BARBARDSSA

DECISIVE CAMPAIGNS

GAME MANUAL




1. INTRODUCTION

1.1. System Requirements
1.1.1. minimum System Requirements
1.1.2. Recommended System Requirements

1.2. Installation

1.3. Uninstalling the Game

1.4. Product Updates

1.5. Game Forums

1.6. VR Designs

1.7. The Differences between DC1 and DC2
1.8. A Word From the Designer

1.9. Screenshots

2. GETTING STARTED

2.1. Which Side to Play?
2.1.1. Point of View
2.1.2. Difficulty
2.1.3. Style
2.1.4. How to get the most out of the Game
2.1.5. Learning the Game

2.2. Barbarossa

2.3. PBEM++ Screen
2.3.1. Register
2.3.2. Login
2.3.3. Refresh
2.3.4. Challenge
2.3.5. Other Challenges
2.3.6. Other Challenges - Accept Challenge
2.3.7. Other Challenges - Preview Scenario
2.3.8. Your Challenges - Cancel Challenge
2.3.9. Running Games - Play Turn
2.3.10. Running Games - Claim Game
2.3.11. End Turn - Upload Turn
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2.3.12. Exit PBEM++
2.3.13. PBEM Protection
2.3.14. Challenge Password

2.4. The Basics

2.4.1. Actions and Decisions

2.4.2. Goal

2.4.3. Board and Playing Pieces
2.5. The Special Pre-Start Turn
2.6. German Quick Start

2.6.1. Pre-Start Turn

2.6.2. First Turn
2.7. Soviet Quick Start

2.7.1. Pre-Start Turn

2.7.2. Decisions and Reports
2.7.3. First Turn

3. THE INTERFACE

3.1. Game Set-up Screen
3.1.1. Al and Players
3.1.2. Option Settings

3.2. Game Loop Screen
3.3. The Main Screen

3.4. The Map
3.4.1. Borders
3.4.2. Transport Grid
3.4.3. Cities
3.4.4. Map Symbols

3.5. Top Bar
3.5.1. Terrain Window
3.5.2. Top Tabs
3.5.3. Fuel
3.5.4. Date and Round
3.5.5. Hex Information
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3.6. Bottom GUI
3.6.1. Button Bar
3.6.2. Bottom Tabs
3.6.3. Unit Display

3.7. Units
3.7.1. Headquarters
3.7.2. Unit Types
3.7.3. Counters

3.8. General Interface Advice
3.8.1. Tool tips

3.9. Cards
3.9.1. Action Cards
3.9.2. Officer Cards

4. KEY CONCEPTS

4.1. Weather
4.1.1. Russian Climate
4.1.2. Climatic Model

4.1.3. Frozen Lakes and Rivers

4.1.4. Weather Reports
4.1.5. Weather Effects
4.1.6. Weather Questions
4.1.7. Summary

4.2. Al
4.2.1. Combat Bonus
4.2.2. Penalties
4.2.3. Fortifications
4.2.4. Bridges
4.2.5. Garrisons
4.2.6. What If? Decisions
4.3. Theatres
4.3.1. Violation Penalties
4.3.2. Changing Theatres
4.3.3. Summary
4.4. Postures
4.4.1. Blitzkrieg Fuel Use
4.4.2. Blitzkrieg Fatigue
4.4.3. Summary
4.5. Difficulty
4.5.1. Helpers
4.5.2. Summary

—

4.6. Winning the Game
4.6.1. Choosing a Strategy
4.6.2. Victory Points
4.6.3. Score
4.6.4. Hitler Conferences
4.6.5. Game Over Analysis
4.6.6. Summary

4.7. Command Structure
4.7.1. German Command Structure
4.7.2. Soviet Command Structure
4.7.3. HQ Calamities - German
4.7.4. HQ Calamities - Soviet
4.7.5. Armies and Divisions
4.7.6. Summary

4.8. Characters
4.8.1. German Characters
4.8.2. Soviet Characters

4.9. Political Points

4.10. Decisions
4.10.1. Randomisation
4.10.2. Characters
4.10.3. Decision Interface
4.10.4. Delayed Outcomes
4.10.5. Delegation
4.10.6. Staff Efficiency
4.10.7. Types of Decisions
4.10.8. Summary

4.11. Fortifications
4.12. Garrisons

4.13. Command Range
4.13.1. Summary

4.14. Supply
4.14.1. Supply Consumption
4.14.2. Unit Supply Stats
4.14.3. How Much Supply Does a Unit Need?
4.14.4. How much Supply is arriving?
4.14.5. Supply Setting
4.14.6. Out of Supply
4.14.7. Ammunition Stockpiles
4.14.8. Supply Example
4.14.9. Summary

4.15. Reconnaissance
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5.1. Movement
5.1.1. How to Move
5.1.2. Movement and Theatres
5.1.3. Movement and Terrain
5.1.4. Roads and Rail
5.1.5. Unexpected Encounters
5.1.6. River Crossings
5.1.7. Enemy Ownership
5.1.8. Enemy Zone of Control (ZOC)
5.1.9. Effect of Battles
5.1.10. Free Movement
5.1.11. Effect of Weather
5.1.12. Movement and Fuel
5.1.13. Transport Capacity
5.1.14. Movement Tables
5.1.15. Movement Examples
5.1.16. Summary

5.2. Combat Related Details
5.2.1. Readiness
5.2.2. Integrity
5.2.3. Morale
5.2.4. Retreat Standing Orders
5.2.5. Falling Back
5.2.6. Experience
5.2.7. Entrenchment
5.2.8. Zones of Control

6.1. German Command

6.1.1. Command Focus
6.1.2. Panzergruppes
6.1.3. Luftwaffe

6.1.4. Artillery

6.1.5. German Cards
6.1.6. Logistics

6.1.7. Wear and Tear
6.1.8. Rail Conversion
6.1.9. Partisans

6.1.10. Remnant Russians
6.1.11. Intelligence
6.1.12. Bridges

6.1.13. Fortifications
6.1.14. Reinforcements
6.1.15. Withdrawals
6.1.16. Occupation Divisions
6.1.17. Replacements

6.2. Soviet Command

6.2.1. Commanders

6.2.2. Activation

6.2.3. Paranoia

6.2.4. Troubleshooters
6.2.5. Soviet Cards

6.2.6. Blowing Bridges
6.2.7. Mechanical Reliability
6.2.8. Intelligence

6.2.9. Reinforcements
6.2.10. Communications

8.3.1. VR Designs
8.3.2. Matrix Games

9. COMMAND
9.1. What Are We Trying to Achieve?
9.2. The Last Commander I Met Was

Made by Mattel

9.3. Where Are The Vital Organs?

We’ll Be Operating Tomorrow

9.3.1. Who Is Going To Make My Cup
of Coffee In The Morning?

9.3.2. Zen And The Art of Knowing Who
To Salute

9.3.3. It Would Help If I Wasn’t
Surrounded By Idiots

9.3.4. There Are Known Unknowns and
Unknown Unknowns

9.3.5. Could Only Manage a Ticket to
the Matinee Session

9.3.6. Hitler

9.3.7. Stalin

9.3.8. The Dark Side
9.3.9. Micromanagement
9.3.10. information
9.3.11. The Map

9.4. Design Compromises

9.4.1. People
9.4.2. Staff

10.3.1. Spanish OOB
10.3.2. Finnish OOB
10.3.3. Romanian OOB
10.3.4. Hungarians
10.3.5. Italians

10.3.6. Slovakians

10.4. Soviet 00B
10.4.1. Regular Red Army
10.4.2. Siberians
10.4.3. Fortifications and Garrisons
10.4.4. Soviet Marshals

11. DECISIONS
11.1. Decision Overview

11.2. Winter
11.2.1. Who Forgot To Pack A Jumper?

11.2.2. Toughen Up, Butter Cup. It's All
in the Mind

11.2.3. Where Are Those Warm Socks
That I Ordered?

11.2.4. The Courier has no Knowledge
of my Delivery
11.3. Air War
11.3.1. Airfield System
11.3.2. Panzergruppe Assignment
11.3.3. D+2 Air Offensive
11.3.4. Werner Molders
11.3.5. Air Doctrine

5.2.9. Stacking 6.2.11. Soviet Logistics 10. ORDER OF BATTLE (00B) 12. INVOLVING THE PLAYER

12.1. Performance Evaluation

5.2.10. Concentric Attacks 7. CAMPAIGN SPECIFICS 10.1. Overview
10.1.1. No Unnecessary Units

5.2.12. Terrain Effects of Combat 7.1.1. Finland What If? 1012 12.3. Halder Extracts

10.1.3. Specialist Units
10.1.4. Brigades 12.4. Leader Quotes

10.1.5. History 12.5. Battle Reports

5.2.11. Surprise Combat 7.1. Finland 12.2. Loss Assessment
5.2.13. Early Soviet Penalties 7.2. Romanian Front
5.2.14. HQ Combat Mod 7.2.1. Romanian What If?

5.3. Combat Mechanics 8. MISCELLANEOUS

5.3.1. How to Attack 8.1. Abbreviations & Terminology
5.3.2. Combat Resolution 8.2. Hot Keys

10.2. Command Structures 12.6. Division Events

5.3.3. How Combat Works 8.2.1. Game Wide
5.3.4. Combat Details 8.2.2. Main Screen
5.3.5. Battle Reports 8.2.3. History Screen






