as it projects into the future. It may 
also not account for the new LPZ that may appear during these 11 days.

Rain: Mostly affects units and spotting below 8,000 feet. Air combat 
in rain suffers more than air combat above rain. Also spotting from 
above to below rain has lower penalties than spotting while flying in 
rain.

Clouds; Are considered to reside starting at 8,000 feet upwards. Air 
operations affecting the ground and sea level, like recon, naval search, 
or bombing, are greatly affected by clouds over target hex if the aircraft 
fly above 8000 feet. On the other hand, ground to air spotting is also 
penalized by clouds if aircraft fly above 8,000 feet. Cloud and rain 
penalties are cumulative, light clouds with rain are worse than just light 
clouds.

Temperature: The unit for temperature is °Celsius. Average 
temperatures for each hex are given. Very hot or cold climates can cause 
high supply consumption by ground units (additionally terrain, like 
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arid desert regions). Air ops cannot take place in Average temperatures 
of – 20°C and below. However, Air ops from a warm base can Attack a 
base at – 20°C and below.

Special conditions: Weather can interact with terrain to create special 
conditions. Strong winds in desert hexes can count as a “Sandstorm” 
imposing severe penalties on top of the normal weather effects. Also, 
a swamp in low temperatures may become more passable (frozen 
ground is better than mud) and Tundra may become less passable when 
temperatures go up.

Lighting conditions: Due to Earth’s axial tilt, certain regions far up 
north or south may experience ambient light conditions different from 
normal “day and night”. Arctic winter and summer will create dark days 
and/or bright nights, depending on region and time of the year. These 
conditions will not apply to this game.
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14. Production 

(This section is optional and only provided for modders)

War in Spain 1936-39 uses a fairly simple production system in the stock 
scenarios. By use of the editor, it is possible to create more complex 
production and economy models. The stock production model uses the 
following industries from left to right:

	§ Manpower – These produce the workers and soldiers that are 
required to expand factories.

	§ Light Industry – These commonly produce “Supplies” that are 
used as consumables in upkeep of troops, construction cost and 
other situations. Supplies are used for all kinds of ammo and land 
unit fuel. Beans and bullets.

	§ Refinery – Turning crude oil into various usable types of fuel. 
These are used for to fuel ships mainly.

	§ Coal Mine – Coal is used to run many production industry types 
and is also on occasion used to fuel coal fired ships.

	§ Oil well – Produces crude oil.
	§ Repair shipyard – These are dedicated to the repair of ships. Each 

size unit provides room for 1,000 tons of ships. While accelerating 
repairs of a ship does not consume more space for the given ship, 
it does limit the repairs of other ships as if the accelerated ship’s 
repairs are using more shipyard space.

	§ Train Depot – General railroad infrastructure. The backbone of 
overland logistics, these serve the railroad engines and handle 
the loading and unloading of all kinds of items. Depending on 
logistics model chosen, they require a ground unit counterpart 
that does contain rolling stock. The numbers are to be 1:1. Each 
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rolling stock does require a Train Depot to operate. Depending 
on the base, these may run on electric power (free), coal, fuel or 
oil, or only fuel. Trains that are based in a base can move around 
goods in a radius of around 60 hexes. The source and destination 
base can be different than the base holding the trains that will be 
used, but the local Train Depot of each base is determining the 
load/unload speed of the cargo operation.

	§ Resource Center – These produce resources that are consumed 
by light industry to produce supply.

There also is an option to delegate the expansion of economy and 
aircraft factories to the computer on the ORNS. You can still issue your 
own construction orders on top of the stuff the computer builds.

14.1 Production Buttons
When a location is selected, any Production ability it has will be reflected 
in the bottom row of buttons on the display. For example:

Madrid has several buttons along the bottom of the screen 
representing the production facilities it has. The Production Buttons in 
the above example are from left to right:

	§ Manpower,
	§ Light Industry,
	§ Railroad Depot,
	§ Resources
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Clicking on one of the buttons will bring up the Location Industry 
screen. See section 14.1.1 below.

14.1.1 Location Industry Screen

The above example is what appears when any industry button is clicked. 
On the left you see a list of all industry, and the number of active and 
disabled (under repair) industry centers. Some types of industry may be 
turned OFF and ON at will, others will always be active. Industry that 
did not produce because of some shortage of input will read FAIL in red. 
Some industry may consume items when repaired. For these types, the 
repair can be turned on or off in order to control where your supplies go.

Below that you can expand industry in the location. For some 
industry, it is only possible if the nation is set to have its economy on 
map and controllable by the player. Train depots or Repair shipyards 
can always be expanded, as they are not part of the economic industry, 
but the logistic industry. The cost of doing so is also indicated. Figures 
in red indicate you cannot execute the order because of some shortage. 
Some industry may never be built (or totally destroyed). This mostly 
applies to natural mineral resources and oil wells.

It is possible to build industry in locations that do not yet have any of 
the type but be aware that the speed at which the centers become active 
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depends on other industry types present. Building a shipyard in a blank 
hex may take many months for the first center to become usable.

Manpower is not a factory per se, but the value is quantified 
representing the population in that area. Manpower centers cannot be 
destroyed or disabled but will result in many civilian casualties when 
bombed. Especially at night when everybody is home.

On the right side you see a summary for the selected slot. This can 
be information on input/output or, in case of airframes and device 
factories, a list of items that are under production.

14.2 Advanced Economy Model and 
Production System
War in Spain 1936-39 offers the option for a very complex and detailed 
economy and supply system that can be modified in the scenario 
data. While the 1st 14 industry types should be modified with care, all 
industry above the “Train Depot” industry are free to modify. The first 
14 have several hardcoded attributes and should only be modified for 
input amounts/types or construction cost. For example, a Shipyard will 
not consume its input per se, but the ships under construction will. A 
Train Depot will consume not all, but only 1 of the input types of fuel the 
trains stationed there require. And it will only consume if trains get used.

There are up to 30 different kinds of industry possible. Air, land and 
sea can use different industrial products for ammo, and air can have a 
dedicated aviation fuel.

This section will handle a hypothetical industry model to show 
how it works in general, but almost any configuration can be done. 
Each industrial product can have a large number of properties, from 
color when it is loaded on ships to whether it is a liquid or will explode 
when fired at. There are some “basic” industries that serve hardcoded 
purposes, like the “Train Depot” serving Railroad handling, certain 
items for Coal and fuels used for ships and shipyards, etc. Anything 
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above the “Train Depot” industry is fair game for modding, industry 
below it should be modded with care and diligence.

Whether or not a nation can use the economic system for production 
depends on the scenario data. Any nation can be set up to permit 
production and construction of factories at various levels of permission. 
When the Production System is on, a player can control all elements of 
their industry (aircraft, armaments, shipbuilding, fuel refining, supplies, 
etc.). Any off map build rate defined in the scenario will add on top of 
this production, with one exception. In case a game does use “Device 
factories”, torpedoes and mines will no longer be built from device build 
rate but are built by factories on map.

The following part of section 14 explains the rules and relationships 
for a more complex economy and production model. While the items of 
the production model can be defined rather freely, some general rules 
apply for certain items:

	§ Heavy Industry must be defined in slot 1.
	§ Naval Shipyard must be defined in slot 6.
	§ Merchant Shipyard must be defined in slot 7.
	§ Arms Factory must be defined in slot 9.
	§ AFV Factory must be defined in slot 10.
	§ Aircraft Factory must be defined in slot 11.
	§ Train Depot must be defined in slot 13.

14.2.1 Heavy Industry
One of the most important types of industry. These produce a 
commodity called “Heavy Industry points”. These reflect the general 
production capacity of a nation. Most industry that produce finished 
goods will consume them, whether it be aircraft factories, shipyards 
or vehicle factories. Heavy industry also produces valuable “Research 
points” that can be spent on improving various technologies, provided 
the game rules chosen do allow for this.
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These Heavy Industry centers represent the large-scale industrial 
production facilities that are usually found in large cities. Usually these 
are sprawling complexes that employ thousands of workers. While they 
produce a lot of lifeblood to any war effort, they are prime targets for 
the enemy.

Heavy Industry Centers convert inputs of Coal, resources (commonly 
Iron Ore and other minerals) and fuel points into heavy industry points.

Heavy Industry points are required by the various factories – Aircraft, 
Vehicle, Engine and Armaments – as well as the various Shipyards.

14.2.2 Light Industry
These commonly produce “Supplies” that are used as consumables in 
upkeep of troops, construction cost and other situations.

14.2.3 Naval Shipyard
Produces larger military ships.

Each one will provide 400 tons of space for building sophisticated 
military vessels.

The consumption per day under construction depends on the ship 
and the speed of construction.

14.2.4 Merchant Shipyard
Produces civilian ships and some smaller military ships like sub chasers, 
patrol boats, minesweepers and other auxiliary military vessels that are 
not as complex as larger, armored combat ships.

Each one will provide 400 tons of space for producing civilian or very 
small military patrol craft.

The consumption per day under construction depends on the ship 
and the speed of construction.



– 338 –

Note: Naval and merchant shipyards are interchangeable. You can 
turn free capacity of one type into the other type. The difference is 
in the kind of ships they can build as well as the cost per ton of ship 
that is constructed.

For a shipyard it does not matter if it builds a 6,000-ton cruiser 
or Cargo Ship. Just the type of material input is different for naval or 
civilian type constructions.

14.2.5 Armament Factory
These build all kinds of guns, mines, torpedoes and light vehicles.

Depending on game rules, these produce either pool points to create 
devices from, or reflect detailed factories, just like aircraft factories.

When the game rules are set to have device factories, these are 
housing these factories. They can be individually expanded, upgraded 
and production speed can be altered.

When the game rules do not permit device factories, these will 
produce “pool points” that are expended to create various devices for 
ground units located in that hex.

14.2.6 AFV Factory
Building heavy, armored combat vehicles.

Depending on game rules, these produce either pool points to create 
devices from, or reflect detailed factories, just like aircraft factories.

When the game rules are set to have device factories, these are 
housing these factories.

They can be individually expanded, upgraded and production speed 
can be altered.

When the game rules do not permit device factories, these will 
produce “AFV pool points” that are expended to create various AFV’s 
and tanks for ground units located in that hex.
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14.2.7 Aircraft Factory
These are the factories that mass produce the fighters, bombers, and other 
specialty aircraft used in the war effort. Each day, aircraft factories that are 
producing aircraft that are available for production (the date is equal to 
or later than their availability date) will attempt to produce aircraft. The 
number of factories in a location represents a monthly production rate. 
All aircraft produced are added to their country’s replacement pool.

For aircraft to be built, there must be Heavy Industry points at the 
location equal to the HI cost of the airframe to build each plane; when a 
plane is built, the appropriate number of Heavy Industry is consumed. 
Planes can also require an additional input, commonly aluminum, 
depending on the complexity of the economy model of the scenario.

The output rate of any aircraft factory can be set lower than the factory 
size. These are considered to be active factories. Since it is only possible 
to spend a percentage of the total HI points produced that day, it can be 
required to slow production of one aircraft in favor of another one.

Each day, each location will build a number of aircraft equal to Active 
Factories / 30.

Any fractions turn into a chance to build 1 aircraft. The production is 
also a bit random and the actual production per day can vary even with 
exactly 30 active factories.

14.2.7.1 Aircraft Factory List
In the picture below, the aircraft factory is highlighted.

The Aircraft Factories (Assembly Facilities) are showing various levels 
each for up to 20 different aircraft types. Active factories are written 
in yellow, factories for future airframes are blue and factories that can 
upgrade to the next airframe in that upgrade path are written in purple. 
The blue are inactive factories (busy with prototyping and development) 
that will start to produce as soon as the airframe becomes available.

To modify a factory, select it by clicking on it. Doing so grants you the 
options to expand the factory (on the lower left), modify the production 
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rate from 0 to the factory maximum and change the airframe to be 
built. The bottom of the panel shows an important number. Any nation 
with full on map economy can only spend a certain percentage of the 
total daily Heavy Industry output on aircraft. These numbers show the 
current usage. That is the usage if all factories would be active (including 
those under repair) and the maximum that can be spent right now. If 
you exceed this number, by either overbuilding or a reduction in Heavy 
Industry output, the aircraft factories will switch to a disabled state until 
below the permitted maximum again. If you elect to change the factory 
to produce another airframe, another panel will open:
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The general type can be set on the right side. The list of aircraft 
of this type is shown on the left. Red airframes are not yet buildable, 
white are available, and green is the currently selected airframe type to 
upgrade to. Names preceded by an * are valid upgrades of the currently 
selected airframe upgrade path. Switching to a valid upgrade does not 
reduce production speed of the factory, while any other airframe will 
cause some reduction of capacity and will put the factory in a disabled 
state until the retooling is eventually complete.

The center screen shows various data and attributes of the selected 
craft.

The button on the lower left allows you to execute the change of the 
factory.

14.3 Factory Device List
For armament and AFV Industries a set of screens similar to the aircraft 
factory list is shown in case the game rules are set to use on-map device 
factories. In that case you will be able to build factories for tanks, trucks, 
various guns, torpedoes and mines.

There is a total of 20 slots for both armament and AFV factories. 
The display is a combined view. Factories not belonging to the selected 
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industry type will be listed as occupied by the other industry type. The 
screen allows you to expand the factories just like any other kind of 
industry, and you can modify the output rate from 0 active factories to 
maximum factory size.

Note: Devices have 2 kinds of production costs: Material (HI 
points) and “time”. Complex devices like Torpedoes may cost a lot 
of time, but little actual Material. This also means the actual build 
rate depends on the “Time” cost, not just the number of factories 
that are active.

The information on material and time cost, as well as the expected 
output rate per month can be seen at the bottom of the panel.

The button on the right side allows you to change the device type that 
a factory may build. Just as with airframes, switching to the upgrade of 
a device does not reduce the factory output. Switching to some other 
device will cause retooling and thus disable all the factories and reduce 
the number of factories.

If the game rules do not make use of on map device factories the 
armament and AFV industries will work like any other industry. The 
produced output will be accumulated as “pool points” in the stockpiles 
of the Base that allow us to create the devices required to fill up a ground 
unit in hex. Production of torpedoes and mines will work by device 
build rate in this case.

Note: In the game mode without on map device factories, it is 
possible to “buy” mines and torpedoes from the armament pool 
points that are located in the Capital Base. This is because this game 
mode would otherwise not allow you to expand the production 
of these devices. Mines will cost 20 and torpedoes 100 armament 
points per piece.
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There will be a refund of 90% in the form of HIP. This is to reflect 
these small devices costing a lot more time to build, but little actual 
material. The “refund” makes sure you need a lot of time to convert HIP 
into enough Armament points to produce torpedoes.

The “issue” with production cost in Heavy Industry Points is that 
they consume masses of resources to be produced. But for small yet 
complex products the material input is fairly low, but the production 
time is high. The goal of the “refund” is to slow down production of 
mines and torpedoes while not making them cost several thousand tons 
of resources each.

Example: you have 2000 heavy industry points (HIP). You spend 10 
days to produce 2000 Armament points from those HIP.

Then you “purchase” 20 torpedoes from those 2000 armament 
points. You receive 20 torpedoes and 1800 HIP.

Now you spend 9 days producing 1800 Armament points from your 
1800 HIP. Rinse and repeat to build more torpedoes.

As you can see, the production of torpedoes takes quite some time to 
turn HIP into armament points. But your supply of HIP will decrease 
slowly due to the 90% refund. This makes sure you do not need massive 
resources to produce tiny yet complex weapons. You mainly need “time” 
to convert HIP into armament points and then torpedoes and mines.

14.4 Shipyard Industry Screen
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When a naval or merchant shipyard industry is selected, the following 
screen will be shown:

On the right-hand side, you will see a list of ships under construction 
at this base. Ships in yellow are either arriving from off map, or this 
nation does not have on-map economy permitted. Selecting a “white” 
ship by mouse click will show some arrow buttons that allow you to 
adjust build speed. The speedup will cause an exponentially higher cost 
in heavy industry points but allows you to have certain ships available 
sooner.

14.4.1 Laydown New Ship Screen
The “Laydown new ship” button opens the shipyard screen (see below).

The upper screen contains several ship lists: Ship classes, a list of 
sunken ships that may be rebuilt and a list of queued stock ships that 
have not yet been laid down. Ship classes shown in red are not yet 
buildable. Ships can be built once the expected date of completion is 
equal to or later than the ship class availability date. Take note that, 
under certain research game rules, your naval technology “date” does 
not necessarily match the game date and time. It may very well be your 
naval tech level is 36/12 when the current game date is 37/05.
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Note: The “Time to build in Days” can vary for each ship class. 
Some ships may be “cheaper” than normal or more expensive. 
This data can change over time. In order to build efficiently, you 
will often need to build a ship class that is not your favorite. You 
cannot always build “the best” ship of each type. The reality was 
that a large number of different ships, for each type, emerged due 
to the circumstances of items and materials available. Only highly 
industrialized nations built large numbers of similar craft. The 
normal case was to build a handful of a class of ships and then build 
something else of a similar design when circumstances changed.
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The lower screen provides data on the selected ship class. On the 
bottom you see the available space of the respective shipyard in white, and 
the other one in gray. Large military ships will use the naval shipyards, 
while civilian or small patrol craft will use the merchant shipyards.

If the game rules do permit ship construction, ships from all 3 lists 
are available. If ship building is not allowed, you will notice the text in 
the lower right corner only tells you that you must select a ship from 
Queue. If the construction is OK, the button “Build here” and “Build in 
any Base” will be found in that corner instead. Building in any base will 
try to find the smallest shipyard the ship fits into, so larger yards remain 
available for large ships to construct.

14.4.2 Convert Ship During Construction
The “Convert Ship” button opens this screen:

On the top and left you see data on the selected ship type. On the 
bottom you can select one of the valid conversions for this ship class 
(depending on game date and naval technology level) You can also see 
the time to finish the ship. If you convert early in construction, there 
will be no delay. Converting a ship close to completion can cause an 
additional delay in the construction of that ship.
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14.5 General Research Points (GRP)
If Research and Development are allowed, Heavy Industry will produce 
the points used for that research. General Research Points (GRP) are a 
byproduct of all industries that produce Heavy Industry Points (HIP). 
Production of GRP is equal to 10% of this output.

14.5.1 Research Projects
Research is done by purchasing “Projects” of a given type of technology. 
Projects that can advance the technology of units, (Nation specific 
technologies for Naval / Air / Weaponry) have a cost that can be 
different for each nation. The remaining types of technologies do cost 
the same for all nations.

Each Project has a 75% chance to improve its tech level on the 1st day 
of every month. You can run more than 1 project per technology per 
month, but the cost for the 2nd project is twice the basic cost. The cost 
for the 3rd project is three times the basic cost and so on.

The image below shows that 1 project has been bought for “aircraft 
technology”, and the text behind it states 2,300 GRP are required to pass 
the threshold for a 2nd project in the same month.
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The player can assign or withdraw GRP by using the 6 arrow 
buttons below “Expand selected research”. It also shows the number of 
unallocated GRP. The 6 buttons will move the cost for 1, 5 or 10 basic 
projects out of or into a technology. These GRP can be freely moved in 
or out of any technology, the allocation takes effect on the 1st of every 
month. Until then all desired changes can be made with no penalty.

14.5.2 Technology Types
Technologies are divided into 2 general groups. See sections 14.5.2.1 
and 14.5.2.2 below.

14.5.2.1 Nation Specific Technologies
There are 3 technologies under this group, and they do reflect the actual 
research effort done during the war, and thus the cost for these can be 
different for every nation. For example, The German airframe list reflects 
a high level of research investment, and that means progress is more 
costly for the Germans. The Italian aircraft list, on the other side, does not 
reflect such a high level of investment (and improvement in performance) 
and thus the Italians can research nation specific technologies for less 
spending. All 3 nation specific technologies do progress in full “months”. 
The 3 nation specific technologies are as follows:

	§ Naval – The current technology level for ships. The date shown is the 
“state” of your technology. You can be ahead or behind the current 
game date. This affects at what time your ships can receive upgrades. 
While the ship class data may tell you that a ship can upgrade in 
May 1942, it is possible that you can do the upgrade sooner or later 
depending on the “date” of your technological progress.

	§ Weaponry – Same mechanics as for naval, but this one is for 
devices like guns, tanks, squads, etc. It will dictate when certain 
types of Tanks and other devices go into production.
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	§ Aircraft – A special tech field. Unlike others, it is not a general 
level. Each airframe will be researched independently, and 
without player control. Every month, the availability of aircraft 
shifts 1 month into the future. That means without research they 
will never become available. Each research project has a 75% 
chance to move an airframes date of availability backwards by 1 
month. By that the player, much like real life commanders, will 
never exactly know when new airframes will become available. 
Players will have to adapt their style of play to what is available. 
Every game will be different.

14.5.2.2 Other Technologies
The other Techs are not nation specific and will cost the same for all 
nations. The difference between the nations being how many GRP’s 
they can spend. The other techs are:

	§ Industry – The ability to produce more output from same input. It 
is measured by percentage and ranges from – 100 (no production 
whatsoever) to over 0 (plain 100%) upwards with an open end. 
It also improves the speed to build ships (total cost remains 
approximately the same) for each 10 points above 0.

Note: This increase in output also increases the GRP that are 
produced by industries.

	§ Damage Control – The ability to fix items. Improves ship repairs, 
has Vehicles be disabled more often than destroyed in combat and 
speeds up repair of non-organic disabled ground unit devices. 
Damaged aircraft are less often written off.

	§ ASW – Percent bonus that modifies the escort’s ability to track 
and hit submarines during ASW combat.

	§ Submarines – Percent bonus that modifies the submarine’s chance 
to escape detection and damage during ASW combat.
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	§ Encrypting – The ability to encode messages and transmissions or 
otherwise deny the opponent to benefit from signals intelligence.

	§ Decrypting – The ability to gain intel information and Detection 
Level on enemy units.

	§ Aircombat Tech – Also known as A2A tactics. These will modify 
how pilots behave in A2A combat. Initially the aircraft agility 
will have more impact than speed differences. The more this 
tech advances, the more benefit pilots will receive. This benefit is 
boosted when the aircraft in question is faster than the opponent 
aircraft in dogfights. It is the only technology that can take effect 
on behalf of 3 more sources: Pilot and leader skills. For each air 
skill point above 70, a HQ or group leader will grant 3 points of 
this tech for all pilots under his command. Pilots themselves gain 
3 points for every A2A skill point above 70. The highest of those 4 
sources takes effect for a pilot.

14.6 Player Alteration to  
Production Capabilities
14.6.1 Factory Alterations
Players may convert factories in various ways as detailed below.

14.6.1.1 Aircraft Factory Alterations
Players may convert an aircraft factory to create a different kind of 
aircraft. This change can cause a reduction in the number of aircraft 
factories, and damage to the remaining aircraft factories. The only 
exception is an upgrade to the defined upgrade of the current aircraft.

The reduction in output capacity depends on the differences in cost 
of the 2 aircraft types involved.
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14.6.1.2 Factory Expansions
Expanding a Factory – Any aircraft, vehicle, armament, or heavy industry 
factory and any naval, merchant, or repair shipyard may be expanded 
in size by expending heavy industry, manpower, and other materials to 
do so. The number of new factories (which will start damaged) can be 
selected, and the cost is shown.

Certain types of Industry, mostly sources of raw materials, cannot 
be expanded.

All factory expansion depends on the number of industries that are 
present. A lot of active aircraft factories make it easier to expand aircraft 
production.

Building an entirely new aircraft factory in a Base that has none at all, 
may have each point of production ability take a long time to become 
“repaired”. Other industry like Manpower do help, but expanding industry 
is always easier if industry of that type is already active in that Base.

Resource centers and mines do benefit from engineers being present 
when being under repair.

14.7 Industry Management Screen
To open the Industry Management Screen, press the F3 hot key, or click 
on the button on the top bar. This screen is similar to the one for a 
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location’s industry, but this screen has all the industry of a nation in 
its list. It can show industry data on specific nations or a summary of 
industry on your side (Nationalist or Republican). 

The first button on the left is to pick a new nation on your side.
Then on the left side is a list of all industry types, along with the 

number of total, disabled, and intentionally shut down industry centers.
The headlines will sort the list by this topic when clicked.
On the right side the industry of the selected type is listed. in case 

of aircraft factories (or arms and AFV factories) a list of the individual 
factories producing them is listed. You can select an entry on the right-
side list to expand or otherwise modify it.

Below the list of industries are controls for expanding industry 
and information on the consumption of this industry as well as the 
stockpile of the base. The input/output data for the entire slot includes 
GNP and national morale. This only shows data for industry centers, 
not independent factories like airframe or device factories where the 
consumption depends on the item built by the factory slot. Aircraft and 
device factories also show controls to adjust the actual output rate.

This is the way that you can expand industry. The number between the 
buttons indicate the size of the planned expansion. By default, Expand is 
set to 0. The six buttons on either side of the number set the Expand level:

	§ The furthest left button lowers expansion by 100.
	§ The second button from the left decreases the number by 10.
	§ The third button from the left decreases the number by 1.
	§ The first button to the right increases the number by 1.
	§ The second button to the right increases the number by 10.
	§ The furthest right button increases the number by 100.

Changing Aircraft and Device factories is possible from the global 
industry screen, but creating new factories in unused slots only works 
from the location industry screen. To go there, just right click the device 
factory in question, on the global industry screen and proceed.
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The center bottom button allows you to see the global lists, or only 
the region. A Region is an area of the same country code and on the 
same land mass. Usually, this is the only way to see the data for confined 
areas like Libya, Sicily or Sardinia in case of Italy. The region in question 
is defined by the currently selected hex. Selecting any hex on Sicily will 
show regional data of this island.

On the lower left you find the option to either draft men from the 
civilian sector (the workers in the industry) or release them back to 
their civilian jobs.

The gross national product (GNP) tells you the productivity of your 
factories. Drafting men will reduce it, and with it the input and output 
amounts of the industry centers. If you squander the lives of your troops, 
you will require to draft more men to fill up your units. Since this does 
reduce your nations industrial output, it is normally a downward spiral. 
Germany and Japan did suffer from this a lot in the last years of the 
war. The top right text “Economy totals” brings up another screen when 
clicked:

This screen shows the production amounts for both the total and 
regional industry. On the left side is a brief summary of the most 
important items, like Coal and fuel and how long the industry can 
produce with the local stockpiles and sources.

On the right side there is a total number of industry projects as 
well as stockpiles. It also shows the “Deltas”, which means whether you 
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consume more than you produce (negative Delta) or generate a surplus. 
Regions with a negative Delta will need to import this amount per day 
to break even with consumption. If your global Deltas show a negative, 
you should seek to acquire (to put it in gentle words) industry that 
produces this item. The data can be adjusted to include the GNP and/
or any disabled industry. This can be helpful if you want to know what 
you are going to produce and consume once these centers start to work.

The bottom information handles the supply consumption that you 
can expect your armed forces to consume per day. It is also very useful 
to plan the distribution and shipment of supplies.

The second piece of information shown is how many replacements 
your forces currently need. For hardware the number in parenthesis 
tells what’s in production.

Execute – The Execute button will execute the expansion. The 
industry will have the new points added to the industry as disabled 
points. Below the Execute button are several lines that will show how 
much the expansion will cost. The cost as well as the items used will 
vary between industry types.

14.8 Industrial Centers/Factories/
Shipyards
There are many different resource types to keep in mind when the 
production system is turned on. The Nationalist players will be 
concerned with resource and oil production, transport of these products 
to industry, and industrial production of the weapons of war. The player 
may turn most industry types OFF or ON. This option is next to the 
industry size numbers in global industry overview. If OFF, this industry 
will not function during the turn (it will not use anything and will not 
make anything). Once halted, you will have the option to Restart (this 
will turn production back ON). This helps to save resources if there is 
a need. Note that certain industries are always online. For example, you 
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cannot stop manpower centers from consuming foodstuff. With other 
Industry that contain individual factories and projects, like aircraft 
factories and shipyards, you need to shut down the individual factory or 
stop the construction of ships individually.

14.8.1 Coal, Oil, Fuel, Supplies and Manpower
There are 3 types of raw materials that the system uses to fuel 
construction:

	§ Coal
	§ Oil
	§ Manpower

14.8.1.1 Coal and Coal Mines
Coal is one of the primary energy sources that keeps industry running. 
You will find many industries require Coal to run. Some ships may also 
be coal fired and consume it for fuel.

Coal is produced by Coal Mines. These are located in base hexes, and 
each day produce 1 ton of Coal per industry center and that Coal goes 
into storage at that location.

14.8.1.2 Oil and Oil Fields
Oil represents the raw material that is refined into many different types 
of fuel – gasoline for cars, aviation gas for airplanes, and the like.

Oil is produced at Oil Fields. Each day one Oil Field point produces 
1 ton of Oil that goes into storage at that location. Oil Fields do not 
generate fuel.

Oil is a required input for refineries.
Take note that it is possible to build a special kind of refinery, the 

Synthetic Oil Refinery, which can produce Oil from Coal. High amounts 
of energy are required to merge the carbon with hydrogen to produce 
crude oil of low quality. It is a very inefficient way to provide Oil, but the 
knowledge was available to almost any nation.
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14.8.1.3 Manpower and Manpower Centers
Manpower it the raw material that represents a portion of your 
nationality‘s population that can be drafted into their armed forces.

Manpower points are generated by manpower centers. Manpower 
points are required for expanding industry as well as your armed forces.

Manpower Centers consume large amounts of Agricultural points, 
and failure to “run” this industry creates a score loss as well as a loss of 
national morale. It is possible to literally starve a nation into surrender 
if it’s sources for Food are cut. One Manpower Center generates 0.1 
manpower points per day.

14.9 Fuel and Refineries
Fuel represents the types of refined fuel oils used for fueling ships. As 
well as those products refined from oil that are required to operate 
industrial centers.

Fuel points are generated by refinery centers. Fuel Points are 
required inputs for heavy industry centers. They are also required to 
fuel most ships, ground units and aircraft. Aircraft and ships and LCU 
use different kinds of fuel each.

14.10 Supply Production
Supplies represent all of the different materials required to maintain 
fighting units in the field including food and various construction 
materials.

Supply points are generated by light industry and are required to 
supply ground units.
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14.11 Industry
Once raw materials are gathered, they must be processed into useful 
items. Resources, Fuel, and Manpower are combined to build the 
weapons and supplies of war within each country’s industrial centers. 
These centers are divided into many different categories, as follows:

	§ Light Industry – These represent smaller facilities that create 
military supplies to keep the war machine in operation. Light 
Industry factories are found in both large and small cities and 
towns. Light industry centers convert input of Coal and resource 
points into supply points.

	§ Refinery Centers – Refinery centers convert (crude) oil points 
produced by oil centers into refined products. There are 3 types of 
fuel. Normal Fuel that is used by industry and vehicles, high grade 
fuels for aviation ( aircraft fuels) and heavy Oil used by ships for 
fuel. One refinery center requires ten oil points and generates 10 
fuel points. Refineries can come in various types that produce one 
or several types of fuel each.

	§ Repair Shipyards – Each day, repair points are calculated for 
each of the shipyards at each location. These repair points are 
not accumulated but are available for each day only. These repair 
points are used to speed up the repair of ships assigned to the repair 
shipyard. Certain upgrades or refits including the conversion of ships 
that can occur during the game (improvements in AA weapons, etc.) 
can require the aid of a shipyard. The Repair Shipyard Size, for each 
location, must be equal to, or greater than, the minimum Shipyard 
Size required for the particular upgrade or conversion desired. In 
order to put ships into a shipyard for repair the ship must fit into 
the yard. 1 point of Repair Shipyard does equal 1000 tons of space.

Note: Ships can be assigned a higher priority for repair. This makes 
them consume more “space” than they have tonnage. Additional 
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workers will be assigned to the ship draining the available workers 
for other ships under repair in that shipyard. This is inefficient but, 
if no other ships are worked on, it can accelerate the repair with no 
negative side effects.

14.12 Capturing Industry
When combat occurs in a base hex, the firepower spent on both 
sides does determine any possible damage to the Industry in that 
hex. Civilians will also die as collateral damage. Special factories like 
airframe or device factories will be annihilated, as will be ships under 
construction.

Note: Civilian casualties go to the damage of the nation that owns 
the hex. Liberating cities where the populace is taken “hostage” 
can be difficult. Sometimes it is even wise to abandon a large city 
rather than seeing extensive combat in that hex with potentially 
thousands of civilian losses doing damage to your own side.

Some Bases are set in the editor to produce less under capture. This is 
because resources of all types are being moved to the victors home bases.

14.13 Ground Units
When production is turned on and the owning nation is defined to have 
on-map economy, all ground units arriving as reinforcements must 
be flushed out with new elements from the production system. If the 
production system cannot produce enough weapons to fill out the entire 
TOE of a new ground unit, then the unit will be placed on the map at 
what is available of its TOE. If there is not enough manpower in the 
pool, then the GNP is automatically lowered by drafting men into the 
armed forces.
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15. Ship Upgrades, 
Conversions and Repairs

15.1 Ship Upgrades and Conversions
Upgrades and Conversions are similar in many ways but differ in one 
important respect. Conversion changes the type of a ship, for example 
a cargo ship into an auxiliary ship of some kind. Conversions also 
always need to be done at a Base with a Repair Shipyard large enough 
to accommodate the ship. Ships may Upgrade or Convert by clicking 
on the highlight Upgrade or Convert field on the Ship Information 
Screen. Clicking on either field will bring up a screen that shows the 
characteristics of the ship being Upgraded or Converted to. There is 
an additional conversion option available, an “AK Carry Troops (AK-
t)” option. This converts some of a ships bulk cargo space to be more 
habitable for troops.

15.1.1 Upgrades
Upgrades or refits generally improve the equipment on a ship but retain 
its purpose. Examples for refit are installation of more/better AA guns 
or the installation of radar devices. Some of these refits require a Repair 
Shipyard for the ship and will be forced to refit under “Repair Shipyard 
Mode” for the duration of the refit. Some minor damage may also be 
caused to the ship as the systems are modified.

15.1.2 Conversions
Conversions usually change the purpose of a ship. For example, 
converting a standard xAK into an AKE or AE munitions ship. 
Conversions always need to be done at a Base with a Repair Shipyard 
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large enough to accommodate the ship and the ship will be forced to 
convert under “Repair Shipyard Mode” for the duration of the work.

15.2 Damage and Repairs
Once a ship is in a suitable port, a player has several options available 
as to how the repairs are conducted. Repairs can be done at anchor, by 
the ship crew; at anchor, by the ship crew assisted by Repair Tenders; 
at dockside, by the crew, assisted by port facilities, and any available 
Tenders or perhaps at a Repair Shipyard.

Port assistance is flat 100 Repair points per port size. This is doubled 
for pierside and repair ship modes. Ports also assist in that they can 
repair major damage if it is not higher than port size.

Note: The AI uses the same rules as any human player. That means 
you will often find the AI transfer heavily damaged ships to better 
repair sites.

15.2.1 Damage
Ships can receive damage to systems and topside structure (System 
Damage), the hull (Floatation Damage), propulsion/power plants 
(Engine Damage) and various subsystems. There are two degrees of 
damage, Normal Damage and Major Damage. Normal Damage may 
be repaired almost anywhere (with large differences in repair time, of 
course), but Major Damage can only be repaired at a suitably sized Port 
or Repair Shipyard, or for small craft or low levels of major damage, at a 
port or alongside a repair ship or tender. Major Floatation Damage can 
be repaired by an ARD if the ship has a lower tonnage than the ARD, but 
an ARD cannot repair any other type of damage. Repair ships (AR) can 
repair major damage up to a certain point. See section 15.2.1.3.
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15.2.1.1 Damage Repair Selection
The damage type with the highest urgency will usually be repaired first. 
The ship will be patched up and/or hull breaches isolated. Minor engine 
damage will be fixed up. Then systems will be repaired to provide 
enough working equipment to be able to safely (more or less) move the 
ship elsewhere.

Weapons and subsystem damage count toward system damage and 
urgency depends on system importance.

Note: When at sea uncontained hull breaches (Floatation damage 
higher than major floatation damage) pose serious threat to have 
flooding increase. Crew experience and system damage are major 
factors in preventing this kind of deterioration. Both also determine 
the chance to contain a hull breach and pump out some of the 
flooding.

15.2.1.2. Weapons Damage
Notwithstanding the amount of System Damage, repairs to guns (or 
anything else specifically listed on the Ship’s Information screen) are 
also limited. A Gun Repair value is calculated for each Repair Type and 
only guns (or other weapon systems) ‘costing’ up to this value can be 
repaired. It is possible for a ship to have its hull, engines and systems 
substantially repaired without having its weapon systems repaired. A 
DD, for example, might get hull, engine, and electronics repairs at a 
moderate sized port, but must go to a better repair facility for repairs to 
torpedo tubes or its primary gun batteries.

Smaller guns may be fixed in pierside or readiness mode, but most 
larger devices will require a repair shipyard, or a tender made specifically 
for this ship type.
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15.2.1.3 Repair of Major Damage.
For most ships, large amounts of major damage can only be repaired in 
a shipyard or by a repair ship or an ARD (in certain circumstances). For 
small craft, major damage can also be repaired at a port or alongside a 
tender. For Barges, PT Boats, Motor Gun Boats, Motor Launches, and 
Harbor Defense Motor Launches, major damage can be repaired by a 
port size 1 (or larger) or by a tender made for supporting the ship type 
in question.

Repair ships (AR) contribute based on their size. 10% of their 
tonnage counts for repair points. They also increase the threshold of 
major damage that can be fixed. 1% for every 1,000 tons of repair ship 
size. E.g. A port size 5 can fix major damage of 5% or lower. If an idle 
repair ship with 6,000 tons is present, this port will fix major damage of 
11% and lower.

Note: The amount of support that can be provided by port, naval 
support and repair ships is limited. It is not possible to use 10 AR 
type ships to make overly quick repairs. The maximum repair 
points that can be applied max out at some point based on ship 
size, ship type and repair mode.

15.2.2. Gameplay
When a ship is in port, the lower right-hand corner of the ship display 
screen shows the current state of repair for that ship. If the ship is in 
readiness mode, this area will not show any text on repairs.

Once a ship is damaged and directed to an appropriate Repair 
Facility, the player has several options as to how to schedule repairs.

Assignment to repair facilities is done from the Ship Information 
Display screen (doing a right mouse button click on the region showing 
the ship damage) or from the “Manage ships under repair” button on 
the List of Ships in Port screen.
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15.2.2.1 Modify Repair for Damaged Ships in Port
Clicking on the “Manage ships under repair” button at the bottom of 
the Ships in Port screen will bring up the Repair screen, which shows all 
ships in port with damage. See below:

This screen shows all damaged ships in the hex and the estimate (in 
days) for the repairs to be done and the Repair Type, which is either 
Readiness, Pierside, repair ship or Shipyard. See below:

The default mode of repair will be Readiness Repair, which is the 
ship’s own crew trying to fix all the damage. If port facilities or idle 
repair ships are available, they will supply some assistance. In this mode, 
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the ship is constantly ready for sea, so repair is less efficient. Pierside 
and Repair ship modes allocate more of the port aid to those ships, at 
the expense of neglecting other ships. Pierside and Repair Ship modes 
also come with a small delay in re-activating a ship when going back to 
readiness mode before all damage is fixed.

For Repair Yard mode, the ship must be Stood Down and taken out 
of service for repair. Restoring a ship from Stood Down state before 
repairs are complete incurs a delay of 1-3 days for the ship systems to all 
come back online and the ship being brought back into the water.

The top of the screen shows the ship with its current focus. By 
default, it’s a ship chosen at random. To change the ship in focus, 
click on the name of the ship from the list, change the priority, and/or 
change the repair mode. At the middle of the screen, you will be given 
choices about what to do with that ship and estimated repair times for 
the different modes of repair. These are only estimates and the real 
repair times will vary based on random factors as well as the workload 
in the port repairing other ships. The player can select a priority for 
each ship. Higher priority will speed up repairs, but slow work on other 
ships under repair in port. High and Critical priorities also increase the 
amount of Repair shipyard capacity occupied by 2x and 4x respectively.

“Repair Estimates” highlight the currently selected mode in green 
text, and show the time required to fix the damage under each mode.

The left mouse button click changes the mode for the selected ship. 
A right mouse button click changes the mode for all ships sharing the 
same current mode as the selected ship.

Example: You disband a large TF of ships that have minor wear and 
tear damage. You select one of the ships currently in “Readiness” mode. 
A right mouse click on “Pierside” will now set all ships currently using 
“Readiness” mode to be set on “Pierside” mode. This is much faster than 
setting each ship to “Pierside” mode one by one.
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Pierside mode will distribute the Port aid among all ships using 
Pierside or Repair Ship mode, so setting a few to readiness can speed up 
repairs to other ships. Same for repair ship mode.

Note: Assigning ships to Repair Ship mode takes away the assistance 
to ships fixing damage under readiness and pierside modes. If no 
ships are using Repair ship mode, then all Repair ships provide 
their assistance across the board for all ships under repair.

If a Repair Ship is not available to assist, the option will work like 
Pierside mode. It is possible to assign more ships to a Repair shipyard 
than it has capacity. The ships will be queued for repair, but it is not 
possible to add a ship that is larger than the repair shipyard.

On the bottom of the screen, the total and currently used Repair 
Shipyard capacity is shown. It is possible to over assign ships to any 
of the port’s facilities. If the shipyard is overloaded, a message in red 
will appear below the list of ships indicating the current tonnage 
assignments. If any port facility is overloaded, the repair facilities will 
try to get to ships as best they can. As ships are repaired, the ones that 
have been delayed will move up in the repair queue. This enables a 
player to assign a large number of ships to repair in a port and leave 
it up to the port to fix them as soon as they can get to them. Shipyards 
and Repair Ship repair will only be available if the port has those repair 
abilities in port. Repair ships cannot repair if they are in a task force.

The repair selections picked are set instantly. During the same turn, 
a player can go back and change their choices for repair for that ship. 
However, if a ship is repairing for at least 1 day by one of the modes that 
require stand down, the ship will have a delay until it becomes ready 
again if set to readiness repair mode.
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15.2.3 Repair Modes
Ships can be repaired using one of four different repair modes. Of the 
4 types of repairs, 3 require that the ship be “stood down” for repairs. 
When a ship is stood down, it is unavailable for service and if it is 
put back into service before it is repaired, it will usually incur a delay. 
Readiness Repair is the only type of repair that allows a ship to be 
included in a task force at any time without delay.

The repair modes are:

	§ Readiness
	§ Pierside
	§ Repair Ship
	§ Shipyard

Ships under repair will consume repair capacity. If several ships are on 
the same mode, the Port aid and Repair Ship aid will be split among 
them. Repairs are calculated in repair points. The cost it takes to repair 
1 damage point depends on the size and type of ship.

Note: Due to the details of the game the damage points include 
fractions. Most listings of ships show damage as a simplified full 
number. A damage value of 5.3 % will appear as a damage of 6 
points in the Task Force ship list and any other listings of ships.

15.2.3.1 Shipyard Repair
Damaged ships are evaluated for repair, based on their “tonnage”, as well 
as the extent and “type” of damage. Repair Yards are able to repair all 
types of damage: System, Floatation, and Engineering damage, as well 
as Major damage. Major Damage requires special treatment for repair 
modes other than Repair Yard repairs. Ships being repaired in a Repair 
Yard get no other benefit; the yard does it all, and neither Repair Ships 
nor Naval Support has any effect.
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	§ Yard Capacity – The Repair Yard must have an available capacity 
equal to, or greater than, the “tonnage” of the damaged vessel. 
Repair Yard capacity is the Shipyard size, times 1000. A size 50 
Repair Yard has the capacity to accommodate a vessel of 50,000 
tons. A repair yard can have more tonnage assigned to it than its 
rating (but cannot have a single ship larger than its tonnage limit). 
The ships that exceed the capacity of the yard will be put in a 
queue and repaired as soon as the yard can manage to get them 
in. This allows players to “load up” a yard and leave it to sort out 
the repairs.

	§ Repair Capacity – The size of the Port the Repair Yard is located 
at influences the speed of repair. Otherwise, all Repair Yards work 
the same.

	§ Priority – Ships may be set to “High Priority” or “Critical” for 
repairs. This will decrease the time to perform the repairs, but 
with a capacity utilization cost to the Repair Yard. This simulates 
maximum utilization of available “yard workers” to repair the 
High-Priority vessel.

15.2.3.2. Repair Ship Repair
Several different types of Repair Ships are available to assist in repair 
of different types of vessels. The extent of damage that can be repaired 
by Repair Ships depends on the “kind” of Repair Ship; for example, an 
ARD may only repair floatation damage but may repair Major floatation 
damage. ARs and other types may NOT repair severe Major damage 
for larger ships. Small amounts of major damage, up to 5 points, may 
be fixed, depending on the ability (size) of the AR / ARD. They can 
repair major damage to small craft, like PTs and barges. Ships may use 
the assistance of Repair Ships in two ways: at anchor, or at dockside. In 
either mode, the Repair Ships available to repair different warship types 
are as follows:
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AR May assist repair of any ship type. Can repair Major damage up to 
5 points.

ARD May assist repair of any ship type, but only floatation damage; may 
repair Major floatation damage.

AS May assist repair of submarines only. Cannot repair Major damage

AD May assist repair of DDs or any Small Escort types only. Can repair 
Major damage only for small craft.

AGP May assist repair of PT and other Small Craft only. Can repair 
Major damage for small craft

AG May assist repair of Small Escort and Small Craft only. Can repair 
Major damage only for small craft.

Small Escort: DE, APD, DMS, DM, AVD, E, TB, KV, PF, PB, PC, SC, AM, ML
Small Craft: PB, PC, SC, AM, ML, HDML, MGB, YP, YMS, AMc

15.2.3.2.1 Repair Ship Capacity

Repair Ships make repairs based on their capability (shown above). An 
undamaged Repair Ship that does not perform any repairs on this day 
will generate 10% of its tonnage in repair points in that turn. The size of 
the Repair ship also helps in repairing major damage if it is low enough. 
1% per 1000 tons of size can be repaired on top of the 1% per Port size 
level ability to fix damage.

15.2.3.2.1.1 ARD Repair Points

ARDs are very efficient at floatation repair. They eliminate the limit 
of major floatation damage that can be repaired outside of a Repair 
Shipyard. Provided the ship fits in the ARD. Only ships smaller than the 
ARD’s capacity can be fixed by it.

15.2.3.2.1.2 Priority Repair

Repair Ships may also repair on a High-Priority basis. In this case, a 
Repair Ship spends a higher proportion of its repair points on one or 
more ships, at the expense of other ships repair point proportion.
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15.2.3.3 Pierside Repair
Pierside Repair uses the general facilities of a Port to repair ships. If this 
option is chosen, there will be no assistance from a Shipyard, even if 
one is available. The ship’s own crew and any available Naval Support 
will assist in the repairs. Pierside Repair has two names: Readiness and 
Pierside. Readiness Repair is a type of Pierside Repair in which the ship 
is trying to remain ready for sea and therefore incurs a consequent time 
penalty. A Pierside Repair implies the ship is powered down and is not 
available for operations in the immediate future. Ships in pierside mode 
will be better targets and react slower and weaker to enemy attacks, 
like air raids. In addition, any available Repair Ships or Tenders can 
contribute to repairs, so long as they are available after any other ships 
assigned to Repair Ship repair mode have been handled.

Readiness and Pierside repairs are calculated substantially the 
same way, except for certain factors in the calculations. A ship that is 
being repaired stood down will get better calculation results and repair 
damage more quickly because it does not have to be kept constantly 
ready-for-action.

Also, major damage cannot be fixed in readiness mode, even if the 
amount of damage would permit fixing it at the port.

15.2.3.4 Port Repair Assist
Ports assist in repairs by generating repair points based on their size, 
adjusted for Port damage. 100 points are granted per port size. For example, 
an undamaged level 6 port generates (contributes) 600 Repair Points.

15.2.3.5 Naval Support Assist
Naval Support squads can assist in repairing damage to ships at pierside, 
either in the stood down Pierside mode, or normal Readiness pierside 
mode, and for ships assigned to AR Repair. Naval Support generates 1 
Repair Point each. The amount that can and will be allocated to each 
ship depends on the size of the ship (it is not possible to have 1000 men 
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contribute to fixing a Barge) and the number of ships under repair as 
well as the individual priority mode.

15.2.3.6 Crew Assist
A vessel’s own crew contributes Repair Points to the calculation. Crew 
Assist Repair Points depend on Crew Experience and ship size and type. 
Military ships tend to have a large crew and good damage control, while 
civilian ships lack both and contribute lower amounts of repair points.

15.2.3.7. Tender Assist
If any Tenders capable of providing repair services are present in port, 
the Tenders can contribute 500 repair points. Tenders are also allowed 
to repair devices and weapons on the ships they can support but may be 
very slow at this in case of more potent weapons. They can utilize the 
other repair point sources on top of their own for this. The actual points 
that can be spent on any ship again depends on ship size and number of 
ships under repair.

15.2.3.8 Port Assist Ops
Port Assist Ops distributes to all ships under repair at the Port. Port 
Assist Ops calculations only apply to ships being repaired at pierside, 
Readiness or Repair ship modes. The “share” each ship receives depends 
on repair mode and priority.

15.2.3.9 Readiness vs. Pierside (Stood Down) Repair
Readiness and Pierside (stood down) repairs are calculated substantially 
the same way, except for certain factors in the calculations. A ship that 
is being repaired while standing down will get better calculation results 
and repair damage more quickly because it does not have to be kept 
constantly ready-for-action. In general, for Readiness repairs, Port 
Assist and Naval Support are approximately 50% as effective. Major 
damage, even small amounts of it, can only be fixed in Pierside Repair.
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15.2.4 Weapon Repair Costs and Requirements
Weapon repair costs are figured by the size of the “mount in barrels x 
(Device Armor + Device Penetration)” Weapons can be repaired if the 
Device Penetration is “lower or equal to Port size x 100”. Alternately 
a Tender can permit repairs to weapons for ship types it can support. 
Repair Yard mode can also repair weapons.

15.2.5 Subsystem Damage and Repair
Possible Subsystem damages are as follows:

	§ Rudder blocked: The ship may only sail in circles of varying 
diameter. This damage can be repaired by the crew at sea, given 
time.

	§ Steering gear wrecked: The ships ability to turn is almost gone, 
emergency rudders are normally put in place, mounted on deck 
to allow minimal turning ability. This can only be fixed in port.

	§ Electricals damaged. Wires are disconnected, fuses molten and 
power generators offline. Most of the ships larger weapons will 
be offline or operate at very slow rates. Small arms fire is not 
impacted. This damage can be repaired by the crew at sea, given 
time.

	§ Lost all power: The power generators are destroyed. The ship has 
no electric power and often no propulsion. This can only be fixed 
in port.

	§ Periscope wrecked: Subs only. The periscope is bent or obstructed; 
the mirrors are broken. The sub may only attack while on surface. 
This can only be fixed in port.

	§ Battery wrecked: Subs only. The batteries are unusable; the sub 
cannot operate submerged and is forced to stay on the surface. 
When they are destroyed while underwater, oceanwater reacts 
with the battery chemicals and the result is lethal chlorine gas. 
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The sub must blow all tanks and surface to save the crew from 
dying from the poison gas. This can only be fixed in port.

	§ Shaft wrecked: A shaft links the propulsion system with the 
screw. Large military vessels normally have 2 or more shafts and 
screws, civilian or very small ships may only have one. A wrecked 
shaft is bent or broken and cannot transmit the motion from the 
propulsion system to the screw, reducing the ships speed, or even 
immobilizing it. This can only be fixed in a repair shipyard.

	§ Bridge wrecked: When bombs or shells directly hit the tower and 
penetrate the armor, the resultant impact may damage or even 
completely wreck the main bridge. The ship’s captain or TF leader 
may die, and the ship will suffer from command-and-control 
delays until the crew establishes control from the auxiliary bridge. 
Larger military vessels normally have at least one. This can only 
be fixed in port.
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16. Reinforcements  
and Replacements
Reinforcements are ships, air units and ground units that enter the game 
after a scenario has begun. These units appear in locations displayed on 
the various reinforcement screens found from the Intelligence Screen. 
Refer to section 16.7 “Arrivals” for what happens if the arrival location 
is enemy controlled. Ground and air units that have taken losses may 
also receive replacements. Reinforcements and replacements are noted 
in the appropriate menu from the Intelligence Screens. Some ground 
units, air units and ships may upgrade their equipment during a game.

Disbanding/withdrawing units may come back as if they were a 
normal reinforcement as do certain destroyed air and ground units as 
detailed in this section. When a Nation has full economy mode being 
set, all units coming into the game use aircraft from the Production Pool 
or devices from device pool in case of ground units. This will only apply 
to Italy in the stock Scenarios.

16.1 Replacements Models
War in Spain 1936-39 offers 3 different models for replacement 
mechanics. They range from very simple to very detailed in handling. 
They are:

	§ Supply based – Local Supply will be used to supply devices 
and aircraft into units. The number of devices created per base 
and day depends on the supply present and whether the base 
is connected. Connected Bases can draw 1 device per day for 
each 25-supply present, while other Bases can draw 1 device 
per 250 supply present. The actual cost in supply for drawing 
replacements depends on the size and quality of the device. 
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Additionally, if devices must be created an appropriate amount of 
armament and AFV pool points is deducted from the Bases of the 
unit’s nation. For air groups there must be a friendly airfield with 
a “value” of 9 and at least 20,000 tons of supply within transfer 
range. This “value” is 1 point per airfield size plus 1 point per 
10,000 tons of supply each. An airfield of size 2 and 35,000 supply 
being present would have a “value” of 5 no matter what access 
to the pool is possible from this airfield. This access to the pool 
determines whether airframes move to or from the pool of the air 
unit’s nation.

	§ Pool Point Shipping – In this mode, you need to create reserve 
ground units, or RSVs, and edit the TOE of the unit to take 
reservists as well as armament or AFV pool points. Those are the 
3 “pool point classes” used to build various devices for ground 
units. These are normally only available at a “connected” Base 
(that is linked overland to the Nation Capital Base). These RSV 
units must then be shipped to the frontline, where units in range 
of 200 NM can draw replacements by expending those “pool 
points” contained within the RSV unit, provided they can reach 
the RSV over land. You do not have to care for specific devices, as 
they will be “built” on the spot upon expending pool points. This 
also means there is no hard limit for any kind of device if you have 
the pool points to build them. Though you also have the option to 
create an RSV containing the final devices you want to ship.

Note: Certain devices, those with a “build rate”, are limited and 
cannot be created by pool points. This applies to rare devices such 
as radars that were not found in abundance.

In this mode you also have to manually move aircraft or aircraft pool 
points (Reserve Aircraft) into range of the units that need them. The 
shipment of aircraft pool points works just like the RSV for LCU, with 
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the only difference being the item to be added to such a RSV is to be 
“Reserve Aircraft”.

Note: Any of these reserve aircraft points being destroyed within 
the LCU holding them will cause random aircraft to be removed 
from the pool.

This mode is not available when the option “Device Production” is 
chosen, since there will be no pool points produced, only final devices 
like guns or tanks.

	§ Detailed/Device shipping – All RSV units must be made of the 
final devices you need to move around. Air replacements must 
move the replacements into range via use of a “Ferry Group” in 
all cases where the aircraft cannot reach back home to the pool.

For all the above models there is an exception in building devices from 
pool points. Devices with a build rate will only be available in that 
number, i.e. they cannot be created by spending pool points. This is 
in place to limit numbers of historically rare devices, such as radars. 
Devices with build rate will come at no cost for the owner, at the 
specified rate per month.

Torpedoes and mines fall under yet another special rule. They will 
be provided by device build rate OR the on-map device factories, if the 
device production rule is chosen.

The AI will always use model 1 or 3 and never ship pool points. The 
AI will play by the rules.

16.2 Connected Bases
To access the pool, a unit must be in range of a connected Base. The 
chosen Supply Base (commonly a Base close by and with Supply) will 
be used for ground units, air units can use any connected Base with 
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an airfield within transfer range. The Capital of a Nation is always 
connected and is the center of all pool-related actions. Bases that are 
within the Logistics Network of the Capital will eventually become 
connected. This mostly applies to conquered Bases, as the starting bases 
will be preset to be connected if applicable.

Any RSV ground units that are to take replacements (for shipping to 
the frontline) should be built at a connected Base.

The status of being “connected” only applies for the owning Nation 
of a Base. You cannot use connected Bases of other nations to access 
your pool.

16.3 Naval Units Reinforcements
At the beginning of each scenario, ships are given a “standard availability 
date” which is the date on which the ship will enter the game. Ships that 
have been sent off map (or are being converted) will also be given an 
availability date at the time they are sent home (these ships not only 
repair damage but may upgrade their ship class and be given new 
weapons systems, AA guns, radar, etc.). Once ships have reached their 
availability date, they become available and enter the map at their entry 
location. Nations that have a full economy will have to construct most 
of their ships, though off map arrivals are also possible.

16.4 Air Unit Replacements  
and Upgrades
The following rules apply in the simplest supply-based replacement and 
upgrade model. Air units will automatically gain replacements under 
certain circumstances if aircraft are available in the replacement pool 
and the air unit has been set to Accept Replacements. To get replacement 
aircraft to flow automatically into an air unit, there must be aircraft in 
the pool and one of the following cases must be true (the first point will 
take effect):
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	§ The air unit is in the transfer range of a base with 20,000 Supplies 
and an airfield score of 9. The score is Airfield size level + local 
Supply stockpile / 10,000. Supply equal to aircraft durability is 
expended from that Base to draw new aircraft from pool.

The following cases apply to the 2 more complex replacement models:

	§ Any air unit can draw replacements from an RSV unit if it contains the 
special device “Reserve Aircraft”. A number of devices equal to the engine 
count of the aircraft is deducted from the RSV upon replacements.

	§ Ferry groups. A new air group can be formed on the screen for 
listing the hex air groups. This air group can then be resized and 
filled with aircraft. Usually, Ferry Groups are created at home bases 
and then moved by transfer or shipping to get into transfer range 
of the destination unit. Air groups can draw replacements from 
Ferry Groups just as if they had access to the pool. Alternately the 
command “Merge” from the air unit screen can then be used to 
manually transfer aircraft from and to groups needing replacements. 
After a Ferry group has been depleted, it is usually disbanded.

If the air unit is in transfer range to a “connected” base, it can draw from 
the pool.

For Nations with full economy, all new air units (including 
reinforcements and withdrawn air groups that are returning) must take 
planes from the replacement pool to fill out the air unit when it arrives. 
Note that reinforcement units for other nations will arrive with the 
number of planes specified in the editor. These planes are not drawn 
from the pool as they are deemed to have been supplied elsewhere.

Aircraft units may receive replacements during the Supply Operations 
Phase. Air units check for replacements every day. Any unit, excluding 
fragments, with less aircraft (Total Ready, Repairing, and Reserve) than 
its maximum aircraft level is eligible for replacements.

Replacements are taken from the replacement pool if the appropriate 
aircraft are available (Those of the same airframe). To view the number 
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of aircraft currently in the replacement pool, access the Aircraft 
Replacement Screen from the Intel Screen. Also, the expected average 
rate of monthly replacements (and/or production) by aircraft model 
will give you an idea of how quickly losses can be made up.

The War in Spain 1936-39 is unique in that many air units were 
under control of foreign nations but received their replacements solely 
from the Spanish faction they supported. For example, a German air 
unit with German pilots was still drawing replacement aircraft from 
the Nationalist stockpiles. Normal drawing of replacements from the 
pool of Germany does not work due to this. In game these air units are 
marked with an (L) aside of the air unit image. Clicking on that image 
provides several quick commands to create a Ferry group to move in the 
replacements from the nation that provides the airframe. As seen here:

“Create a Ferry group” will create the unit but will not move it. The 
new Ferry unit will become the selected air unit for you to move it. 
Other commands will create the Ferry unit and move it to the hex of the 
unit you wish to create it for. Depending on location and AC transfer 
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range, the unit might end up in another location if the automatic fails 
to reach the desired hex. This is rare to happen as Spain is small and 
most air unit transfers should work out OK with the automatic. After 
the Ferry has been created and is in range your air unit will be able to 
draw replacements from it.

Destroyed air units will reform in an empty state at the nation’s 
Capital hex. There is no delay.

16.4.1 Average Pilot Experience by Nationality
When new units arrive as reinforcements, they will generally arrive with 
pilots that have experience levels based on their nationality and the year 
of arrival. This is not always true as some air groups have been given 
unusual experience ratings or contain a high proportion of “historical” 
pilots that were of extraordinary skill.

16.4.2 Aircraft Upgrades
Many of the aircraft models in the game were improved as the war went 
on. The engineers at home toiled to perfect their designs, creating a 
constant flow of newer, more powerful models. In War in Spain 1936-
39, as these models become available their numbers will steadily grow 
in the player’s Replacement Pool. During the orders phase, an air group 
that meets the needed requirements will be able to use the Upgrade 
command to accomplish an immediate upgrade to any airframe within 
its upgrade path. This includes going back to an older airframe.

The air group needs access to the pool or an RSV containing “Reserve 
aircraft”. There is one exception. If the air group has zero planes, it can 
upgrade even without access to pool. The way to do this normally is to 
create a Ferry Group in hex and transfer aircraft into it. Then the air 
group can upgrade and “merge” with other groups around to fill up with 
the new aircraft. This proceeding is common in case upgrade aircraft 
arrive at site in form of Ferry Groups.
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At times you will not be able to upgrade an air unit from the pool of 
its nation because the airframe originates from a nation other than the 
air unit nation. In that case you can do an upgrade of the air unit from a 
nearby Ferry unit holding the aircraft you wish to use. When this is the 
case the execution command on the bottom panel will tell you. Also, the 
selected airframe to upgrade to will tell you if this airframe is of foreign 
origin to the air unit.

The first step is to click on the execution command to create a ferry 
unit and move it as far as possible to the hex of the air unit.

The second step is to remove all airframes from the air unit, so it can 
upgrade to the desired airframe. This is done by a right mouse click on 
“Disband” on the air unit card. Depending on access to the pool, the 
aircraft either are pooled or dumped into a Ferry unit in that hex. If you 
wish to keep the airframes in hex it is also possible to create a new Ferry 
unit manually on the air unit list, change its airframe and group size and 
then manually transfer the airframes out of the air unit into the Ferry 
unit. Air units without airframes can upgrade regardless of distance to 
pool, which is what we need to do here as we do not use the national 
pool for this air unit upgrade.

After you upgraded the air unit to the desired airframe, you can now 
refill it from the Ferry unit we created in the first step.
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16.5 Pilot Replacements
Air units may receive pilot replacements during the Supply Operations 
phase. Units that have less pilots than the air group size will have new 
pilots assigned to the unit from one of the 3 pilot pools. Players can 
choose from which of the four Pools new Pilots shall be drawn.

	§ Replacement – These Pilots are new FULLY trained replacements 
that have not been detailed to an operational unit. They only exist 
as pool numbers and are created when drawn from the pool.

	§ Veteran – These pilots have been assigned to operational units for 
at least one day. They are “existent” pilots of the Veteran Pilot list.

	§ Elite – The Pilots are trained, have been assigned to operational 
units for at least one day and have a skill of 80+ in the branch 
where the air group works. (I.E. A2A skill for fighters, Naval 
search skill for Patrol craft, etc.)

	§ Trainee Pilot pool – These Pilots are in training and automatically 
assigned once the pool of trained pilots is drained. They are subject 
to a training program of 12 months but can be drawn on PRIOR 
to their completing training and thus entering an operational unit 
at some less than nominal EXP level. This depends on what “class” 
or month they are in when requested. This option cannot be set 
for air groups but is used on an emergency basis when no trained 
pilots are in the pool of graduates.

In addition, the color of the control will indicate if there are enough 
pilots to fill out the group. For replacements from the pool of trained 
pilots, the number in parenthesis tells the experience of the new Pilot. 
If this is lower than 30, you can assume there are only pilots still in 
training available.

	§ Yellow – At least 1 pilot of the required experience available
	§ Red – No pilots of the required experience.
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If there are no pilots available of the required level, then no pilots can be 
added to the group. Furthermore, the automatic assignment will assign pilots 
by skill check only. This means a pilot who has mainly A2A skill will not 
be used for bombers. A patrol plane group will only draw pilots with naval 
search as primary skill, float planes will use ASW and naval search, etc.

The number of trained pilots and the base experience levels of 
these replacement pilots are listed on the Pilot Replacement screen. 
However, if replacement pilots are needed and none are available from 
the pool of fully trained graduates, inadequately trained replacement 
pilots will be provided to the air groups from the Trainee Pilot pool. 
These inadequately trained replacement pilots will enter the game with 
whatever experience they have gained up to but not exceeding the last 
month of their nationality’s trained replacement pilots.

The monthly replacement rate represents the number of pilots 
entering the training roster. The training roster is 12 months in 
duration. As each day passes, some pilots are moved up one class and 
the pilots in the final class are added to the Trained Pilot pool. Although 
Pilots will advance the Classes each day, the entire process for 1 Pilot to 
go through all Classes takes 12 Month statistically. But Pilots learn at 
different speeds and have different Talents. Your instructors are aware 
enough to provide you with the trainees that are most promising, so the 
information on the training Classes is more like they tell you how many 
Pilots of each skill level are in training.

All groups can be defined as “Trainer Groups”. Not to be confused 
with groups on a mission of Training. These Trainer Groups can be set 
to release Pilots once they reach a defined skill level. This is a great way 
to reduce micromanagement on Pilots, as rear area groups can be set to 
release Pilots at the skill level you wish to have on the Veteran Pilot list.

Also, any air group can be ordered to replace its pilots with better 
pilots from these trainer groups. See Section 7.6.4 “Pilots”. Getting the 
best pilots of these trainer groups into your current air unit only takes 
1 click.
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16.5.1 Pilot Management
On the air unit screen, you can select from which pool the new pilots 
will be drawn. Replacement, Veteran or Elite. You can also choose to 
draw 1 Pilot or fill up the group with as many Pilots as it can have active 
aircraft. It is also possible to draw more Pilots than this, up to 100 per 
group. Though this is rarely useful. A button to request a Veteran from 
the Veteran reserves is also located there. This will bring up the list of 
Veteran pilots.

By clicking on PILOTS the pilots of the air unit will be shown. This 
list of pilots allows you to rename or release pilots from the group. There 
also is a button to go straight to the list of veteran pilots that may be 
assigned to this air unit.

One of the more useful options on the air unit pilot screen is the 
“retain” command. It allows you to set a pilot to not be included in 
actions that release pilots. A right click can set the retain status to 2, 
which means the pilot will be grounded and not fly. This is useful to 
have leader type pilots do a desk job only.

On the upper right side is a button that allows the pilots of this air 
unit to replace better pilots from “Trainer” air units mentioned above. It 
is a very quick way to draw the best pilots of these trainer air units into 
the current air unit.

16.5.1.1 Request Individual Pilots (Veteran)
This control allows a named pilot to be directly assigned to a group. 
It will be filtered for the nationality of the group and the type of Pilot. 
(You cannot assign Navy pilots to Army groups or vice versa, unsuitable 
pilots will not be shown)

You can sort the list and take groups of pilots from the top or bottom 
of the list or click on pilot names to assign them one by one to the group.

One of the more useful options on this screen is the “retain” command. 
It says a pilot shall not be included in actions that request pilots. Very 
useful to keep elite pilots in TRACOM. TRACOM will have each veteran 



– 384 –

train up to 1 pilot from the general pool in his skills. This will take 30 
days and create a new veteran pilot in the pool. The new pilot will have 
skills slightly below the skills of his trainer. TRACOM is done by all 
veteran pilots in the pool who are skilled enough to train someone.

The kills, experience and skill levels of the pilots are shown. Clicking 
on the pilot name will transfer the pilot to be to the currently selected 
group.

16.5.1.2 Training
Points are accumulated for each skill/experience and once a certain 
level is reached, a point is added to the actual skill/experience level. The 
cutover level is based on the current skill/experience level with some 
randomness thrown in. So as the skill/experience level increases, it takes 
more accumulated points to reach the next level.

Combat gains points faster than straight training, and combat is 
generally required to reach 70+ skill/experience levels.

Experience levels behave like skill levels with the one exception: 
Experience improves other skills. A pilot with an experience of 50 
and 25 skill will do much worse than a pilot with experience 80 and 
25 skill. Experience is less likely to improve by training alone. Training 
missions profit from experienced pilots. Pilots of higher skill speed up 
the training of pilots with lower skill.

Skill changes are shown as Green for a change within the last day and 
Orange for changes within the current month.

Groups can fly normal Training missions (with a training percentage) 
which occur in the AM and PM air phases. These gain both skill and 
experience points across the board. The “side mission” of training 
trains the pilots in the skills required to conduct the main mission. In 
short: The side mission does train a specific set of skills while the main 
training mission does not.

TRACOM – Any elite pilot with experience of 80 or more in the list 
of reserves will train pilots from the pools. For each 30 days being in the 
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veteran list, an elite pilot will turn 1 pilot from the pool into a veteran 
having skills a fair bit lower than the elite pilot who trained him. If there 
are no trained pilots, the TRACOM will advance 1 pilot faster through 
the classes. There is no player work needed. This is fully automated for 
all elite pilots in the veteran list.

16.5.1.3 Destruction of Air Units
Destroyed air units are re-created at the nation capital hex. And it can be 
used normally once new aircraft and pilots get assigned.

16.6 Ground Units
Bases that are “connected” may always serve to access the pool of devices 
for their nation only. The chosen Supply Base the unit can reach over 
land counts for a given unit. Depending on the replacement model, you 
may have to move either supply, pool points or devices themselves into 
range of the units asking for replacements.

Destroyed units can be recalled into existence from the destroyed 
ground units screen in the Intelligence window. If a parent is destroyed, 
one of the fragments (if there are any) will become the new parent. 
Destroyed fragments will have their TOE added back to their parent unit.

Units can be recalled at the capital or a navy HQ. These bases do not 
need to be connected for this. If a nation no longer haves one of these 
bases under control, recalling is not possible.

16.6.1 Ground Reserve Units (RSV)
A special type of unit is used to move replacements around the map. 
This is obligatory in most replacement models, and optional in the 
simplest model. An RSV unit may be created by using the button “create 
new LCU” found on the screen with the list of all ground units in hex. 
After that, you need to go to the TOE screen of the new RSV unit and 
set devices and TOE numbers for it to fill up.
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There also is an option to automate much of the process by using the 
re-inforcement panel. See section 8.2.1 Re-inforcement panel.

Note: RSV units as well as player created logistics units will never 
take part in combat, no matter what devices the unit may have.

16.6.2 Ground Unit Weapon Upgrades
Ground units may have their individual weapons elements (i.e. 
infantry squads, artillery, etc.) upgraded to newer elements as they 
become available if they are available in the replacement pool or can be 
produced. An example of this is an Allied unit with a 37mm AT gun that 
can upgrade to a 57mm AT gun.

Upgrades should be done manually, since it can have a unit lose some 
firepower until the new devices can be added to the unit. Any LCU can 
be set to upgrade automatically, but this can be bad timing or have rear 
units drain the pool of newer devices just because they do have access to 
the pool while the units in combat do not.

There are several types of upgrades as well as 2 modes. All are 
accessed from the “Device Information” sub-panel of the ground unit 
screen. See section 8.2.3.4.

	§ Squad upgrades – This can be done when the closest base has 
5000 supplies, plus enough to pay for the cost difference of the 
2 devices. Squad upgrades are instant and may change in device 
number if the respective new/old devices differ in size.

	§ Hardware device upgrades – The devices that currently occupy 
the slot will be put in a RSV unit in hex to free up the slot for 
upgrade. The new device type will be set, and the devices need to 
find their way into the unit to fill it up.

	§ The progressive upgrade for hardware devices – Since it can be 
a burden to upgrade to better devices in zones that can expect 
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combat, there is an option to only replace missing devices by the 
upgrade device. This will reduce the TOE of the slot to the current 
number of devices and assign a new slot to hold the difference in 
TOE for the new device. Example: You have 15 of 20 Panzer III 
in a slot and wish to upgrade progressively to Panzer IV, this will 
reduce the TOE of the slot to 15 and create a new slot with 5 TOE 
for the Panzer IV. Upon repeated use over time, the Panzer IV slot 
will slowly grow as the old slot of Panzer III is reduced in number 
by losses. (or transfer to other units)

Note 1: This may not be executed if all 20 slots in the ground unit 
are occupied, and a free slot would have to be set.

Note 2: it is possible to downgrade a device to an earlier model if 
you run out of the currently deployed device type.

16.7 Arrivals at Enemy Occupied Bases
The rules for ships, air groups and land-based units (collectively known 
as items) coming onto the map, when the assigned base is controlled by 
the enemy, are as follows:

	§ Ground units will arrive at the national capital hex, ships will 
arrive at the national Navy HQ hex. If these locations are not 
under control of their side, the arrival will not happen at all.

	§ Some ground units may be set to only appear when the target 
location is under control. This applies to various local militia 
mostly. These units can only be formed when the location is 
controlled. If the location is not controlled at time of arrival, those 
units will not be created at all.



– 388 –

17. Victory Conditions
Throughout the game, both sides are scoring victory points (VP’s). VP’s 
are gained and lost as units are destroyed. At the end of the game, these 
points are totaled along with the points for bases controlled by either 
side, and these points are then compared to determine which side has 
won. Points are awarded in the following ways:

Aircraft Destroyed (Nationalist or Republicans):

	§ 10 VP’s per engine for planes destroyed.

Ground Units Destroyed:

	§ VP’s equal to load cost for Squads, engineers, AFV and vehicles. 
VP’s equal to 1/10th load cost for all other devices like guns, 
radars, etc. VP’s equal to load cost for AFV.

Ships Sunk. The VP’s for sinking a ship depends on the tonnage of the 
ship:

	§ For military ships (From CV to TB) 10% of the tonnage.
	§ For civilian or small craft and auxiliary ships 1% of the tonnage. 

Barges are worth zero VP’s.

Note: Damage to ships causes “Loss of Life”. If you scuttle a 
damaged ship, you will lose the VP but save the lives of the crew.

A couple more points:

	§ Damaged ships – Ship that take damage also instantly generate 
VP from casualties among the crew. These are normally 50% of 
the VP for sinking a ship, scaled to system damage taken. Damage 
worth 50% system damage would thus create VP worth 5% of the 
ship tonnage for military ships. Since ships can be repaired, it is 
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possible to generate a lot of VP’s by repeatedly damaging ships 
over the course of the game.

	§ Control of Base – Each base has a basic VP percentage for 
Republican ownership and one for Nationalist ownership. The 
value of any base depends on the existent facilities and industry. 
The value of a Base can go up or down when facilities and industry 
are built or destroyed. This value is taken as the basis on which 
the VP percentage is applied to. A base may be worth different 
percentages of the value for either side. Palma would not be 
valuable to the Nationalists, but very valuable to the Republicans.

The basic VP percentage and final VP value for each side are displayed 
for each base when the mouse cursor is placed over a base (the basic VP 
percentage value is in parenthesis).

The true score is hidden from all players until the end of the game.

17.1 Victory Levels
War in Spain 1936-39 can end in a Decisive, Major, Minor or Tactical 
Victory for one side, or in a draw. Victory Levels are displayed at the end 
of the game and determined as follows:

	§ Decisive Victory – VP Score is 6 times (or greater) higher than 
the enemy’s VP Score.

	§ Major Victory – VP Score is at least 4 times higher than the 
enemy’s VP Score.

	§ Minor Victory – VP Score is at least 2 times higher than the 
enemy’s VP Score.

	§ Tactical Victory – VP Score is at least a bit higher than the enemy’s 
VP Score.

	§ Draw – The Republican VP Score and Nationalist VP Score are 
equal.
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17.2 Automatic Victory
If the Nationalist player manages to force the Republican out of the War, 
it will be a decisive Nationalist victory. If the Nationalist are forced out 
of the War, it will be a decisive Republican Victory.

17.3 Defeat, Surrender and 
Homefront Morale
Every nation has a tolerance level against loss of lives of their population, 
soldiers, pilots, and ship crews. When soldiers die, Cities and Bases get 
bombed or even fall to the enemy, this will cause loss of life to the native 
owner. You can lose morale by bombing a native City that you lost to 
the enemy. The current state of the nation’s morale can be seen on a bar 
on the bottom of the nation information screen. See section 5.1. The 
indicator bar will show various icons for you to see how close you are to 
the various penalties.

17.3.1 Loss of Life Value
The “Loss of Life Value” is a measurement of the overall performance 
of a nation, or better said the perception of the population towards the 
nations performance in the war. “Loss of life value” is the total “Felt” loss 
affecting both troop and home front morale. There are different levels of 
severity based on penalties listed below:

	§ Lives lost on home soil count 1x.
	§ Lives lost protecting allied soil count 2x.
	§ Lives lost in hostile soil count 4x.
	§ Native Bases in the same region as the capital count 1000 per 

manpower industry.
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	§ Native Bases in other regions as the capital count 100 per 
manpower industry.

	§ Any native manpower killed by combat in Bases/Cities count. 
Combat in one of your Bases can come with high cost.

The “Loss of life value” does recover over time. 1/6 of it is deducted on 
the 1st day of the month.

17.4 Loss Tolerance
The mechanics and effects of losses sustained are part of the political 
system. For a detailed description see Section 12.2 “Armistice and 
Surrender”
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18. Unit Withdrawals/Disband
18.1 Air Unit Withdrawal/Disband
If an air unit is disbanding, all its aircraft and pilots go to the pool. 
If an air unit is withdrawing, only the pilots go to the pool. Air units 
withdrawing with less than full strength will draw planes from pool and 
on map air units in case the pool is empty. Ships that are withdrawing 
will take all their associated air groups with them into withdrawal. The 
rules for air unit withdrawing apply.

18.2 Ground Unit Withdrawal/Disband
Ground units may withdraw or disband (giving devices back to pool).

18.3 Ship Withdrawal
Ship may arrive and withdraw several times during the game. Each time 
the ships will take their associated air units with them and bring them 
back on map in case of returning.

18.3.1 Substitution
If a ship due to withdrawal is sunk, another ship of the type, or even 
several smaller ships will adopt the withdrawal and return schedules of 
the sunken ship.

18.4 General Rules on Withdrawing 
and Disbanding
There is no way to prevent unit withdrawal. Upon withdrawing, a unit 
will immediately be removed from game since the player is no longer in 
command of or responsible for this unit. Air and ground units due to 
withdraw cannot be disbanded manually.



– 393 –

19. Special Rules
19.1 Flipping Player Side in AI Games
While it is possible to define the human side upon loading a game, 
flipping player sides in AI games is only advised for examination and 
giving orders to AI units on occasion. It is not recommended to continue 
playing a side that was formerly AI, since all the AI actions on units will 
be executed regardless of how many units you controlled. The AI scripts 
are written by the AI and commonly timed and thus it is not possible to 
“pause” them when the game is continued with the human in control of 
this side. In effect you will see your units do things on their own when 
trying to play as a side that has been AI formerly.

19.2 Ground Unit Planning
When the objective of any ground unit is changed, the loss in planning 
depends on distance between new and old target. It is possible to 
proceed with ground combat from base to base while maintaining a 
good planning level for the units. If, however, they are transferred to a 
distant new frontier, they will lose a lot in planning readiness. In ground 
combat, planning is applied when the Objective Base is close to the 
combat hex.

Note: Ground units will automatically change their objective if 
combat takes place near a base that is not the current objective.

19.3 Mining
It is not allowed to lay minefields in neutral hexes (Coastlines of neutral 
nations)
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19.4 Air Minesweeping
This is only possible for planes of type “El. Warfare”. The mission to be 
used is recon at cruise alt of 100. This mission can only target magnetic 
mines and will kill your mines and enemy mines alike. The clearing 
is comparably random and has a lower chance of finding unknown 
minefields than ship-based missions. Finding new minefields also 
depends on the hex scale of the scenario and whether the location is a 
river, canal or open sea, etc.

19.5 Beaching Ships
Ships that are “sunk” while disbanded are not removed from game. Ships 
preforming actions in port (loading/ unloading) may also be considered 
sunk in the harbor bay and thus not removed from the game. They can 
be refloated by the Port or repair ships even out of port. Beaching a ship 
can save it for the moment but be aware that beached ships will fall into 
enemy hands if hostile land forces take control of that hex. Italian CM 
Taranto was sunk in port and refloated several times during the war in 
the mediterranean.

19.6 Emergency Evacuation of Troops
It is possible to pick up troops with any type of ship. The troop and 
cargo space are derived from the ship size in that case, much like it is 
with rescue of troops from sinking ships by other ships nearby. The 
TF type to be used is “ESCORT”. This type of mission is an emergency 
evacuation, and the troops will suffer massive disruption and other side 
effects. This only works with the “Pickup Troops” command. Normal 
loading of troops will not use this regardless of TF type.
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19.7 Ground Combat
During ground combat, there is a chance to break through the enemy 
lines. This may happen due to superior firepower, normally later in 
combat, or earlier by a lucky engagement. This means attacking a group 
of devices that cannot counter the attackers. An example of this is an 
attack by tanks versus devices that failed in a check for AT support 
nearby. Whatever the cause, a breakthrough increases firepower for the 
unit that has broken through. Further, attacking units held in reserve 
may become active to exploit a breach. Defending units in reserve may 
react to seal a breach. Reserve units will only activate into combat upon 
these events.

19.8 Tank Support
If either side has tank support, and the opponent AT devices (including 
tanks) cannot effectively engage all of them, there is a bonus to infantry 
of the attacking side. Thus, having tank support can increase firepower 
above what the tanks contribute by themselves, also meaning that even 
weak tanks can give this bonus as long as the opponent AT power cannot 
harm them. Both superior numbers as well as sufficient Penetration of 
the opposing devices is considered. Outnumbering AT guns is as good 
as having few, but invulnerable tanks.

19.9 Commandos
These troops act normally during an attack, with the exception that 
even their recon devices engage in combat. On defense, they will go 
to the Delay command, and they take on 10% the losses a normal unit 
would and have 10% the firepower of a normal unit. These units are 
thus perfect for attacks in enemy rear areas. They pack a punch but can 
elude most attacks. At the same time, they are unsuitable for garrison 
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purposes since they tend to retreat from engagement unless they attack. 
Commandos can also damage or destroy aircraft on airfields during an 
attack on a base hex.

19.10 Emergency Mobilization
When a connected base is under ground attack and has no units present, 
a Militia unit is formed from the reserves. This represents emergency 
mobilization of training units. This is Intended to prevent gamey 
exploits like using tiny airdrops into the opponents rear bases.

19.11 Rebuilding Restricted Units
Restricted ground units always reform at the position of the HQ they are 
attached to. This is to prevent them from being “stranded” at the nation 
capital hex when they belong to restricted oversea forces. If the HQ is 
unavailable, some base inside the restricted country code is chosen.

19.12 Terrain and Artillery
Larger artillery and other guns can have severe penalties in difficult 
terrain. This applies to an attacker always, and the defender if the unit 
has fort levels smaller than 3. Defenders with fort level of 3 or better are 
considered to have prepared for defensive use of the artillery.

19.13 Sub Port Attack
The mission “Submarine Port Attack” unleashes those midget subs 
or “Majale” nuisance craft for port attack. Any submarine can attack 
anchored ships if the target hex has a port smaller than size 3 and the 
port is not a natural protected anchorage. But this kind of direct attack 
will reveal the subs position and have port ASW assets try to retaliate. A 
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“Submarine Port Attack” TF with lowest threat tolerance is meant to only 
do periscope photo reconnaissance of the Port and it’s anchored ships.

19.14 Small Craft and Midget 
Submarines
Upon detecting an enemy Task Force, a Base nearby may automatically 
launch small craft like PT-Boats, HDML or motor torpedo boats and 
midget submarines for self-defense.

19.15 ACR and BM Ship Types
These are ships, like Faa Di Bruno, were designed for port defense and 
shore bombardment. These ships are designed to fire back in case of 
naval port bombardments. Other ship types will return fire at a greatly 
reduced rate.

19.16 Torpedo Nets
Ports of size 3+ may cover ships in ports with torpedo nets. The number 
of ships in port is a major factor. The more there are, the lower the 
chance for a ship to be protected. This rule is meant to allow for singular 
ships, like the Italian ACR San Giorgio in Tobruk, to stand a chance of 
survival in their historical locations.

19.17 Air Combat and Air Tactics 
Technology
Initially the main emphasis of air combat is put in agility. As the war 
progressed, some nations realized vertical warfare was much more 
effective in most cases. Group tactics and different views on air combat 



– 398 –

mechanics shifted the balance of power away from agility. Aircraft that 
were previously considered to be very dangerous became prey more 
often than predators. The game will reflect this with the A2A Tactics 
technology. Depending on the research model, it may increase at a fixed 
rate or can be researched by the players. The effects are complex, and 
any pilot under good A2A Tactics will perform better, but superior 
speed of the pilot’s aircraft has great influence under good A2A Tactics. 
A tech level of 100 would roughly equal the US air combat tactics near 
the end of the war.

There are 4 general sources for this effect:

	§ National technology level. Applied to all Pilots.
	§ Air HQ leader air skill. 3 points of A2A Tactics per “Air” skill 

point above 70. Applied to all Pilots under this HQ.
	§ Air unit leader air skill. 3 points of A2A Tactics per “Air” skill 

point above 70. Applied to all Pilots in this unit.
	§ Pilot A2A skill. 3 points of A2A Tactics per “A2A” skill point 

above 70. Applied to this Pilot only.

The best of these 4 sources will apply.

19.18 Naval Air Attack and Scouting
Air groups that are set for naval attack will revert from their scouting 
assignment towards the main mission if a target is found.

For example, a USN Dive Bomber group set to 50% attack and 50% 
scout, which is normal for the USN, will change to 100% attack in case a 
target is known at the time of the scout phase, these aircraft will perform 
a naval attack with the main mission instead. It is possible to detect an 
enemy with the morning scouting sorties and have all aircraft go in for 
attack in the afternoon sorties.
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19.19 Emergency Rescue of Survivors
Whenever a ship sinks, other ships in the same hex will automatically 
attempt to rescue personnel (squads and support troops) that are 
loaded on the sinking ship. Every ship is rated for its emergency rescue 
capacity. Pilots from air units onboard sinking ships will also be rescued 
and added back into the pilot pool.

19.20 Special Forces Airfield Attacks
When special forces (Like the LRDG) attack hexes with aircraft, there 
is a good chance they will damage or destroy a good number of aircraft. 
This can be achieved by using any offensive device in the ground unit. 
Hit and run attacks by those ground units can do considerable damage 
to the aircraft of the enemy.

19.21 Special Forces Training
In games that allow you to create and change ground units, there is a 
75% loss of experience whenever a non-special forces unit is turned into 
a special forces unit. This represents the extensive training required for 
those troops and prevents switching troops into/out of special forces 
mode all too often.

19.22 Airborne Assaults
Normal combat troops can be used with transport aircraft to take over 
undefended airfields. Also, amphibious aircraft can be used to transport 
any combat unit to any undefended coastal hex. Defended hexes require 
an actual airdrop, or a landing using glider aircraft.
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19.23 Limited Devices
Devices with a build rate cannot be created from industry points. This 
is to allow for certain devices like local militia or rare radar types to be 
available only in limited supply. Does not apply to Torpedoes and Mines.

19.24 V1, V2 and other Long-Range 
Rockets

Note: This section is included for modding purposes only as these 
weapons were not available historically.

Some ground units may contain Long-Range Rockets. They are used 
with a “Barrage” order on the target base the unit is planning for. The 
quality of planning determines the accuracy of these rockets. The 
devices are being “spent” upon the attack and need to be replaced by 
the pool in order to have another attack. These devices are usually only 
useful as terror weapons to devastate cities and industry, as they are too 
inaccurate to be of much use in targeting troops.

19.25 Modding Aircraft Carriers

Note: This section is included for modding purposes only as these 
ships were not available historically. The info for some CV’s is in the 
Editor. So below are a few rules for CV’s.

Air Combat TF’s, which have not aborted their Mission, may move 
toward enemy TF’s in order to attack. The range of the shortest legged 
aircraft is used to determine the standoff distance. Thus, TF’s with 
longer range aircraft may have the advantage of being able to strike 
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outside the range of enemy air combat TF’s. Aggressive TF leaders may 
go in closer to increase the chance of the raids finding their target, and 
TF’s may close in while the other TF’s fail to maintain desired distance.

air operations by aircraft carriers are only possible if the carrier is at 
sea. Anchored carriers cannot launch aircraft.

Carrier-based aircraft require ordinance to complete missions. The 
ordinance carried is reflected in the Max Sorties value shown on the 
ship display. Each strike mission executed by the Air Groups on the ship 
will use up some sorties. The exact amount consumed depends on the 
airframe and how much ordnance it will load. Once the sortie value is 
zero, the air groups cannot execute offensive missions.

Torpedo Bombers will expend torpedo ordnance in the same manner 
as Max Sorties are expended. TBs will either expend torpedoes or Max 
Sorties, not both. A group can be set to “Use torpedoes” if available or set 
to “Use bombs” instead. “Using bombs” is a way to conserve the supply 
of torpedoes. “CDR Choice” is a third option. The value of the known 
target ships as well as the supply of torpedoes determine the chance for 
the group to use torpedoes on naval attack. Once all torpedoes have 
been expended, then bombs will be used.

The Max Sorties and Torpedoes can be replenished at an appropriately 
sized port.
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20. Notes on Combat
20.1 Land Combat
While every ground unit has an assault value, this is only a superficial 
estimate. Assault values fall into several categories, which can be seen on 
the unit screen when moving the cursor over the assault value number.

For example, a unit may have a good Anti-Tank or Anti-Soft assault 
value. The type of assault value and the type of target are imperative to 
compare. A high Anti-Soft rating will not work against armored targets.

The Assault Value listed during the Orders phase is the unit’s potential 
value, and will fluctuate with fatigue, disruption and other influences.

The figures shown in the after-action report (AAR) only include the 
opposition you encountered. When attacking a giant army with a few 
specialists, only a small part of the enemy will be involved in the action. 
It is only this part that you see in the AAR.

You will also need to pay attention to terrain. Difficult terrain 
penalizes vehicles and large cannons. Fights in forest or urban hexes is 
mostly a job for infantry and light mortars. The heavy stuff won’t help 
you there. Air superiority is also important to consider. Units under fire 
(suppression) will have their offensive values reduced, and the attacker 
side has no protection from any fort levels. Low level aircraft like fighters 
or fighter bombers can be effective in creating suppression by strafing.

20.2 Naval Combat
Naval combat in War in Spain 1936-39 is a bit like a game of its own. 
Ships will move individually in time frames of 1 second each. Shots fired 
will be traced for their vector and compared to the shape and size of the 
target. It is possible to hit your own ships with gunfire. With Fog of War 
not all enemy ships will be visible, and some may only be radar contacts. 
Non-combat task forces will try to disperse and flee, while escorts 
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run interference and engage the enemy task force. Fog, darkness, sea 
conditions and the lack of knowledge of minefields or other forces in the 
area can sometimes make an engagement difficult for the combat task 
force trying to attack a non-combat force. Combat task forces will try to 
engage each other in the most favorable fashion. If possible, they will try 
to cross the T, that is turn and fire broadsides at the front of the enemy 
column. If they cannot, they will try to assume the best position. The 
player should note that non-penetrating hit locations are displayed, and 
penetrating hits display a variety of messages, concerning the nature of 
the damage.

The damage model also takes into account the ships armor concept. 
Not all ships followed the full belt armor idea, and even those often had 
a small part on the bow or stern without any armor. This means that hit 
location is important. Even the most heavily armored battleship can be 
hit in unarmored locations, causing flooding from small caliber hits, but 
only cause minor system or engine damage. Unarmored compartments 
rarely contained anything of value. Flooding damage to unarmored 
compartments is also limited. It is usually impossible to sink a ship by 
only hitting unarmored compartments. Ships were designed to remain 
afloat with the buoyancy of the armored compartments alone.

20.3 Air-to-Air Combat
The cloud cover over the general target area is displayed. This affects the 
bombing accuracy and the ability of CAP to find the attacking aircraft. 
The message that the group is climbing to intercept means it is too low 
to engage any enemy aircraft. Interception can be made by airborne or 
scrambling aircraft. The game allows for early detection of raids by units 
in hexes along the approach leg. Fighters close to the raid’s path may 
intercept. Air combat can thus happen in several waves along hexes with 
opposition. Flak fire from hexes in the path may also happen but is not 
very likely due to the low effective radius of AA guns.
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Also, when attacking bombers far from their target, they will have to 
fly cruise speed during combat. Giving CAP a good advantage in speed 
difference. The higher the speed difference, the less effective defensive 
fire will be.

There is no gain in setting CAP to a very high altitude. In fact, 
operating in less than optimum MVR bands will reduce the percentage 
of aircraft airborne. Upon combat, all CAP aircraft will automatically try 
to gain favorable positions to attack intruders. Generally, the attackers 
altitude will be used for combat.

LRCAP works the same but suffers from travel time to/from the 
covered hex. Thus, the numbers active are normally much lower than 
those of local CAP. Drop tanks can help both CAP and LRCAP to have 
a better active aircraft percentage, as they need to refuel less frequently.

Each flight is broken into individual aircraft, and these are handled 
separately. Cloud cover, the range the attacking group has had to fly, 
the group leader’s characteristics, the relative altitude, and the aircraft 
characteristics, mainly speed and maneuverability help to determine 
the relative position and conditions under which the individual pilots 
operate.

When aircraft attack each other, the messages will identify the 
attacker and direction of attack. Aircraft with high effective MVR may 
“chase” an opponent and can fire on him until he escapes or out-turns 
the attacker. Even relatively weak armed aircraft can be a serious threat 
in the hands of an expert pilot. Faster aircraft will attempt to head 
away, often in a dive. Slower aircraft will have to out-turn the attacker. 
Outnumbering the enemy can also help a lot in escaping, as a chase is 
not possible if the attacker gets under attack himself.

Below the bomber formations is an arrival time, to be compared with 
the combat time displayed on top. Bombing runs can be made right 
under A2A combat.
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21. Appendices
21.1 Glossary of Game Abbreviations 
and Definitions
ASW 	 Anti-Submarine Warfare
CAP	 Combat Air Patrol
LRCAP	 Long Range Combat Air Patrol
DH	 Destination Hex
DL	 Detection Level
LCU	 Land Combat Unit(‘s)
TF	Task Force(‘s)
LC 	 Landing craft
KDYS 	 One KDYS (KiloYards) equals One Thousand 

Yards
AVS 	 Aviation Support Squads
MVR	 Maneuver
LBA 	 Land Based Air
Stevedore Squads	 These squads help in loading operations in ports. 

Civilian version of “Naval Support”. No re-arm 
bonus from these squads.

CAM Ships	 these are Cargo ships with a catapult for aircraft. 
Normally you cannot land back on the ship again. 
The aircraft either lands on a shore AF or is lost 
upon use.

Lighters	 Lighters are small craft (abstracted) that help to 
load/unload ships in port. Especially ships that 
cannot dock pierside and have to be loaded/
unloaded while being at anchor. Lighters are 
provided by Stevedores, sometimes by Naval 
support and depends on port size.
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21.2 Unit Name Translations
ARMY

Teatro de Operaciones	 Theater of Operations
Reg. Administrativas	 Administrative Regions (military areas)
Cuerpo de Ejercito	 Army Corps
Division de Infantería	 Infantry division
Division Asturiano	 Asturian Division
Division Vasca	 Basque Division
Division Montanesa	 Mountain Division
Brigada	 Brigade
Brig.de Infantería	 Infantry Brigade
Brigada Mixta	 Mixed Brigade
Brigada Guerrillera	 Guerrilla Brigade
Brigada Móvil	 Mobile Brigade
Brig. Internacional	 International Brigade
Brigada Blindada	 Armored Brigade
Brig.de Caballeria	 Calvary Brigade
Columna de Milicia	 Militia Column
Agrupación	 Group
Agrupacion Carros de C.	 MBT Group
Agrupacion de Mil.	 Militia Group
Grupo de Artilleria	 Artillery Group
Grupo Antitanque	 ATG group
Grupo de D.C.A.	 AA Group
Grupo Mixto de ART	 Mixed Artillery Group
Grupo de Asalto	 Assault Group
Gr.de Intendencia/Aut.	 Quartermaster Group
Grupo Mixto de Zapadores	 Mixed Engineers Group
Grupo de Morteros	 Mortar Group
Regimiento	 Regiment
Regimiento de Infant.	 Infantry Regiment
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Regimiento de Milicia	 Militia Regiment
Reg.de Caballeria	 Cavalry Regiment
Reg.de Ferrocarriles	 Railways Service Regiment
Sector de Milicia	 Militia Sector
Batallon	 Battalion
Batallon de Guarnicion	 Garrison Battalion
Batallon de Infantería	 Infantry Battalion
Batallon de R.I.	 Battalion of the Infantry Regiment...
Batallon de Milicia	 Militia Battalion
Batallon de Ferrocarriles	 Railways Service Battalion
Batallon de Montana	 Mountain Battalion
Batallon Carros de C.	 MBT Battalion
Batallon de Blindados	 Armored Cars Battalion
Bandera de Falange	 Falange Battalion
Tercio de Requetes	 Requetes Battalion
Bandera de Legion	 Legion Battalion (elite troops)
Tabor de Regulares	 Regulars Battalion (elite troops)
Batallon de Ametralladoras	 Machine Gun Battalion
Batallon Móvil	 Mobile Battalion
Batallon de Voluntarios	 Volunteer battalion
Batallon de Carabineros	 Border Police Battalion
Batallon de Trabajadores	 Workers Battalion
Batallon de Zapadores	 Sappers Battalion
Bat.Internacional de Inf.	 International Infantry Battalion
Tabor de Tiradores	 “Shooters” Battalion (Morocco elite troops)
Tabor de Mehal-la	 Mehal-la Battalion (Morocco infantry 

battalion)
Batallon de Cazadores	 Light Infantry Battalion
Batallon de ingenieros	 Engineer Battalion
Batería	 Battery
Bateria Antiaérea	 AAA battery
Bateria Antitanque	 Anti-Tank Gun battery
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Compania	 Company
Comp.de Intendancia	 Quartermaster company
Compania de Blindados	 Armored company
Comp. de Zapadores	 Sappers/Engineers company
Compania de Asalto	 Assault Company
Comp.de Tren/Servicios	 Transport Company
Compania de Milicia	 Militia Company
Bateria de Campana	 Field Battery
Comp.Zap.de Puentes	 Bridge engineer company
Compania de Requetes	 Requetes company
Centuria de Falange	 Company of the fascist party
Centuria	 Company (in anarchist or fascist militia)
Escuadron de Caballeria	 Cavalry Squadron
Requete Esc.de Caballeria	 Requete Cavalry Squadron
Tabor de Caballeria	 Cavalry Battalion (Morocco troops)
Seccion de Caballeria	 Cavalry section
Seccion Carros de C.	 MBT Section
Guarnicion	 Garrison
Hospital Militar	 Military Hospital
Servicio de Tren/Parque	 Transport Service

NAVY

Comandancia Naval	 Naval Command
Administ.de Puertos	 Port Administration
Servicios de Base Navales	 Naval Base Services
Brig.Inf.de Marina	 Marine Brigade
Batallon de Inf. Marina	 Marine Battalion
Compania de Inf. Marina	 Marine Company

Air Force

Grupo Aereo	 Air group
Escuadrilla	 Air squadron
Base de Aviación	 Air Base
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Aviacion Rgt	 Air Force Regiment
Batallon de Aviacion	 Air Force Battalion
Comp.Aviacion Base	 Air Force company Base

21.3 Rank Translations
Army

ALF alférez	 Ensign
TNT Teniente	 Lieutenant
CAP Capitan	 Captain
COM/MAY Comandante	 Major
  (nats) or Mayor (repubs)
TCOR Teniente Coronel	 Lieutenant Colonel
COR Coronel	 Colonel
GENB General de brigada	 Brigadier General
GEND General de división	 Major General
TGEN Teniente General	 Lieutenant General
GENAR Generalisimo	 Generalissimo

Navy

ALFN Alferez de Navío	 Ensign
TNTN Teniente de navío	 Lieutenant
CAPC Capitan de Corbeta	 Lieutenant commander
CAPF Capitan de Fragata	 Commander
CAPN Capitan de Navío	 Captain
CONT Contralmirante	 Rear Admiral
VICE Vicealmirante	 Vice Admiral
ALM Almirante	 Admiral

Air Force

ALF alférez	 Ensign
TNT Teniente	 Lieutenant
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CAP Capitan	 Captain
COM/MAY Comandante (nats) 	 Major
  or Mayor (repubs)
TCOR Teniente Coronel	 Lieutenant Colonel
COR Coronel	 Colonel
GENBA General Brigada aerea	 Brigadier General
GENDA General división aérea	 Major General
TGEN Teniente General	 Lieutenant General
GENAR Generalisimo	 Generalissimo

21.4 Ship Types Table

CODE SHIP TYPE NOTES

CVB Aircraft Carrier (Battle)

Variation of a CV. Primarily for the USN 
Midway Class. These CV’s will not be present 
in War in Spain 1936-39 and are shown for 
historical reasons.

CV Aircraft Carrier

Originally the designation for all aircraft 
carriers, But by the start of WWII this had 
evolved to indicate large, fast, fleet aircraft 
carriers. These CV’s will not be present in 
War in Spain 1936-39 and are shown for 
historical reasons.

CVL Light Aircraft Carrier

Smaller carriers capable of operating with 
the larger fleet carriers. These CVL’s will not 
be present in War in Spain 1936-39 and are 
shown for historical reasons.

CVE Escort Carrier
A small, slow Carrier for support use. These 
CVE’s will not be present in War in Spain 
1936-39 and are shown for historical reasons.

BB Battleship Large surface capital warships.

BC Battlecruiser A variation of Battleships that trade 
protection for speed.

CB Large Cruiser Large fast cruisers.

CA Heavy Cruiser Large cruisers. “Heavy” designation indicates 
guns larger than 6.1”.
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CL Light Cruiser Cruisers equipped with smaller guns. 
Generally, 5” to 6” guns for it main battery

CLAA Anti-Aircraft Cruiser
Cruisers specially adapted for anti-aircraft 
roles with AA guns as their primary 
weapons.

CS Floatplane Cruiser A large, faster ship specifically adapted to 
carry and operate float type aircraft.

DD Destroyer General purpose fleet escort, varying in size, 
speed and weapons.

DE Destroyer Escort
A variation of a destroyer with reduced 
speed. Used to escort slower combat TF’s and 
transports.

TB Torpedo Boat

Smaller version of destroyers that resulted 
from a clause in the Naval Limitation Treaty. 
Not as capable as destroyers but sometimes 
assigned the same roles.

E Escort
A foreign naval designation for warships 
that fall somewhere between Patrol craft and 
destroyer escort.

PG Patrol Gunboat
Smaller warships of several types. Varying 
from small coastal vessels to large ocean 
going warships.

PF Patrol Frigate A fast escort and patrol vessel.

KV Corvette Slower ocean going ASW escorts.

PC Patrol Craft A general purpose patrol ship of varying 
types. Mostly for ASW patrols.

PB Patrol Boat
Historically covering a wide range of ships 
from converted destroyers to modified 
fishing trawlers.

SC Sub Chaser Small, short ranged ASW ships.

PT Patrol Torpedo Boat Small fast craft armed with torpedoes and a 
few small guns.

MTB Motor Torpedo Boat Identical in usage to the PT Boats above.

MGB Motor Gun Boat Small boats, similar in size to PT Boats, but 
only armed with guns.

ML Motor Launch A British designation used similar to SC’s.

SS Submarine Submersible warships generally armed with 
torpedoes and a few deck guns.
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SST Transport Submarine

A submarine primarily used for supply 
transport or small infantry raids. Note that 
these submarines can only carry specialized 
troops such as commandos.

SSX Midget Submarine
Very small submersible submarine used to 
gather intel and attack warships in enemy 
ports.

SSM AI Minelaying 
Submarine Used for the AI to lay mines.

SSO Oiler Replenishment 
Sub

These are submarine oiler replenishment 
subs, (Cow) used to refuel submarines at sea.

AMC Armed Merchant 
Cruiser

An Auxiliary Escort Cruiser converted from 
a fast merchant ship (usually an ocean liner). 
Capable of performing escort roles and 
transporting troops and supplies.

CM Minelaying Cruiser
Larger and faster ships primarily used 
for offensive mine laying or operations in 
dangerous waters.

CMc Coastal Minelayer Smaller and slower ships primarily used for 
defensive minelaying.

DM Destroyer Minelayer A destroyer modified to lay mines.

DMS Destroyer Minesweeper A destroyer modified to sweep mines.

AM Minesweeper A small, usually purpose built, minesweeper

AS Submarine Tender An auxiliary used to tend submarines. Will 
rearm and assist in repairs.

AD Destroyer Tender An auxiliary used to tend destroyers. Will 
rearm and assist in repairs.

AV Floatplane Tender
An auxiliary used to tend float planes and 
flying boats. Differs significantly from a
CS in that it doesn’t operate

AVD Floatplane Tender 
Destroyer

A Destroyer modified to tend floatplanes. 
Retains Destroyer ASW capabilities.

AVP Floatplane Tender, 
Patrol

Smaller converted and purpose-built 
floatplane tenders.

AR Auxiliary Repair Ship An auxiliary used to repair other ships.

ARD Auxiliary Repair Dock A floating dry-dock used to repair damage 
below the waterline.
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AGP Torpedo Boat Tender A tender for PT type craft that is capable of 
repairs and rearming. Including torpedoes.

AG Miscellaneous Auxiliary

A general-purpose auxiliary with several 
uses. As a base ship can tend small craft 
preforming repair and rearming, not 
including torpedoes. Can also carry cargo in 
a cargo TF.

AO Oiler A ship specially equipped to carry fuel and to 
refuel other ships while underway or in port.

AE Ammunition Ship
A ship specially equipped to carry 
ammunition and to rearm other ships while 
underway.

AGC Command Ship

An auxiliary specially modified to carry 
Amphibious Headquarters units and to 
provide command and control during 
amphibious landings.

APA Attack Transport

A transport ship specially modified to land 
troops and equipment during amphibious 
landings. Carries a large number of landing 
craft and can unload at an accelerated rate 
during amphibious operations.

LSI(L) Landing Ship Infantry, 
Large

A British designation included for historical 
accuracy. Operates the same as an APA. See 
above.

LSI(M) Landing Ship Infantry, 
Medium

A British designation included for historical 
accuracy. Operates the same as an APA. See 
above.

LSI(S) Landing Ship Infantry, 
Small

A British designation included for historical 
accuracy. Operates the same as an APA. See 
above.

APD Destroyer Transport A destroyer specially modified to carry 
troops and light equipment.

AKA Attack Cargo Ship

A cargo ship specially modified to land 
equipment and supplies during amphibious 
operations. Carries a large number of landing 
craft and can unload at an accelerated rate 
during amphibious operations.
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LSD Landing Ship Dock

A special purpose landing ship with a 
floodable dock. This ship can load troops 
directly into landing craft prior to flooding. 
Also, it carries a large number of landing 
craft and can unload at an accelerated rate 
during amphibious operations.

LSV Landing Ship Vehicle

A specially adapted cargo ship designed to 
unload larger vehicles during an amphibious 
landing. Carries a large number of landing 
craft and can unload at an accelerated rate 
during amphibious operations.

AP Military Troop 
Transport

A ship specifically designed to transport 
troops. May also carry equipment and cargo.

AK Military Cargo Ship
A ship specifically designed to carry cargo, 
including military equipment, supplies and 
resources.

AKV Aircraft Transport

A ship specifically designed to carry aircraft 
as cargo. Aircraft carried on an AKV are not 
crated and therefore are not disabled when 
unloaded.

AKE Ammunition Transport

A ship specifically adapted to carry 
ammunition but cannot preform underway 
replenishment. Can rearm other ships when 
they are anchored at the same location. Can 
also transfer cargo to AE ships when docked 
in port.

AKL Light Cargo Ship Other than size and range, similar to AK 
type ships.

TK Tanker

A ship specifically adapted to carry fuel 
or oil as cargo. Cannot perform underway 
replenishment but can refuel other ships 
when anchored in the same port.

LST Landing Ship, Tank
A large slow ship designed to beach and land 
tanks and other military equipment directly 
onto shore.

LCI Landing Craft, Infantry A beaching craft specifically designed to land 
infantry directly onto shore.

LCI(G) Landing Craft, Infantry 
(Gun)

An LCI modified to provide gunfire support 
during landings.

LCI(M) Landing Craft, Infantry 
(Mortar)

An LCI modified to provide mortar support 
during landings.



– 415 –

LCI(R) Landing Craft, Infantry 
(Rocket)

An LCI modified to provide rocket support 
during landings.

LSM Landing Ship, Medium A general-purpose beaching craft for landing 
troops and miliary equipment.

LCT Landing Craft, Tank A beaching craft capable of landing one or 
two tanks directly onto shore.

LB Landing Barge General purpose landing barges of various 
types.

LCVP Landing Craft, Vehicle 
and Personnel

A small beaching craft capable of landing 
a single vehicle or a small troop formation 
directly onto the shore.

LCS(L) Landing Craft, Support 
(Large)

A craft modified to provide close inshore 
support of amphibious landings.

YO District Oiler Identical function to a Tanker but has shorter 
range and capacity.

SA Sailing Ship Represents sailing ships of all types which 
can move men and material.

ACM Minefield Tender

Small minefield servicing craft designed to 
repair and update defensive minefields. The 
presence of these craft will prevent the decay 
of a portion of the minefield.

YMS District Minesweeper A small general-purpose minesweeper.

YP District Patrol Craft A small general purpose patrol craft.

HDML Harbor Defense Motor 
Launch A variation of the YP.

AMc Coastal Minesweeper A small local general-purpose minesweeper.

APc Coastal Transport A small local service troop transport used for 
movement between islands and coastal areas.

xAP Transport Civilian passenger ships used to move troops 
from base to base.

xAPc Coastal Transport Small civilian ship used for movement 
between islands and coastal areas.

xAK Cargo Ship
Civilian cargo ships used for moving military 
equipment, supplies and resources from port 
to port.

xAKL Cargo Ship, Light A smaller, shorter ranged, civilian cargo ship, 
used in the same fashion as a xAK.
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AH Hospital Ship

Works by having medical squads in the ship 
TOE at slot 19. When disbanded in a port, 
these medical squads are added to those that 
work in the base. This means that LCU’s in 
that hex will heal disabled squads faster.

BM Coastal BB/Monitor

A class of a relatively small warship that is 
lightly armored and often equipped with 
disproportionately large guns. Used for 
coastal warfare.

ACR Armored Cruiser
This ship has the capability of defeating most 
ships but is fast enough to get away from 
more powerful ships like battleships.

AC Coal Collier Support 
Ship

A bulk cargo ship used for underway 
replenishment of coal to coal fired ships.

PR River Gunboat
A small river craft designed to operate in 
rivers. Equipped with small caliber cannons 
or a mix of cannons and machine guns.

CP Protected Cruiser
Cruisers that are typically lighter in 
displacement and mount fewer, lighter guns 
than larger armored cruisers.

C Cruiser
Post WW1 cruisers which are typically 
smaller than battleships but larger than a 
destroyer.

BBc Coastal Defense 
Battleship

Warships built for the purpose of coastal 
defense. They were small, often cruiser sized 
warships that sacrificed speed and range for 
armor and armaments.

21.5 Updating an On-going PBEM Game 
with a New EXE.
Upgrading the exe version in a running PBEM game will happen on 
occasion. Going to a new exe is done by having the Nationalist side run 
the PBEM turn with the new exe. Then giving orders and sending the 
turn to Republican side and have them execute the PBEM turn using 
the new exe. Basically, both are going to the new exe version after the 
Republican side issues orders for the turn and sends the save to the 
Nationalist player.
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For WEGO mode the new exe is to be used by the Nationalist player 
before running the current WEGO turn.

This is the same for Master and slave players. The master runs the 
turn with the new exe. Then the player sends out his 2 saves (replay 
+ new orders) and the slave players are to use the new exe to run the 
replay save.

21.6 Hotkeys
The most used Menu Bar buttons have associated hotkeys which can be 
pressed instead of clicking on the button. Some game actions and visual 
display selections also have an associated hotkey. Most of these hotkeys 
are used on the Main Map Display during the Orders Phase to access 
first tier information screens.

When the Overview Report for Nations Screen (ORNS) is opened, 
the following Hotkeys will toggle many sub screens, second tier 
information:

[1]	 Recall Destroyed LCU’s
[2]	 Commerce Actions
[3]	 Politics
[4]	 Pilot Replacement
[5]	 Sunk Ships
[6]	 Ship Availability
[7]	 Group Reinforcement Schedule
[8]	 LCU Reinforcement Schedule
[9]	 Device Pool
[0]	 Research and Development
[F1] 	 Aircraft Production Pool
[F2] 	 Aircraft Lost
[F3]	 Turn Summary
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The following hotkeys will open many screens from the main map display:

[1]	 Save/Load Screen
[2]	 Preferences Screen
[3]	 Aircraft/Weapon Database
[4]	 Ship/Weapon Database
[5]	 Intelligence Screen per Nation
[6]	 Global Base List
[7]	 Land Based Air Groups Screen
[8]	 Ship Based Air Groups Screen
[9]	 Global LCU Screen
[0] 	 Toggle Strategic Map On/Off
[F1] 	 Global Ship List
[F2] 	 Global TF List
[F3] 	 Global Industry Screen
[F4] 	 Status Reports
[F5] 	 Combat Reports
[F6] 	 Operations Reports
[F7] 	 Signal Intelligence Reports
[F8] 	 Weather Forecast for Selected Hex
[A]	 Shows Airfield Data on Map
[B]	 Base Name Visibility (No Name/Big Bases/All Bases)
[D]	 Terrain Description for Selected Hex
[E]	 Shows Patrol Zones of all Task Forces on Map
[G]	 Hex Grid Display On/Off
[H]	 Shows Detailed Air Group Information on Map
[M]	 Magnify Area under Cursor
[N]	 Shows Hex Grid Coordinates in Various Colors
[O]	 Shows TF’s as Large Icons on Map
[P]	 Shows AAR Icons on Map. Mouseover Will Show 

Combat Reports. The mouse wheel and left/right 
arrows will show the next page of AAR reports. Also, 
Scrolling the text for longer reports works by up/down 
arrows and page up/down while in the AAR report.
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[Q]	 Opens the Quit Game Dialog
[R]	 Road/Railroad Display On/Off
[S]	 Hex side Data Display
[T]	 Next Game Turn
[U]	 Shows Detailed LCU Information on Main Map
[V]	 Shows the Distance from Currently Selected Hex to 

Cursor Position
[W]	 Hex Border Ownership Display On/Off
[X]	 Shows Detailed Information for Anchored Ships on Map
[Y]	 Shows Detailed Industry Information on Map
[Z]	 Shows Graphical Information Options
[SHIFT] + [U] 	 Shows a low detail Land Combat Information Overlay.
[SHIFT] + [W]	 Shows the Land Combat Information Overlay.
[I], [J], [K], [L] 	Moves the Game Map in Windowed Mode
[Esc} 	 Skip Combat/Exit Game Windows and Screens
[Space Bar]	 Toggles between Sidebar and Windowed List Mode
[PgUp/PgDn] 	 Zoom In/Out of Game Map (And Tactical Map in 

Naval Combat)
[Num Pad +/-] 	 Start/Stop Time During Combat (For Systems Without 

a Number Pad, The Corresponding Normal Keys for + 
and – will work.

In Single Player Mode (vs the AI) during naval combat the following 
Hotkey(s) are available:

[F1] 	 Takes you to the Save/Load Screen
Special Hotkeys:	Use Num Pad 0 to 9 to jump to a preset location on the 

game map. Use CTRL + 0 to 9 to save a location into those 
presets. For systems without a Num Pad, use LEFT ALT + 
0 to 9 to jump to a location on the game map and CTRL + 
LEFT ALT + 0 to 9 to save a location into the presets.

Note: If set, location 0 will be used for the default starting location 
when loading a game.
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22. Designers Notes

Project Lead – Joe Wilkerson

A little about me. I was the project lead on the War in the Pacific – 
Admiral’s Edition project as well and since that project completed, I 
wanted to do more games with a new engine. We started on that 3 times 
but never had enough momentum to push it through to completion. 
People were getting married, having kids, doing all sorts of distracting 
things :)

But then in 2018, Alessandro appeared and started asking me 
questions – and I answered. After a few months we were talking about 
working together. He had an “almost finished” clone of AE and while 
it didn’t include key design elements I wanted for “new game” – it was 
flexible enough to be way better than twiddling my thumbs!

So, we agreed to work together, build a team and make some games.
We started on a different game besides WIS. And the first thing I 

did was bring in two experienced testers Brady and Brian to shake out 
Alessandro’s “new engine” so we had a real solid idea of where we stood. 
Brian also became our manual guy and started working on the manual 
immediately. We didn’t want to wait until the end of the project and go 
“Oh yeah, somebody needs to write the manual” :D

Gradually in 2019 we built up the team ... all living members of the 
AE team were invited ... a few joined ... a few more visited ... and a few 
others said they’d be coming when they could.

We have 5 AE team members now, which is about half the “core” 
team for WIS.

We continued to work on a game that wasn’t WIS, until about 2022, 
when one team member got a wild idea and asked if he could work 
on a Spanish Civil War game – thinking we could “knock that one out 
quickly. Doing a game on that war happened to be on my “bucket list”. 



– 421 –

It starts like a “mess” without front lines – and that makes it “different” 
and I figured it would be a good challenge for the AI !

So, we did ... and we brought in some new subject matter experts to 
help, including a Spanish historian/librarian who we couldn’t have done 
it without. By about mid-2024 I was playing the game and thinking – 
this finally feels like a game – this is working – I think we’re ready to get 
on track to push this one out. So, I talked with Matrix, and they took 
a look and agreed. And we started down the path of getting the game 
finished.

The biggest area I was directly involved in was the AI. And I’m 
specifically referring to the “Tactical Land AI”. It was good at attacking, 
but not so good at defending, especially against enemy breakthroughs. 
So, I had Alessandro read General Raus’ book “German Defense 
Against Soviet Breakthroughs” to get his head into the mode of thinking 
like I do about AI ... and that is “attack enemy logistics – and defend 
friendly logistics”. After three major efforts (with many subcycles of 
“test and correct – test and correct – test and correct”. We got there. 
I was actually surprised it was so “easy” ... it only took a few thousand 
hours of effort on the part of the test team and Alessandro to get it to 
work. We drew diagrams and wrote pages of ideas about how to solve 
the various subproblems and each major effort cycle brought a major 
improvement. We’ll never get done with improving the AI, but at this 
point I can honestly say, this is the best computer wargame AI I’ve ever 
played against ... and that’s most of them!

Of course, the data team was researching the data and building the 
devices and units for air, land and sea ... and the functional leads came 
in and reviewed everything to make sure it would be consistent across 
all games of the series. And the internal test team, tested and tested and 
tested and many bugs were fixed and probably too many enhancements 
were added ... but people like to see their ideas get into the game. One 
of my biggest chores is to say “No No No” because in truth, good ideas 
never end – and a key role of project management is to manage scope, 
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stop scope creep and even chop scope to ensure we hit our date goals. If 
we don’t have data goals, the enhancements will never end, and the game 
will never be released. I’m a project manager in my day job and learned 
all that stuff over the eons and put it into practice with this game too.

There have been a number of games on the Spanish Civil War over 
the years – but I think ours takes the cake in terms of detail. Hex size 
5 (nautical) miles, land units at division, brigade, battalion level with 
lots of companies running around as well. Individual planes and ships. 
Much more detailed logistics than AE.

And perhaps the most important measure is “it’s fun to play” ... and 
for me that’s important since unlike WITP/AE where I’ve been studying 
that war since I knew I existed (my father served in it and my mother 
lived through it) ... I’m not steeped in the history of the Spanish Civil 
War ... but the game is fun to play so keeps my interest!

And last but not least, keep in mind, we designed this engine to 
support a series of games .. We have 50ish titles on our wish list. Not 
sure how many we’ll be able to do, but now that the engine is “mostly 
done” (it will never be totally done) we hope to be able to make new 
titles faster.

So, enjoy War in Spain 1936-39 and stay tuned for more – thanks for 
reading!!!
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24. Piteas’s Historical 
Stories and Information

Memories of a republican T-26 tank crewman in the Battle of the Ebro:

We noticed the black pennant of our infantry’s extreme advance flying 
near a rock where a nationalist truck was smoking, surrounded by 
corpses; the wounded enemies had been finished off.

 With great determination, Lieutenant Abaunza shouted a vibrant 
“Let’s go after them!” We hadn’t gone more than 400 meters when we 
spotted, in front of us, four moors trying to position a german 45mm 
“Pack” anti-tank gun, pulled by two mules. Each vehicle fired twice, and 
in a brief burst of fire, everything was pulverized. For a moment, we 
wondered... Where were all their comrades? They had climbed a slope 
to our left and were now coming back down in a pack, armed with 
machine guns and canisters of flammable liquid. Our turrets turned a 
quarter turn, and we opened fire on the mass. Two or three shots each 
to make them hesitate, followed by bursts of 7.62mm rounds to chip 
them away on the slope. About twenty of them fell, but the rest weren’t 
discouraged and plunged into the ravine, where they were out of range. 
It’s a shame a third tank didn’t arrive at the precise moment behind us. 
The angle of the left turn would have given it the chance to annihilate all 
the occupants of the ravine.

We fired relentlessly with the 7.62 mm machine gun towards the left 
edge, but we soon smelled the smoke from the burning engine and we 
were immobilized. There was no other option but to wait for the BA 6 
autocannons, which couldn’t be long in coming, given the inferno we 
had unleashed.

Shouting wildly with joy, the moors pounded on the armor with the 
barrels of their rifles while we pretended to be dead. The same tactic was 
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used on the second tank, which was immobilized like us. Fortunately for 
us, they had no mines. Then their shouts ceased, and they tried to break 
the 30-centimeter-thick, unbreakable glass used by the tank commander 
and the driver. We just had to wait, but in the afternoon, the heat had 
become unbearable, and our water supply was down to one liter each. At 
three o´clock, the moors started shouting again, but this time they were 
screaming with terror. A mechanized column was arriving and opened 
fire with all its guns. It was the signal to flee. We were able to fire again 
as they retreated. Two BA 6 self-propelled guns extended their 45mm 
howitzer fire and their 7.62mm machine gun burst to drive them off. In 
a flash, the moors had all disappeared. We abandoned our immobilized 
tanks and moved forward, riding in a BA6, until we reached the vicinity 
of Gandesa... That’s where hell began.

* * *

The best Spanish pilot in the War in Spain 1936-39, with 511 war services 
and 40 downed planes is Joaquín García-Morato Castaños.

Born in Melilla in 1904, Joaquín García-Morato Castaños, or simply 
Morato, entered the Toledo Infantry Academy when he was sixteen years 
old and with the rank of second lieutenant was assigned to Morocco, the 
country where his father died in war action in 1924.

He soon became passionate about airplanes, and he requested to take 
a pilot course, after which he joined the Melilla Group, thus taking part 
in numerous actions in the war against Morocco. In 1931 he became a 
teacher at the Alcalá de Henares Pilot School.

In 1935 he was promoted to captain and assigned to teach at the 
Flight and Combat School, publishing 2 books: “Flight without external 
visibility” and “Aerial Acrobatics”.

As an expert aerobatic pilot, he was frequently invited to participate 
in aeronautical competitions and festivals. While visiting England in a 
competition, on July 18, 1936, he was surprised by the Coup d’état. So he 
returning to Spain and joining the rebel army, at the beginning of August. 
He went on to carry out hunting missions on the Andalusian Front.
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In September he began flying the Fiat CR.32, the plane with which 
he would fly during the rest of the war, achieving his 5th victory on 
September 11, being the first Spanish pilot to achieve 5 kills. He 
continued to shoot down enemy aircraft over the following months.

In December 1936, he created the Blue Patrol, having exclusive access 
to 3 Fiat CR.32, being able to operate autonomously together with the 
pilots Narciso Bermúdez de Castro and Julio Salvador Díaz-Benjumea. 
They settled in Córdoba. His plane, the “351” would become famous in 
the Andalusian skies.

 On January 3, 1937, Morato carried out the greatest aerial feat to 
date, the downing in a single battle of two fast twin-engine Tupolev 
SB-2, nicknamed Katiuskas in Spain. They had been bombing Córdoba 
again and again, and its inhabitants spent a lot of time in shelters and 
basements; Morato studied the time, altitude and direction at which they 
were operating, and placed himself on guard at 5,000 meters of altitude, 
higher than the one they used. As soon as he saw the two twin-engine 
planes approaching Córdoba, he began shooting at them and set one of 
them on fire, which he followed until near the Andújar airfield, where it 
crashed. At this moment the other twin engine aircraft appeared on his 
tail and fired at him with its bow machine guns, without knowing the 
ability of its enemy; Morato veered quickly underneath and was lucky 
enough to hit the Katiuska in a vital spot, which fell in an open spiral 
and crashed to the ground two kilometers from the previous one.

In February 1937, in the middle of the Battle of Jarama, the Italian 
fighters refused to escort the rebel bombing groups, (equipped with Ju-
52), behind the republican lines, due to the many casualties they were 
suffering at the hands of the soviet pilots and their modern “Mosca” 
fighter planes.

Morato was called to Salamanca by the head of the nationalist air 
force, General Alfredo Kindelan, who ordered him to join an Italian 
fighter squadron with his patrol to protect the Nationalist bombers.
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On February 18, 1937, escorting 21 Ju-52 bombers, the Italian 
fighters, upon reaching the front line, refused to protect the bombers 
over territory outside nationalist control.

Despite not being escorted, the bombers continued the flight and 
after passing the front line they were attacked by more than 30 fighters 
of the republican air force.

Morato launched himself with his Blue Patrol (he and his two 
friends) to protect their bombers, getting between the enemy fighters. 
According to his testimony, he saw nothing, above and below, to the 
right and left, but enemy aircraft and he was then convinced that this 
was the last battle in which he would take part. But after a few minutes 
of uncertainty combat and seeing the predicament that the national 
fighters were in, the Italian pilot, Captain Nobile, disobeyed the order 
not to cross the front line and went to their aid, being followed by the 
rest of the Italian squadron. For this action, Morato would be rewarded 
by the nationalists with the highest military decoration: the Laureate 
Cross of San Fernando.

He returned to the south on March 24 and at the beginning of April 
received more Fiat aircraft, which allowed him to elevate his patrol, on 
the 4th, to squadron status.

Thanks to a new shipment from Fiat, the 2nd He-51 squadron 
(captain Salas) was able to be equipped with these fighters, which had 
a memorable performance on the Teruel front. So, this squadron was 
accepted by Morato as the 2nd Fiat squadron (2E3). Together, both 
units gave rise to the “Morato Group” (2G3) on May 4.

During the following months, the Morato group or 2G3 would fight 
on different fronts and Morato would score more kills.

On September 9, 1937, he handed over command of 2G3 to Captain 
Salas and went on to carry out a two-month commission in Italy 
(September 14 to November 21). Upon his return to Spain, he became 
chief of Operations of the Hispanic Air Brigade; Despite this, he did 
not stop flying and from December to June he did an average of eleven 
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monthly war services, most of them in his “3-51” (Fiat C.32), but also 
in all types of aircraft.

At the end of the battle of Teruel, on February 21, 1938, his friend 
Carlos de Haya lost his life in combat, leaving his body in enemy 
territory. Haya was an officer of the Quartermaster Corps, to which 
two of the main heads of the Republican Air Force, Ignacio Hidalgo de 
Cisneros and Antonio Camacho, also belonged to.

Morato addressed his men in the following letter: “On the Teruel 
front, in the vicinity of the port of Escandón, Captain Haya has fallen 
in combat. I am not addressing yesterday’s friends or today’s enemies; 
I do it to you, precisely, because you are companions in arms of the 
deceased. His wife requests his body. I make your request my own, and 
if one day we meet in the air, before starting the fight I will greet you in 
recognition. The commander of the National Air Force, Joaquín García 
Morato.” Morato himself took this letter to the Almuriente airfield, over 
which he drove his “3-51” almost at ground level, on the center of which 
he dropped it. Sadly, he received no response.

A few days later, on March 12, 1938, when Morato was flying alone 
over the front, he encountered a formation of 2G3, which automatically 
handed over command to him. Near Híjar, a town that the national 
vanguards were approaching, he fought against twenty I-15s, two of 
which were shot down by him (victories 29 and 30).

On June 25, flying only from the front, on a recon mission, he 
surprised a large air formation of up to 50 aircraft, including

“Natachas” and fighters; he attacked the bombers, without the 
fighters noticing, when the anti-aircraft artillery began to fire as well.

Two of the Natachas were shot down.
On December 22, the offensive in Catalonia began and on the 24th, 

going to the front of 3G3, he surprised and destroyed a squadron of 
Natachas, of which he himself shot down three (victories 37, 38 and 39).

At the end of 1938 he was appointed head of the Fighter Squadron, 
which included the Fiat 2G3 and 3G3 groups and a new one in formation, 
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the mixed group 5G5. In this new position he obtained his 40th aerial 
victory, over an I-15, on January 19, 1939.

On February 21 and 22 he led the air parades over Barcelona and 
Tarragona, on February 23 he was awarded the collective Military 
Medals of groups 2G3 and 3G3, and on the 28th of that month he 
moved the squadron HQ to Salamanca.

Here he tested the new Messerschmitt Me 109 fighters assigned to 
5G5 and on March 10, 11 and 12 he carried out his first war services 
with this type of aircraft. He ended his war action on March 28, 1939, 
with air protection over the Ocaña-Aranjuez front, at the head of group 
3G3.

Three days after the end of the Spanish Civil War, on April 4, 1939, 
Joaquín García-Morato died as a result of an accident while giving an 
exhibition for the making of a war film in Toledo with his famous plane 
“3-51”. A sad end for the great Spanish ace who dominated the skies 
during the Civil War. He was 35 years old.

After he died, Franco granted him the title of “Count of Jarama.” 
Now he is a soul with a noble title.

* * *

Frank G. Tinker, the American ace in War in Spain 1936-39

Little known are the exploits of 
the american pilots who fought 
in the Air Force of Republican 
Spain against the best that 
Franco, Mussolini and Hitler 
sent into combat. One of them 
was Frank Glasgow Tinker. 
He was the first american to 
shoot down a Messerschmitt 
Bf 109 and most likely the 
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only american pilot who was commanded, in combat, by a Russian and 
commanded Russians as a lieutenant of the Republic of Spain.

He was born in the southern United States, precisely in the state of 
Louisiana on July 14, 1909. He joined the navy as a reconnaissance pilot, 
but his commission ended due to insubordination. When the Civil War 
began he secretly requested to be transferred to Spain via the Mexican 
embassy and arrived in Valencia via France. He joined the Spanish Air 
Force under the alias Francisco Gomes Trejo (note that the initials 
correspond to the F.G.T.’s real name).

In his contract, $1,500 per month of combat and a bonus of another 
$1,000 per plane shot down. From January 7 to July 29, 1937, Frank 
Tinker flew a total of 191.20 hours and shot down a total of 8 enemy 
aircraft.

On January 23, he was assigned to a fighter unit, the 1st “Chatos� 
Squadron led by Andrés García La Calle and which used the Soviet 
Polikarpov I-15 “Chato” biplanes. Captain LaCalle’s Chatos squadron 
consisted of 25 aircraft, divided into 6 groups of 4 members each 
(theoretically). One of these groups was called the ‘Patrulla Americana’ 
(American Patrol). It was made up of three north american pilots: 
Harold Evans Dahl, Jim Allison and Frank Tinker.

Franks first kill was an Italian Fiat CR 32. During a second mission 
six days later, he flew as an escort for bombers and shot down another 
one. On April 17, while patrolling the Teruel front, he shot down a 
Heinkel 51 of the Condor Legion.

As soon as he finished the flights, he didn’t waste a minute. 
Whenever he could, he went to the Florida Hotel, where the entire 
colony of american reporters was staying in. There he drank and talked, 
listened to music and enjoyed his Spanish admirers, some of whom were 
jealously concerned that he did not send his entire mercenary salary to 
his mother in the United States.

Tinker was later assigned to the Soviet Fly Squadron (I-16s) 
commanded by Captain Ivan A. Lakeev. On June 2, Tinker shot down 
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another Italian Fiat CR 32. On June 16 he again destroyed another CR 
32 and on July 12 Tinker became the first american to shoot down a 
Messerschmitt BF 109. This BF-109B-2 (‘Bertha’) WNR 6-4 was of 
the Condor Legion, and it was piloted by Uffz Guido Honess of 2./J88 
squadron, who until that day had recorded 3 victories against Russian 
bombers. Honess fell to the ground from 2500 meters and died. Some 
of the pieces of his plane are in the Condor Legion Museum in Leon, 
Spain.

Tinker recorded his seventh victory five days later when he shot 
down another Messerschmitt BF 109 during an escort mission. Tinker’s 
last shootdown was on July 18 and consisted of an Italian Fiat CR 32 
during an escort mission.

The American “ace” was exhausted. The alarms, the very tough 
combats, the dead companions and the almost two hundred hours of 
flight that he had accumulated in less than six months weighed heavily 
on him. On July 29, after completing five hours of fighting over Madrid, 
he asked to terminate his contract with the Republic to return to the 
United States.

Upon his arrival in New York City, Tinker’s passport was confiscated 
by the State Department. A virtual prisoner in his own country, Tinker 
moved to Arkansas and wrote a wartime memoir entitled “Some Still 
Live”, which was subsequently published in the U.S., England, and 
Sweden. Selections of his book were serialized in The Saturday Evening 
Post. With this testament behind him, Frank grew bored and wanted to 
return to Spain. His way was blocked, however, because of his earlier 
violation of America’s neutrality laws. He briefly considered a stint with 
the Flying Tigers in China but instead succumbed to depression and 
alcoholism.

When Franco announced his victory in April 1939, Tinker decided 
to end his life a few weeks later, unable to accept the fact.

His close friend E. Hemingway mourned his death: “Was sorry I did 
not see Frank Tinker before he took such a drastic step. I have argued 



– 432 –

with myself so often that I think I could have kicked the idea out of his 
head. He was a good fellow; very brave and a truly fine flyer.”

20 years later, Tinker was recognized in the United States as a 
gentleman freedom fighter.

* * *

A short and exemplary story of the Spanish Civil War, For your eyes only:

The Nabarra

Pressed by the needs of the war, the Basque government organized a 
flotilla with the resources at its disposal. It transformed four codfish 
boats into “bous” (armed vessels). One of them was launched in 1928 as 
the ‘Vendaval’ and later became the ‘Nabarra’.

On March 5, 1937, the Nabarra was part of a convoy of four boats 
that was to head out to sea to accompany the merchant ship ‘Galdames’, 
which had left the French port of Bayonne with various supplies.

The flotilla faced two dangers: heavy seas, which dispersed it, and 
the heavy cruiser “Canarias,” sent to reinforce the maritime siege of the 
northern front and conceived to be the pride of the republican Navy. but 
in rebel hands it became a formidable weapon against them.

The other “bous” shied away from the battle and, although battered, 
managed to escape. The “Galdames”, one of the codfish boats, raised the 
white flag and surrendered. But the “Nabarra,” under the command of 
captain Enrique Moreno (30 old), overcame the difference in strength 
and fought in the middle of a strong swell, a grey sky, wind and showers.

It was one of the most unequal naval battles in history. A codfisher 
with a 47 mm cannon on the bow and a 52 mm cannon on the stern 
against a heavy cruiser with eight 203 mm cannons, eight 120 mm 
cannons, and twelve torpedo tubes.

Pulling in as close as possible, taking advantage of the strong waves, 
the humble codfisher managed to land a few cannon shots on the 
cruiser’s port bow and others that hit its masts and antennas.
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For an hour, maneuvering through the waves, the Nabarra sustained 
fire in a manner that the enemy themselves, the Canarias’s commander 
and firing director, would later describe in their reports as “effective and 
admirable”. Finally, a direct hit landed on the Nabarra’s bridge, killing the 
helmsman and second officer. Another 203-millimeter shell struck the 
engine room and killed everyone there. Now without control, although 
firing incessantly, the codfisher took further enemy cannon fire.

Finally, seeing the impossibility of continuing the battle, its 
commander Moreno ordered the survivors to try to save themselves, 
remaining on board with the first officer until the ship exploded and 
sank. Only 20 of the 49 crew members managed to reach the lifeboats. 
The rest, including the captain, disappeared at sea. The cook, Pedro 
Elguezábal, also died with them. As they were sinking, encouraged by a 
bottle of cognac, he showed the Canarias a knife from the side, shouting: 
“Come if you have balls, bastards.”

The 20 survivors of the Nabarra were sentenced to death after landing 
and imprisonment. However, the sentence was not carried out thanks to 
the efforts of the Canarias’ commander and especially the tenacity of 
his second in command, lieutenant commander Manuel Calderón, who 
went so far as to request an interview with general Franco, in which 
he argued: “Those men are heroes and heroes deserve to live.” He so 
repeatedly praised the courage of those 20 sailors that, to get rid of him, 
Franco finally granted them pardon and their immediate release. “Get 
them out of jail,” were his exact words. “And then invite them to eat 
squid. But pay out of your own pocket.”

Manuel Calderón continued to care for the survivors of the Nabarra 
for the rest of his life. He found work for some, and protected everyone 
from reprisals.

Proof that the men of the Nabarra professed loyalty and appreciation 
for him is that when Calderón, single and childless, died in 1979 in a 
nursing home, his former enemies made him godfather to thirty-two 
children and grandchildren.
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Ten famous weapons that debuted in the Spanish Civil War

	§ Polikarpov I-15: Nicknamed El Chato (The Flat) because of its 
flat nose. This soviet aircraft arrived in Spain as a prodigy of speed 
and height (it could fly between 300 and 450 meters above Italian 
and Spanish aircraft). It has been on the republican side since 
the first moments of the conflict and is used as a fighter, to strafe 
ground positions and to protect convoys.

	§ Polikarpov I-16: Nicknamed La Mosca (the Fly) because of its 
motor noise. Capable of reaching great speed and height, it is 
one of the first monoplane aircraft, a novelty in the aeronautical 
field. It also arrived at the beginning of the war and was used as 
a fighter throughout the war, where it participated in battles such 
as Brunete or the Ebro. From the tests in Spain with the I-16, 
the Soviet Union created a combat aircraft that it will use during 
World War II.

	§ Messerschmitt BF-109: Nicknamed El Meser. It arrives with the 
Germans of the Condor Legion, who jealously guarded their most 
sophisticated aircraft for their pilots. It is one of the first modern 
fighters and arrives to combat the I-15 and I-16 of the republican 
side. At the beginning of 1937 it managed to match these planes 
in speed, although not in height. It was used to attack ground 
positions and protect bombers. During the Spanish conflict it was 
greatly improved, and its subsequent versions would be the core 
of the German fighter force in World War II.

	§ Heinkel He 111: Nicknamed Pedro (its code name). The He 111 
is already a modern bomber. It has a capacity to carry bombs in 
much higher numbers than bombers of the time and has two 
engines and has sophisticated engineering for aircraft of the time. 
It has optical sights that improve aiming and is the first German 
aircraft to have a radio to communicate with the ground. It was 
perfected in the War in Spain 1936-39 and would later carry out 
some of the most destructive bombings of the Second World War, 
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such as those bombings of Coventry and London. In Spain it was 
used to bomb cities and industrial complexes. In the bombing of 
Guernica, a raid was carried out only with this type of aircraft to 
better study the effects they caused.

	§ Tupolev ANT-40: The Soviet Aircraft always had nicknames. This 
one was Katiuska. It is the first soviet high-speed bomber with 
high bomb-carrying capacity. It was used in bombings against the 
civilian population, such as that of Cabra (Córdoba), frequently 
described as the equivalent of Guernica on the opposing side. It 
would evolve and the Soviet Union would use it in World War II, 
being decisive in important battles, such as Stalingrad.

	§ Stuka (Junker Ju 87): Curiously... Not nicknamed. One of its kind 
with such precision and speed had never been seen before. This 
type of aircraft was launched towards the target and dropped the 
bomb with greater aim and closer to the ground than traditional 
bombers. It premiered in Spain, although very few arrived: these 
would participate in the Battle of Teruel or the advance towards 
Bilbao. With some modifications, it will be the most representative 
aircraft of the Germans in World War II.

	§ T-26: Nicknamed Ruso (Russian) It is the first modern tank. 
There are two aspects that stand out above other tanks of the time. 
It has a 37mm cannon, while the rest of these machines only had 
machine guns. The second aspect is a medium wave radio that 
every fourth T-26 carried, to transmit and receive orders from 
the command post. They were so sophisticated that, according to 
some sources, the nationalists offered a reward of 3,000 pesetas to 
anyone who captured one of these tanks. The T-26 stood out in 
the Battle of Brunete and then in the Ebro. With the experience 
they obtained, the Soviets designed the T-34 tank, which would 
be their main weapon in World War II.

	§ Panzer I: Nicknamed Negrillo (the little black). The Germans 
realize that their tank needs a cannon and modify the design of 
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the Panzer I to include it. This tank participated in the Battle of 
Jarama, Brunete and also in the Ebro.

	§ 88 Flak: Nicknamed Flaco (skinny). It is a German made 
anti-aircraft cannon, the first rapid-fire gun that has an 
electromechanical direction of fire to more reliably predict the 
trajectory of the projectile. In Spain it was used in the air bases of 
the Condor Legion and, based on these tests, it was modified to 
improve the cannon and the direction of fire. In World War II it 
will be the German antiaircraft weapon par excellence.

	§ Do 17: nicknamed Bacalao (cod). They were sent in the spring 
of 1937 to the Condor Legion and replaced the Heinkel He 70F-
2, which passed into the hands of the Spanish. The new planes 
demonstrate their ability to evade the republican fighters in terms 
of speed and the Do 17E-1 bombers begin to arrive, 20 in number, 
according to some authors, are integrated into the bombing 
squadrons of the Condor Legion.

	§ Trubia Tanks (Made in Spain): Why didn’t Spain build tanks? 
It was a country that built cars, trucks, cannons, and even 
submarines. Of course, most were foreign models modified 
with permission, but they were built in Spanish factories and 
shipyards. Why not a tank? Well... Spain wanted to build a tank 
since the 1920s. There were several projects, but it wasn’t until 
the 1930s that the republican government decided on a light 
tank, appropriate for the Spanish terrain... and they created this 
monster, the Trubia:
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But when the war began, in the metal factories of Bilbao, they decided 
to improve it. They created this little monster...

Below is the “Trubia Naval” model which has 2 guns.

The production was higher, as you can see….
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Here’s a Trubia Naval being tested. In the background, the Bilbao 
factories.

In August 1936, Captain Ignacio Cuartero arrived in Bilbao from 
the Trubia factory. After being impressed by the incredible production 
facilities in the area, Cuartero suggested producing a tank to reinforce 
the ranks of the Northern Army. The project was approved, and 
Cuartero traveled to Trubia to learn about previous designs and build a 
tank based on them. The choice was the Trubia Model 1936, or Trubia 
Naval (named after the factory where it was built).

The design of the new tank was based on the Trubia plans but was 
adapted to the material limitations of the war; for example, the engine 
installed depended on what was available at the time of production. The 
cannon was replaced with 7.62 mm machine guns on the first tanks. 
Other minor changes were made, such as modifications to the exit hatch 
and modifications to the radiator grille.

Serial production began at the Naval Factory (Bilbao). The total 
number of units built is unknown, as the relevant official documents 
have been lost, but it is estimated to have been between 30 and 45 
tanks. Not all tanks were the same, as they were modified depending 
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on availability. A few units were equipped with 7.7 mm Lewis machine 
guns. The final Trubia-Naval units were fitted with 45 mm cannons to 
augment their poor firepower against armored vehicles.

Armor also varied over time. Early units used 10 to 20 mm steel 
plates. In final production, the plate thickness ranged from 15 mm to 
a maximum of 57 mm. This thickness gave the tank good protection 
against anti-tank shells.

Its crew consisted of three men, and its weight ranged from 8 to 10 
tons. Its dimensions were 3.5 meters long, 1.70 meters wide, and 1.85 
meters high.

* * *

The Spanish Battleship Jaime I. She was the third and final ship of the 
España-class battleships, built for the Spanish Navy in the early 20th 
century. Jaime I saw action during the Rif War, where she supported 
government forces by bombarding rebel positions along the Moroccan 
coast. At the outbreak of the Spanish Civil War, she remained loyal to the 
Republican Government. Tragically, in June 1937, she was destroyed by 
a catastrophic internal explosion while anchored at Cartagena, ending 
her service in dramatic fashion.
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