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Making a manual for any game is a hard 

thing to do. It has been a challenge for 

me too, almost as big a challenge as 

making the game itself. The intent of 

this manual is to provide players a way 

to understand the many mechanics of 

the game itself.  

The intent of the game, Global 

Domination 1938 version 3, or 

shorthand GD1938v3, is to provide an 

interesting strategic alternate history 

experience that is close to reality, but 

not quite. Several things are different 

and will be covered in the specific 

nation guides for the 8 major 

participants of the conflict.  

These 8 participants, or major countries 

(nations) as they will be called 

throughout this manual, are: 

 Germany 

 Italy 

 Japan 

 USSR 

 France 

 Britain 

 USA 

 China 

They are grouped into three factions. 

These are the Axis powers (Germany, 

Italy and Japan), the Communists 

(USSR) and the Allies (France, Britain, 

USA and China), each of these factions 

fight for Global Domination during the 

game. The faction that first reaches 

their goals is the winner of the game.  

The game does not end there, if the 

players wish to continue. The message 

with the victory message is only shown 

once, and if the players find the game 

interesting enough, then they can 

continue playing it afterwards, to its 

conclusion, which is around 1946. By 

then the game comes less interesting 

due to new technologies, officers and 

such not being introduced to the game. 

The game's scale is immense. Each hex 

is around 100 kilometers from side to 

side, and the map itself is the globe. The 

game is very much pushing the limits of 

what the Advanced Tactics Gold engine 

can cope with and has had to be 

reprogrammed several times by Victor 

Reijkersz to be playable. 

Player who have been playing the older 

version of Global Domination 1938 

(version 2), may be familiar with some 

of the concepts of the game, but most 

have had a twist put on them, or are 

brand new. It is therefore highly 
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recommended that everyone reads the 

manual, if they want the greatest 

experience the game can offer. 

Every unit on the map is placed at the 

best-known position. It has been hard 

to get this information, and some 

compromises have been made to 

represent the forces the best way 

possible. There is no certainty regarding 

where units were at the time, nor 

where each of the officers was at the 

given time. In short: We have done our 

best. 

Before trying the game against an 

opponent, it is recommended that a 

few turns be played solo, just to get the 

feel of the combat system, cards, 

officers and unit types that the game 

has to offer. 

One thing to remember is that this 

game does not play exactly like 

Advanced Tactics Gold. It is a mod, or in 

other words, it is a modification of the 

game. Many rule variants have been 

changed, and the combat system has 

had a complete overhaul, just to 

mention a few of the changes. 

 

Before starting a multiplayer game, it is 

a good idea to agree on a few ground 

rules. You may set up any house rules 

you wish but be sure to inform all the 

players what they are.  

Be sure to write them down.  Having 

documentation is better than having 

none.  

The game, Advanced Tactics Gold 

comes with some stock options that you 

can choose from as well. The following 

are the recommended standard 

settings.  

 

 

 Fog of War: ON 

 PBEM Protection : OFF 

 Passwords: ON 

 Hide Real-time AI: OFF 

 Shroud: OFF 

 Shroud Peak: OFF 

There are good reasons why they 

should be selected like this.  

Fog of war gives the game some 

uncertainty. Of course, if you want a 

board game experience it could be 

turned off. 

PBEM Protection sounds like a nice 

thing, but in a game of this size it is not 

a very good thing, as turns can last 
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hours. Turning PBEM Protection on 

would prevent players from saving mid 

turn.  

Passwords are a good idea to have on, 

just so nobody peeks at the next players 

turn. This goes hand in hand with Fog of 

War. Why have one and not the other? 

It might be worthwhile to type up your 

password in a separate document 

located on your own computer, so that 

it can be recovered, without players 

needing to replay turns. If everything 

fails, there are in game ways of 

changing passwords, but they require 

replaying of several turns.  

The rest of these options have to do 

with Random maps (Shroud and Shroud 

Peak) and AI being displayed while 

waiting for a turn. GD1938v3 is simply 

too complex a game to have the 

Advanced Tactics Gold AI working. In 

short it would crash the game, if tried, 

and I tried. 

 

As mentioned earlier, there are 8 major 

nations (regimes) that can be played, 

and they are divided into 3 factions 

(Axis, Communists and Allies). Each of 

these nations has a turn. That is when 

you play that nation. A complete round 

has been played when all major nations 

have had a turn. Each round is 28 days, 

or 4 weeks, so nearly a month each. 

That means there are 13 rounds in a 

year. 

Over the next 8 pages each of them is 

given a small introduction, as a teaser 

to those who want to immerse 

themselves in the back story and get an 

overview of the different nations. 

The role of the nation in the game is 

explained, as well as its current status, 

as you start playing it. This includes an 

overview of the nation's resources, the 

status and rough deployment of its 

armed forces, an evaluation of its 

officer corps' ability and if they are in 

any wars. 

Finally, there is some info on which 

iconic leader you should imagine 

playing, as you start off the game.  

For the sake of completeness, the 

Capital of the major country as well as 

its people are mentioned too. 

The major nations are presented in 

order of play.  
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Germany is the first of these nation that 

we will cover. 

 Faction: Axis 

 Leader: Adolf Hitler 

 Capital: Berlin 

 People: Germans 

In many ways Germany's role in the 

game is that of an aggressor. A passive 

Germany will not be able to survive if 

they lose the initiative early. Do not 

expect to play a passive game until 

September 1939 and think you will win.  

This makes Germany hard to play, but it 

is well worth it to players that can 

handle it. Also many players are 

fascinated by the exploits of Germany in 

the real world war, and would like to 

see if they can achieve it, too. 

At the beginning of the game, Germany 

has a lot of advantages.  

They start off having researched lot of 

good researches and are ahead of the 

curve in many senses that way.  

They have a strong economy and it can 

be improved even more. Germany, at 

this point is already gearing for war, and 

thus has no penalties to its people's 

productivity.  

Manpower is not a problem, because 

there have been conscription laws in 

effect that have allowed Germany to 

build up a substantial pool of 

manpower.  

Fuel may be a problem down the road. 

Only the Supply center in Dresden and 

the mines in the Ruhr, produce any.  

Germany has a few hulls already built. 

These carrier and battleship hulls can be 

used to make battleships and carriers 

(Surprise!).  

Some of the German people are not 

under the control of Germany at the 

start of the game. To get all of them 

Germany would have to own the cities 

of Danzig and Vienna. 

The deployment of forces to begin with 

is such that the Germans are ready to 

strike at Poland and/or Czechoslovakia. 

Declaring war on them might not be the 

first thing you should do. But of course, 

it is up to you. 

The overall skills of the officers available 

to the Germans are quite good. While 

some of the more famous names may 

be unavailable at first, they will come as 

the years pass.  
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Italy is the second nation covered in this 

section. 

 Faction: Axis 

 Leader: Benito Mussolini 

 Capital: Roma 

 People: Italians 

The role of Italy in this game, and in the 

2nd world war, is that of second fiddle 

to Germany. 

While Germany has the initiative, Italy 

should try and support the German 

initiatives the best way possible, 

whatever that means.  

Often this will be as a distraction. Italy 

will never be quite as ready for war as 

Germany but can play an interesting 

role nonetheless. 

It is often said that Italy would be ready 

for war in 1942 but was pushed into it 

early. In reality Italy was ready for war 

in the mid-1930s, where it was one of 

the leaders in aviation among other 

things. 

When the game starts, Italy is not in a 

very bad state, but not in a very good 

one either. Its economy is worse off 

than Germany's, but it is not suffering 

from any negative gearing effects, 

caused by peace.  

The research known by Italy is not that 

great, and Italy will struggle to keep up 

all game long.  

Manpower is not a particular problem 

either. Supplies and fuel are. Italy is in 

dire need of getting other sources of 

these commodities. Only the supply 

center in Milan provides fuel and 

supplies, and then barely enough for 

the armed forces. 

Italy has two battleship hulls already 

built, but no carrier hulls. In theory they 

could build these battleships, or even 

more hulls, but it would be unwise to 

do so before a more permanent 

solution has been found for its 

shortcomings in fuel and supplies. 

Apart from Italian mainland, and its 

islands of Sardinia and Sicily, Italy owns 

the colonies of Libya and Abyssinia, in 

east Africa. These have been won 

through war. 

The deployment at the beginning of the 

game suggests that the Italians are 

ready to strike at Yugoslavia or France, 

but beware, the Italian troops are not 

known for their combat skills. The 

officer corps of the Italians is also only 

so-so. 
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Up third is the Empire of Japan as we 

cover the different nations. 

 Faction: Axis 

 Leader: Hediki Tojo 

 Capital: Tokyo 

 People: Japanese 

Located a whole continent away, on the 

eastern most part of Asia, far away from 

the other Axis countries Japan may 

seem a little isolated. Do not be fooled 

by this into thinking that Japan is a 

third- rate power.  

Tojo is the real leader of Japan, not the 

emperor who by this time was largely a 

figurehead, although a divine one. The 

armed forces pretty much determined 

things for themselves.  

Japan's role in the game is that of being 

a constant threat to the allied nations in 

the Asiatic and Pacific theatres. It also 

serves as a potential surprise enemy for 

the USSR. 

The economy of Japan is reasonable 

and helped along nicely by the large 

areas of China it has conquered, in the 

war that began in 1937, with the Marco 

Polo bridge incident. Since they are at 

war their economy is already geared for 

it, so no penalties apply. 

Japan's research options are harder to 

choose than most nations. On the one 

hand they need to be able to deal with 

the Chinese forces; on the other hand, 

they need a functioning navy. Choose 

wisely. 

Manpower could become a problem as 

turns pass, especially if losses in China 

mount. However, with careful planning 

and sometimes brutal efficiency there 

can be a lot to be gained by offensives 

in China.  

To begin with fuel and supplies are not 

a problem. The USA provides Japan with 

a healthy dose of both, via trade. There 

are also two mines in China that have 

been taken. 

The deployment of forces in China 

suggests that an offensive is possible in 

the area that lies between Nanking and 

Tsinan. It might be possible to pocket at 

least one Chinese Army. 

Japanese forces are adequate for the 

job that they have in the game but 

should probably be improved as the 

game progresses.  

The officer corps is good, with some 

officers being brilliant, others not so 

much. 
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The USSR is the next nation, in this 

presentation. 

 Faction: Communist 

 Leader: Joseph Stalin 

 Capital: Moscow 

 People: Russian 

Located on the continents of Asia and 

Europe, the Soviet Union, or USSR, 

dominates the landmass. They are a 

great power, whose politics can be both 

aggressive and defensive in nature.  

Most countries however are distrustful 

of Stalin and the communists in general. 

So diplomatically there is little to be 

gained, unless the Soviet player is 

patient.  

Unfortunately, the whole military is 

caught up in a power struggle between 

different factions within its officer 

corps, which has spread to the industry 

as well.  

In this game there was no purge of 

young officers by Stalin, who instead 

decided to wait out and see who would 

win the Great Debate. The 

traditionalists and old war buddies of 

Stalin are one side, the others are the 

young modern thinkers, who believe 

war is not won with cavalry but with 

armor and air power.  

This means that the economy is 

inefficient. As a result, it only runs at 

80% of what it could run have. 

The Soviet army is not exactly in great 

shape either. It is however big. It is also 

plagued by bad organization and has an 

initial penalty of 15%. As the Soviet 

Union tries to resolve this, the best 

strategy is probably to choose each with 

conflict. Some of the officers are good, 

others not so much. 

The expansion of the armed forces has 

resulted in a great drain on manpower, 

but luckily there is a great influx of new 

recruits each turn. If this proves to be 

too little, there is ample room to 

increase the conscription levels. 

Supplies and fuel the USSR has in 

abundance. There are far too many 

resource locations to mention them all 

here, but one area that provides a lot of 

them is the Caucasus.  

The armed forces are deployed in depth 

across most of the country, but 

especially in Europe. Prime targets for 

war - if it does not lead to conflict with 

Germany - include the Baltic countries, 

Poland and Romania.  



The  GD1938v3 Manual 

 

11 

 

 

The first Allied nation to be presented 

here is France. 

 Faction: Allied 

 Leader: Charles de Gaulle 

 Capital: Paris 

 People: French 

While de Gaulle was not the leader of 

the French, in World War II, before the 

escape to Britain and the subsequent 

establishment of the Free French, he is 

the most iconic leader they had.  

The French had decided that the next 

world war would be a trench war like 

World War I. Nothing therefore seemed 

more logical than to build these 

trenches before they were needed and 

make them into forts as well. Thus, the 

Maginot line was born. 

The Maginot stretches from Switzerland 

to Belgium along the German border. It 

was a gigantic defensive project, surely 

an impenetrable front. At least that was 

the intention. This, along with good 

diplomatic relations with minor 

countries should be a great deterrent. 

The French forces and officer corps are 

prepared for a defensive war. They have 

gone to great lengths to drill this 

doctrine into their generals. The armed 

forces are adequate, and better than 

their neighbor the Italians forces, but a 

far cry from those of Germany. 

France is a colonial empire, so they also 

have forces elsewhere than Europe. 

North Africa is dominated by French 

colonies. There is also the island of 

Madagascar, as well as its possessions 

in French Indochina. 

France itself is plagued by confusion in 

its industry which had undergone 

reorganization, plus it is at peace. As a 

result, it has an economy that runs at 

80% of maximum. 

The French supplies and fuel stem from 

its supply center in Lille, as well as the 

mines in Indochina. To get those 

supplies to mainland France, it has to be 

shipped via cargo ship from Hanoi to 

Brest, or Marseille once the French and 

British become allies. Without these 

shipments the French will soon run out 

of supplies. 

The status of France's manpower is a 

little disappointing. They do have 

enough for immediate needs, but will 

need to be careful what to produce, 

until they raise their conscription level.  
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The British Empire or simply Britain is 

the next nation to be presented. 

 Faction: Allied 

 Leader: Winston Churchill 

 Capital: London 

 People: British 

Winston Churchill was not the leader of 

the British at the beginning of 1938, 

Neville Chamberlain was. However, it is 

hard to get around the influence that 

Churchill had on the British. Therefore, 

he is presented here as its leader. 

The British Empire is a global power. 

Not only do they have the British Isles 

to manage in this game, they also 

manage their dominions and colonies. 

There is a feeling in the British 

government that peace will prevail. The 

military on the other hand is preparing 

for war, as best it can, within the limits 

imposed on it. Britain starts off with an 

economy that only runs at 80% of what 

it could, if there was war. 

Having colonies and dominions all over 

the world, Britain has not surprisingly 

developed a strong navy. It is the early 

dawn of the Carriers, and the British do 

not have many of those. Instead the 

Battleship is the British main focus.  

Naturally Britain has a big merchant 

marine, but it is not immediately 

available for use. Instead the armed 

forces rely on a few vessels, in strategic 

areas. Once war starts however, the 

merchant marine is expected to 

become part of the armed services. 

Fuel should never really become a 

problem for this global power. There 

are Oil Wells and Mines spread out 

through the empire. Supplies though 

could be a problem, especially in Britain 

itself. Be prepared to juggle the Royal 

Navy's cargo ships ability to transport 

between sending out forces and 

transferring supplies.  

The officer corps is a mixed bag. Some 

are very good, others very average, and 

some even bad. Manpower might 

become a problem, since the 

conscription laws are not at maximum 

for a nation at peace. However, it can 

be increased, and it should be in 

consideration as an early move.  

British troops are good. They fight very 

well. They have no disadvantages at all. 

The Royal Air Force is also something 

that has some power behind it. 

However, they lack many good fighters, 

and focus should be on getting more. 
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The United States of America, or in the 

game abbreviated to USA is the so- 

called arsenal of democracy. Here is its 

presentation. 

 Faction: Allied 

 Leader: Franklin D. Roosevelt 

 Capital: Washington D.C. 

 People: American 

Like France and Britain, the two other 

democracies described, USA did not 

have the same figurehead during the 

entire war. Roosevelt however is a great 

iconic leader, whose role simply cannot 

be ignored.  

The United States is not as such a 

colonial power, although they do 

control two smaller colonies: The 

Philippines, and Liberia which is 

basically a puppet state.  

One of the important principles of the 

USA during this time was the Monroe 

doctrine, which basically means that 

everything in North and South America 

is within its sphere of influence. This 

also led to them being very indifferent 

to what happens on the European 

continent. A state that in the game is 

called isolationism. As long as the USA is 

under the influence of isolationism, 

they cannot declare war on anybody.  

However, they can still contribute to 

form the world, through various policies 

and loans of equipment to other 

nations. In game this is represented by 

their ability to send equipment to 

Hanoi, where the French can decide 

what to do with it. Usually it is a good 

idea to send it to China. 

The USN is a big force with several 

battleships and carriers. They dominate 

the Pacific, from Hawaii. The reason for 

that is that they have been in an arms 

race with the Japanese for quite some 

time.  

The other armed forces, especially the 

Army, is almost non-existent. The logic 

behind this is that there are no more 

wars to fight. So, the whole conscription 

program is geared for peacetime. Once 

war begins anywhere in the world, 

except for the Japanese' war with the 

Chinese, a program of conscription can 

be enacted.  

The officers available to the USA can 

command fewer troops with efficiency, 

than other nations. They simply do not 

have experience doing this. 

Despite all these restrictions, it would 

be foolish to not be impressed by the 

USA. 
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China is the last of the allied nations to 

be presented.  

 Faction: Allied 

 Leader: Chiang Kai-shek 

 Capital: Peking 

 People: Chinese 

With the forming of the Second Unified 

Front, Mao Zedong (The leader of the 

Chinese Communists), and Chiang Kai-

shek, made peace, to fight the external 

enemy Japan. Nominally Chiang was the 

leader of China at this time. 

China is perhaps the nation with the 

most precarious starting position of all 

the nations. They are locked in a war 

with the Japanese and have been for 

quite a while. They have lost their 

capital and are unable to conduct 

politics with the outside world. All they 

can count on are Advisors sent from 

other nations, and equipment sent from 

USSR, France and Britain.  

The Chinese economy is not very good, 

and they lack the production knowledge 

that would allow them to produce basic 

war weapons, such as tanks, planes and 

warships. However, they can learn to do 

so by devoting time and energy into 

research.  

Unlike most nations, China has a 

seemingly endless pool of manpower. In 

the real world, China was able to use 

this immense amount of manpower to 

their advantage. They formed conscript 

divisions to fight the Japanese. Basically, 

the role of China in this game is to hold 

on until they can get help from another 

nation. 

Chinese officers are a very mixed bag, of 

some good officer, but mostly bad ones. 

China's civil war has fostered different 

types of officers. Some are of warlord 

background, some communist, and the 

rest are nationalists. Some are even 

mixtures of the above. 

The Chinese air force is a mixture of 

planes that they have acquired either 

before the war with Japan began, or 

from various donations from the 

different powers that support them in 

their war.  

One thing the Chinese can do is 

evacuate their industry, once the 

Japanese threaten to take a city. This 

should help them hold out longer and 

give the Japanese fewer resources as 

the war in China rages on.  
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Congratulations! You have made it past 

the introductory parts of the manual. 

From this section forward we will 

discuss the special rules that are part of 

GD1938v3.  

Advanced Tactics Gold rules and the 

interface are assumed to be known and 

understood. However, since the game 

came out a few extra wrinkles and 

features have been added to the core 

game, and these will be discussed, 

where they apply. 

Get ready, we are about to begin to 

look at those rules. 

 

 
One of the basic concepts that needs to 

be understood before playing the game, 

is the role of combat efficiency.  

Each Major Country starts out with a 

combat efficiency score. This score 

represents how effective a fighting 

force those countries have. The Minors 

have a score as well.  

The table below shows exactly what 

those combat efficiency scores are, 

unmodified. 

  

In game this score is what combat is 

modified by. That is, if a British 

formation were to fight an Italian 

formation, then the British ones would 

have an advantage.  

The combat efficiency is multiplied by 

the normal combat ability of a unit. In 

other words, combat efficiency is 

important. 

Luckily there are several ways to 

improve the combat efficiency. This is 

done either by Action Card or by 

Research. 

ACTION CARDS 

Let us first review the way it is done by 

action cards. There are three cards here 

that are relevant.  

The first one is Improve Quality. This 

card allows you to improve your combat 
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efficiency by 1% each turn, for the cost 

of 25 Political Points (PP). This can be 

done until the efficiency reaches 100%. 

Britain, Germany and the USA are 

unable to do this as their forces are in 

already able to fight at their peak 

performance. 

Now 1% may not 

sound like a lot, 

but you will find 

that omitting to 

use it can set you 

back a lot, if you 

have a combat 

efficiency rating 

below 100%. 
 

Another card that can be used to raise 

the combat efficiency of a Major 

country, is the card Military Advisors. 
 

This card allows 

for one Major 

Country to im-

prove the combat 

efficiency of an-

other country, by 

1%. It costs 30 

Political Points, 

and removes the 

card Improve Quality from both you and 

the Major country you are helping. 

Again you cannot increase this to more 

than 100%  

Only Major countries that are at war 

can be helped this way, and to have this 

card, you must not be at war. 

This is one of the ways, for instance, 

Britain, can help out China in their 

efforts against the Japanese. Using this 

card will allow for the Chinese to use 

their Political Points on other items. 

A third card is available too. This one 

increases the fighting ability of Minors 

(and conquered people) under your 

command.  

This card is called 

Improve Cooper-

ation. It costs 30 

Political Points for 

non-Axis and 40 

for Axis countries. 

You gain an in-

crease of 5%, for 

Minor nations 

(and conquered people) under your 

control.  

This card is first available when you are 

at war. Do not worry, you will be 

eventually. 

The 5%  increase can only be applied up 

to the value of the lowest combat 

efficiency of all major countries. That 

way no country can fight troops with 

more combat efficiency than their own. 

That is, with one special exception. 

More on this later. 
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STRATEGIC RESEARCHES  

Now that we have looked at the action 

cards, and described what these do, it is 

time to look at the strategic researches. 

There are three of them that affect 

combat ability. The first one is Superior 

Doctrines. This research gives a 10% 

increase in addition to the combat 

efficiency that each major country has. 

It costs 150 Political Points. 

In other words, if 

the British re-

search it, they will 

get 110% combat 

ability. 100% from 

combat efficiency, 

and 10% from 

Superior Doc-

trines.  

The second one is Militarism. It gives a 

bonus of 15% in 

addition to what-

ever that major's 

combat efficiency 

is at. It costs 200 

Political Points. It 

is not available to 

all major coun-

tries. 

It represents the ability of totalitarian 

countries to drill their soldiers to 

perfection through a strong military 

culture. 

A third card exists 

and this one is 

called Blitzkrieg. 

Only the Germans 

have it, and 

nobody else can 

get it. It increases 

the combat ability 

by 5% in addition 

to the combat efficiency that Germany 

has.  

It has the additional effect of reducing 

the penalty for moving into zones of 

control completely. Normally that 

penalty is 10 Action Points (a unit at 100 

readiness has 100 Action Points). 

A similar strategic 

research exists for 

members of the 

Allied faction, and 

the rest of the 

members of the 

Axis faction. This 

card is called 

Mobility.  

It reduces the Action Point Penalty from 

10 to 5 Action Points. The USSR starts 

with this research. For everyone else it 

costs 125 Political Points. 

There is one other strategic research 

that affects combat as well, but like 

Mobility its effects do not include a 

bonus to combat ability, but it does 
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make combat less deadly for you and 

more dangerous for your opponent. 

This research is 

Better Training. It 

increases the max 

amount of ex-

perience points 

(XP) a unit can 

gain, without 

fighting.  

 

Ordinarily a unit that does nothing but 

just stands around after it is built, will 

eventually get to 10 XP.  If you have 

researched Better Training, you have 

this limit increased to 25 XP. 

Getting free XP is a good deal. But 

nothing is ever really free. This research 

will cost you 200 Political Points. 

Germany begins with this researched. 

STACKING 

A key concept of combat is stacking. 

Normally this would lead a board game 

player to think of how many units can 

be in the same hex at the same time. In 

ATG this is similar, but since every 

player is free to make up the 

composition of their own units, they 

can theoretically have any number of 

units in a hex.  

All your units' troops and equipment 

have a power point value attached to 

them. Add these up and you get the 

units' stack size. This is used to 

determine if a hex is over stacked, or a 

combat mission is trying to fit too many 

people into the combat zone at the 

same time. 

If a hex is over stacked, the units in 

them will suffer casualties more easily, 

and units there will fight less efficiently. 

However, at times it may be necessary 

to defend a place with more power 

points than the stack limit of a hex.  

You can find the current stack amount 

in the sidebar under the picture that is 

associated with the hex. As shown in 

the picture here. 

The unit in 

Rostov is an 

infantry for-

mation. It has a 

stack value of 

52.  

A hex is con-

sidered over 

stacked if it has 

more than 150 

Power Points in 

it.  

Usually it does not mean too much to 

have up to twice the amount in a stack, 

but more than that is definitely not a 

good idea. 

This kind of stack is called the Land 

stack. It is also the stack value that is 

used when determining if an attack is 

over stacked.  
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The default land attack stack is the 

same as the stack for defense. That is 

150 Power Points. For two hexes it is 

just 160 Power Points. So there is only a 

slight advantage in attacking from two 

hexes instead of attacking from one.  

For each hex beyond the second side 

you are attacking from, you can use an 

additional 80 Power Points. 

So attacking a hex that is completely 

surrounded from all sides would allow 

you to attack with 480 Power Points, 

without there being any over stack 

penalties. 

 
As when defending, the limit should 

probably not be exceeded by too much, 

or you will suffer higher casualties and 

perhaps even less combat ability in the 

end.  

When you attack a hex, the amount of 

Power Points you use will become the 

Battle Stack Land. If you attack the hex 

a second time, the Battle Stack Land is 

added to the Power Points you are 

attacking with the second time.  

There is also something called the 

Battle Stack Artillery. The game has 

values for each type of artillery that can 

bombard.  

You find it by clicking on the artillery 

that you want to use, and then going to 

the Combat Stats area. It will look like 

this. 

 
You then look at the first column, and 

find the field called Stack. This is the 

equipment's artillery stack. 

 
It looks like this when zoomed in closer. 

In this case where we are looking at 

Artillery I, the artillery stack is 10, per 

artillery piece.  

The optimal artillery stack is 80. So you 

can use 8 Artillery I, before you begin to 
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get diminishing returns. However, since 

attacking with artillery does not put any 

troops at risk, it does not hurt to go 

over the amount.  

At the end of bombardment, a Battle 

Stack Artillery is added to the hex, and if 

attacked a second time (or more times) 

the Battle Stack Artillery is added to the 

artillery stack on attack. Ships that do 

shore bombardment also have an 

artillery stack value. 

Another type of stack that is used by 

the game is the air stack. You find how 

much stack value a plane has by clicking 

on the aircraft, and then looking at the 

same stack value as you did with the 

artillery stack. Typically, a plane will 

have the same air stack value as it has 

engines.  

The number of planes that can be 

located in a city, airbase, or similar 

structure has a value too. Call it the air 

ports stack limit. These vary according 

to the type of location that it is. 

The table where this is found is in the 

location area. In this case we are 

looking at city (Le Havre). You will 

notice that the max air stack is 70.  

 

If a location is over stacked by air units, 

there will be a green box, on its picture, 

showing how much of a negative 

modifier the over stacking causes. 

 

In this case we see that the eight I-16 

type 10 Soviet fighters have a negative 

modifier of 5%. 

When attacking a hex, a Battle Stack Air 

value is calculated, based on the 

number of air stack points you have. 

This is to determine, as with the other 

Battle Stacks, if you have saturated the 

area too much. The optimal limit of the 

Battle Stack in the air is 80 air stack 

points. This Air Battle Stack is only used 

to modify attacks on ground troops and 

ships. 
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OTHER ITEMS 

INTERCEPT RANGES  

Those of you who are used to playing 

the stock ATG game, will find it useful to 

know that the intercept range of 

fighters has changed.  

Ordinarily a fighter has half of its range 

as intercept range. In GD1938v3, this 

range is 0.7 of its range. This may not 

always be simple to calculate, as there 

are many air movement ranges in use 

for different planes.  

One way of knowing the intercept range 

of a fighter is to press the recon mission 

button. This will cause some hexes to be 

highlighted and in some hexes an 

orange plane will be shown. The 

highlighted hexes is the aircraft's range, 

and the orange plane indicates the 

aircraft's intercept radius.  

Do note, that if the aircraft has moved 

this orange plane will not show what 

the intercept range is, as the range is 

calculated using the planes current 

Action Points. So this is a trick, more 

than anything else. 

NIGHT FIGHTING  

In GD1938v3, aerial night fighting is also 

a part of the game. This is to simulate 

the usage of such tactics. The British 

used night bombing for strategic attack 

extensively.  

To find out if a unit is of the night 

fighting type, look at its icon on the 

map. If it has a small yellow crescent 

moon on it, then it is assumed to fight 

at night. 

Night combat is not something that 

ordinary fighters can do anything about. 

You need night fighters to combat night 

bombers or heavy night bombers. 

Likewise, night fighters cannot damage 

day bombers. 

The day fighters will still intercept the 

night bombers, and the night fighters 

will intercept the day bombers. As 

mentioned above they do not damage 

each other, but more importantly, fuel 

is not used for intercepts, as this could 

lead to some gamey exploits.  

Night bombing was always an imprecise 

science. It is not recommended you use 

night bombers for combat missions, 

since they won't do very well at all. 

Instead use them for strategic bombing, 

hitting other player's locations or 

bridges. 

DISORGANIZATION  

The USSR has a great and big army, they 

are however a bit less organized than 

other armies, and always have been. 

They are a military giant, but also 

unable to coordinate their forces with 

any great skill. This is called 

disorganization. 
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Disorganization comes in three stages. 

At the first stage, you have a negative 

modifier of 15% combat efficiency. At 

the second stage this modifier is 10%, 

and at the third and final stage it is 5%. 

Getting out of these stages of 

disorganization is something that 

requires different things, for each stage. 

Moving out of the first stage requires 

the loss of 350 Power Points, in combat. 

The second stage requires that you lose 

8% of your starting territory's Victory 

Points, and the last stage requires the 

loss of 16%.  

There is a tracker that helps you keep 

an eye on how much of this territory 

you have lost, it is shown in the Victory 

Status message, but more on that later. 

LANDINGS 

At some point you may wish to perform 

a landing of troops onto enemy 

territory, occupied by enemy forces. If 

you do this, it would be an advantage to 

learn the Strategic Research, Amph 

Doctrine.  

Ordinarily when a unit lands on an 

enemy hex, from a ship, they will fight 

at one third of the ability they would 

have if they fought on land. Learning 

this strategic research completely 

eliminates that disadvantage. 

 

HIGH AND LOW 

Another concept is that of flying High 

and flying Low. Fighters and Bombers 

are each one of these two types.  

Low flying Fighters fight better at low 

altitudes, while High flying fighters fight 

better at High altitudes. Most light 

bombers and such are Low flying while 

most Medium and Heavy Bombers are 

high flying. 

OVERVIEW 

This last subsection presents each 

Major country's combat efficiency after 

bonuses and disadvantages have been 

subtracted. 

Here is the table wherein these data are 

collected. 

 

This data is compiled the following way. 

Germany has researched Blitzkrieg 

(+5%) and Superior Doctrines (+10%). 

Japan begins with the research 

Militarism (+15%), and the USSR has a 

disorganization penalty (-15%).   
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In addition to these researches 

Germany and Japan have researched 

Better Training, and the USSR has 

researched Mobility. 

 
Minor countries are interacted with via 

diplomacy. To play the game optimally, 

you will have to know how this 

interaction functions. Only Major 

countries that own their own capital are 

able to perform diplomatic missions. 

This is partially because a nation that 

has lost its country's capital is less 

respected by minor countries, but also 

because the diplomatic corps is 

assumed to be in disarray, and unable 

to follow a coordinated diplomatic 

effort. 

Characteristics 

Each minor country is a nation or group 

of nations that have something in 

common. For instance, Ireland is a 

minor country. An example of a minor 

that is more than one nation could be 

the Argentina Area, which is composed 

of Argentina, Uruguay and Paraguay. In 

total there are 29 minor countries. 

Each of these minor countries is 

characterized by having a diplomatic 

score, for each major country, and a 

diplomatic drift. The diplomatic score is 

an expression of how much they agree 

with you. Their diplomatic drift is an 

expression of how much more, or less 

they like you. 

The diplomatic score is a number 

between 0 and 1000, while the 

diplomatic drift can be from -25 to +25. 

Each turn that passes the diplomatic 

drift is added to the diplomatic score.  

So if a minor country had a diplomatic 

score of 345 and a diplomatic drift of 5, 

for your major country, then it would 

have a diplomatic score of 350, by the 

beginning of your turn, and the 

diplomatic drift would still be +5. 

Let us look at a minor country: Romania 

 

From the above table you can quickly 

see that Italy is Romania's best friend. It 

has the highest score, which is 

measured in diplomatic points. The 

country that is gaining the most  
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diplomatic points at the moment is 

France. 

A very important thing to mention is the 

concept of being a minor country's best 

friend. Manipulating a minor's best 

friend is what we will look into next. 

Interactions 

DIPLOMACY 

A minor country can be interacted with 

in several ways. All interactions are 

done by action card. In the following 

these cards will be described. 

The first thing you can do to a minor 

country is influence it to like you more. 

This is done by using the card 

Diplomatic Action.  

The card itself 

costs 5 Political 

Points to use. 

When used on a 

minor country, 

several factors 

are considered to 

determine the 

change in diplo-

matic score and sometimes the 

diplomatic drift.  

These factors are the total amount of 

production you can build, the total 

amount of production the minor can 

build, the distance from your capital to 

theirs and if they were neutral or not 

during the second world war. A very 

complex mechanism, in other words.  

You only get to use this card once each 

turn, so it is a good idea to make it 

count for as much as possible. Choosing 

not only a country that likes you, but 

often a country that has strategic value. 

If we as Germany decided to influence 

the minor country of Romania  then we 

would get a message detailing what our 

new diplomatic score and diplomatic 

drift would be.  

Our starting diplomatic score would be 

403 (400 diplomatic points plus 3 

diplomatic drift from the start of the 

turn). The message we receive would 

indicate that our new diplomatic score 

would be 459 points, and the new 

diplomatic drift would be +7.  In other 

words, we gained 56 diplomatic points, 

and our diplomatic drift changed by +4. 

Not bad! We would also be that minor 

country's best friend now. 

If you are at war with another major 

country when you play the Diplomatic 

Action card, the countries you are at 

war with might lose some diplomatic 

drift as well. 

The next card we will look at is the card 

called Discord. This card is used to 

decrease the relationship between a 

minor country and its best friend.  
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Just like the Diplomatic Action card, the 

Discord card costs 5 Political Points. 

Basically, you ask your intelligence 

service to run an operation where they 

try and frame a diplomat from the 

minor country's best friend. 

If successful this 

best friend loses 

50 diplomatic 

points, and a 

point of 

diplomatic drift, 

but there are also 

lesser results, as 

well as complete 

failure. The card can also result in your 

involvement being known to the best 

friend of the minor country. 

The USSR has in this example tried to 

use the card Discord on Romania, in the 

same round as Germany just improved 

its relations. In this case we were lucky, 

and the Germans have been framed. 

They lost 15 diplomatic Points and 1 

point of diplomatic drift. It could have 

been better, or certainly worse. Our 

actions were not discovered either. 

Now it would be nice to know some of 

these pieces of information at the start 

of the turn. It so happens that your 

diplomatic corps has prepared a long 

list for you of your relationships with 

each minor country, and who is their 

best friend. You do not get to know how 

many points their best friend has 

however. 

This list is called Diplomacy and can be 

called up any time during your turn by 

going into the Decision Room and 

looking at the Reports header. If these 

scores changes during your turn, you 

get a report about that too. The list 

however is fixed. Here is a look at page 

one, for the USSR. 

 

Notice how they are presented. First 

the name of the country, then the best 

friend in parenthesis and below this line 

is the status, and the drift. In the final 

line there is an evaluation of the 

country's stability.  

Here is what the 

report says that 

the status and 

drift is for USSR, 

when it comes to Romania.  
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TAKING OVER  

Now where is this all taking us? We can 

obviously use a lot of Political Points on 

manipulating the Diplomatic Status and 

Diplomatic Drift of each minor, but is 

there any reward in doing so?  

The answer of course is: Yes.  

When a minor country reaches 800 or 

more diplomatic points, there is a 

chance that it will come under your 

control. This chance is 0.5% for each 

diplomatic point above 800.  

In other words when you reach 1000 

diplomatic points, then you are 

guaranteed to gain control of the minor 

country. This is tested at the start of 

each major country's turn, for that 

major country. 

When you take over a country it 

becomes a part of your regime. This 

means that in all senses the minor 

country ceases to exist and is integrated 

into your country.  

Its troops counters gain the color of 

your troops counters, and its locations 

(cities, mines etc.) become ready for 

assignment of production and 

connection to HQs.  Its troops however 

still fight as minor country troops. 

STABILITY 

Another concept is that of Stability. A 

minor country has a stability score. It is 

an evaluation that goes from Extremely 

High to Extremely Low.  

The worse the evaluation, the bigger 

the chance that a coup happens. Coups 

can result in several things. Everything 

from a failure, which will give you a loss 

of diplomatic score, to a success which 

will lead to an increase in diplomatic 

score, and sometimes it may even lead 

to the country being taken over by the 

sympathizers of the major country 

couping This is another way a minor 

country can come under the control of a 

major country. 

If the best friend of the minor country is 

not at war, then a situation that is 

called turmoil occurs. During turmoil 

anything can happen. Most likely 

countries with high diplomatic scores 

get less, and countries with low scores 

get more, but the opposite can happen 

too. 

Since the chance 

of a coup 

depends on the 

stability score, 

getting it low 

enough may be 

desirable, if you 

are willing to take 

a chance. On the 

other hand it may be beneficial to raise 

the stability score to make coups less 
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likely. Both are done by using the card 

Send Agents. 

The card costs 3 Political Points and is 

played on a minor country. If that minor 

country is your best friend, then the 

minor country gains stability. If it is not, 

the minor country becomes more 

unstable.  

The evaluation may not seem to 

change, but it does. The evaluation is in 

reality a point system, and each 

attempt moves these points, but each 

category has a span of several points. 

The level of stability also has an 

influence on the likely success of 

another card. It is called Threaten.  

Threaten costs 20 

Political Points to 

use and has the 

effect that with 

hateful speeches, 

threats of war 

and general 

unrest in the 

population, a 

minor country may simply capitulate 

without a fight.  

If the attempt at threatening fails, you 

immediately go to war against the 

minor country's best friend. If you are 

the minor country's best friend, the first 

non-allied country of yours is chosen as 

the country's defender and champion. 

Threaten is only available to the USSR 

and Germany. The card disappears once 

you are at war with another major 

country. You only ever get one threaten 

card. Use it well! 

Speaking of wars, there is also a card for 

that. It is called Declare Minor War. It 

also costs 20 Political Points, like the 

Threaten card does. 

This card lets you declare war on any 

minor country of your choosing. The 

best friend of the minor country takes 

over its defense. If you are allies with 

that major country, or it is yourself, 

then the first non-ally in order of 

diplomatic points will defend that minor 

country. 

The major coun-

tries in the Axis 

faction have this 

card, as does the 

USSR. You can 

declare as many 

minor wars as you 

wish in a turn, as 

long as you have 

the political points to do so. You will 

also go to war with the allies of the 

major country that defends the minor 

country. 

So far, we have only seen how you get 

to know who is the best friend of a 
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country. That was in the Diplomacy 

report. There is a card for this too. 

It is called Who is 

Protecting and it 

is a rather 

obvious name. By 

using this card, 

which is free, you 

can check who is 

defending the 

minor country 

you might wish to attack. 

Interactions between major countries 

are done the way it has always been 

done in ATG. That is via the Strategic 

Information Map. Here you can ally, 

declare war, and go to peace, should 

you need to. 

OTHER ITEMS 

SPAIN  

At the beginning of the game, Spain is in 

a state of civil war. It cannot be 

interacted with diplomatically. 

However, that does not mean that it is 

impossible to influence how the civil 

war goes. 

Each turn you get a report of how the 

Spanish Civil war is progressing. The 

report lists how many brigades each 

side has, and how many they have lost 

this turn.  

Finally, there is a message about the 

number of new brigades that the two 

sides have gained at the end of their 

combat.  

Below is an example. From it you can 

read that the Spanish Nationals lost 5 

brigades out of 105. No Volunteer 

brigades have been lost and they have 2 

left. The German forces there lost 1 

brigade out of 3. and The Italians have 

11 brigades there and have lost 1. This 

totals to 114 Brigades, and a loss of 7 

brigades. 

 

The next part of the report details the 

Republican's losses, and how many 

brigades they have. Here is the 

overview for those. 

 

As can be seen the Republicans lost a 

total of 10 brigades. 9 of their own and 
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1 volunteer brigade. They did however 

not lose any Soviet brigades, and now 

have a total of 80 brigades left. 

In the above example The Nationalists 

recruited 8 brigades to replace their 

losses while the Republicans got 4 

brigades. Neither of them received any 

volunteer brigades, which is also a 

possibility.  

Now on to how you as a player are able 

to interact with the civil war.  

The two Axis countries Germany and 

Italy each get a chance to send one 

brigade to the conflict each turn, until it 

is either won or lost. 

This is how the 

card looks for 

those two major 

countries. To use 

the card you 

need to pay 2 

Political Points. 

Also 200 Man-

power is deduc-

ted from your reserves. The Manpower 

is partially returned once the war is 

over, unless the brigade has been 

destroyed. 

The USSR has a similar card. It too costs 

2 Political Points to use and provides 

the Republicans with one brigade. For 

each brigade that the USSR has in the 

conflict the chance grows of recruiting 

volunteers for the Republican side. 

Like the German 

and Italian cards, 

the 200 Man-

power is partially 

returned once 

the conflict is 

over, if the 

brigade survives. 

 

The German, Italian and Soviet brigades 

all fight better than the Spanish 

brigades and their volunteers. Going to 

war while there are troops in the 

conflict makes these troops fight at a 

lesser ability, due to their loss of access 

to supplies and equipment. The cards to 

send more troops are also no longer 

available. 

When the Civil War ends, several things 

happen. First of all, the losing party will 

flee to Africa, where they will live in 

exile.  

The winners will create a new state, 

that will either be called Spain 

(Nationalist) or Spain (Republican). 

Depending on which, it will have 

different diplomatic drifts and 

diplomatic points for each major 

country. It is easy to imagine that one 

side will be very thankful to the Axis 
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faction while the other will be thankful 

to the USSR. 

Also, since they are thankful, they will 

grant the winners some Political Points., 

The returning troops, will give the major 

countries, that won, some experience 

points too, unless of course the major 

country is at war. In that case, the 

lessons have already been learned. 

HELPING CHINA 

Some European countries saw the war 

between Japan and China that began in 

the late 1930s, as something similar to 

the Spanish Civil War. Thus, various 

countries sent the Chinese equipment, 

and had military advisors in the country. 

It was not unheard of for volunteers to 

participate either. 

To simulate this a few cards have been 

provided to the nations who might want 

to help China out. These countries are 

USSR, France, Britain and USA. 

Let us begin by 

looking at the 

card that the 

USSR can use for 

this purpose. It is 

called Operation 

Zet. The cost for 

playing it is 2 

Political Points.  

It allows for the transfer of a unit that 

has no more than 40 Power Points in it. 

The unit that is to be transferred cannot 

contain armored units that weigh more 

than 100 weight, with the exception of 

the BT-7 and BT-7M type tanks. 

The unit will arrive at a stop on the Silk 

Road. That is the Road that stretches 

from Urumchi to Lanchow. If that road 

is interrupted, or Lanchow is owned by 

some power other than China, then the 

troops will arrive in Urumchi. If that city 

is not owned by China, then it will arrive 

in Kashgar. 

The chosen unit has to be located in 

Alma Ata, from where it will begin its 

journey. When arriving it will be turned 

over to the Chinese, and it will fight as if 

it was a Chinese unit. A Headquarters 

will not be assigned. You have to do this 

yourself.  

The card will be available with a one 

turn delay after it has been used. So, 

you can only ever use it every other 

turn. 

Once the USSR can ally with China. That 

is when the USSR is at war with Japan. 

The card disappears, as it now becomes 

possible to transfer units using the 

games own interface. 

The next card we will look at is the one 

that France can use. It is called Hanoi 

Rail-way. It utilizes the rail line that goes 

between Hanoi and Kunming.  
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If any of the 

hexes of this 

railroad are own-

ed by a different 

major country 

than at the 

beginning of the 

game, then the 

rail line is 

considered interrupted and the card is 

removed from play until such a time as 

the rail line is again open. 

Just like the previous card, this one 

costs 2 Political Points. However, 

anything that is not a ship can be 

transported to Kunming by this card, as 

long as the total power points do not 

exceed the limit of 40. The card is 

available every turn, and the unit to be 

transported has to start in Hanoi.  

Once France is at war with Japan they 

can ally with China, and thus the card is 

redundant. It is therefore removed from 

the game. 

The Burma Road was used by the British 

to supply troops and materials to the 

Chinese during the Second World War. 

A card named Burma Road is available 

to Britain. 

The unit that is being transferred needs 

to be placed in Mandalay. Which is a 

hard place to get to by troops very 

quickly. To make things worse the route 

is somewhat precarious, and thus it is 

completely unsuited for the transport 

armor. Every other unit type however 

can be chosen, up to a limit of 40 power 

points.  

The units arrive in Kunming, where 

they, just like the other cards used, will 

be populated by Chinese. They will not 

be assigned a HQ either.  

If the route is 

somehow inter-

rupted (for in-

stance by a for-

eign power get-

ting control of a 

hex that it goes 

through), the card 

will not be 

available. There is also a chance that 

one of the two bridges that the route 

goes over gets blown up. If that is the 

case, a card will appear that allows 

China to repair them. 

The card Burma Road, costs 2 political 

points and is available every turn, until 

Britain and China can become allies. 

This happens when Japan is at war with 

Britain. 

The USA also has a card available that 

can be used to help China. It works 

much the same as the three other 

cards. It costs 2 Political Points to use, 

and is called Ship to Hanoi. 
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Everything can be 

shipped from San 

Francisco where 

the unit that is to 

be selected needs 

to be, save ships. 

Up to 40 power 

points can be 

chosen. 

The unit will arrive in Hanoi, and it will 

be populated by French forces, once 

there. It will not be assigned a 

Headquarters. 

If France, Britain or the USA is at war 

with Japan, the card is no longer 

available. Once used there is a two turn 

delay before it can be used again. The 

game simply does not give it to you 

until that time has passed. 

What the French do with the unit that 

arrives in Hanoi is up to them. They may 

use them to send to China, but do not 

have to. They could even be sent via 

ship to France. 

 

There are a few special things that 

require attention, where the economics 

of GD1938v3 is concerned. These things 

are what this section of the rules look 

at. 

Unlike the normal game of ATG, you can 

increase your production capacity in the 

game, in ways other than building 

factories.  

Although you can build complexes, 

which are a sort of factory, that is not 

what this section is about. These will be 

looked at in a later section. 

Each major country has a productivity 

score assigned to its people. They differ 

from country to country. In other 

words, the German productivity is not 

the same as that of Japan. 

The table shows what these numbers 

are. The higher the number the cheaper 

it is to build something. This means that 

a rifle unit costs the same for two major 

countries that share the same 

productivity scores. 
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All minor people, or people other than 

your own, have a lower productivity 

score. From the table it is possible to 

see that Italy's colonies would only 

provide them with a third of their own 

productivity at the beginning of the 

game. 

The productivity 

can be increased 

by 5% by playing 

the card named 

Improve Econ-

omy. Its cost is 

variable. The 

more you stand 

to gain from 

playing it, the more expensive is the 

cost. At the beginning of each major 

country's turn this value is calculated. 

Here we see the card as it looks at the 

beginning of the French turn. So by 

playing it France's productivity score 

would increase from 75% to 80%. 

However, some countries start at a 

disadvantage to begin with. Their 

productivity is affected. This is because 

of internal factors. 

France and Britain for example are in a 

peace-like economy. Although the 

armed forces would like to use the full 

capacity of the country's production, 

only 4/5ths of it can be used that way. 

This restriction is lifted when war is 

declared on them, or when it becomes 

August 1938. (Whichever of these 

events happen first). 

So, if France tried to increase their 

productivity, they would only gain an 

effective increase of 4%. Their 

productivity at the beginning of the 

game is effectively 60%. So, playing this 

card would only result in an effective 

economy score of 64%.  

The USSR is in a similar position. Their 

industry is not coordinated well. Thus, 

they cannot use the full capacity of their 

country to begin with. This changes 

when it either becomes January 1939 or 

they have lost one of the cities, mines 

or oil wells that they start the game 

with. Until then they have only 4/5ths 

of their production available to them. 

The final major country that is at a 

disadvantage is the USA. They are hit by 

a condition known as Isolationism. This 

causes their military economy to be less 

than optimal.  

Until such a time as there is a war 

between two or more major countries, 

that are not already at war when the 

game begins, the USA economy only 

functions at 2/5ths of what is available 

to them. So basically, when the world is 

at peace. 
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When the world is at war, then the first 

change happens. The availability of the 

total production becomes 3/5ths.  

Finally, when the USA exits isolationism 

completely, it will get full availability of 

its economy. This requires that the USA 

is either at war, or that it has broken 

isolationism, peacefully, through other 

game mechanics. 

It is also possible 

to change the 

productivity of 

people other than 

your own, who 

are under your 

control. This is 

done by use of 

the strategic 

research, Occupation Technology.  

Ordinarily the productivity of a people 

different from your own country, will be 

set at 25%, Learning the strategic 

research will change that. For people 

that do not belong to a major country 

the productivity is raised to 30%.  

This means that if you as Germany for 

instance capture a French city, it will 

normally produce at 25% efficiency. 

With Occupation Technology learned 

that would be 30%. 

This research also increases the 

production efficiency of other people 

than those a major country has, to 50%. 

This is twice as good as not having the 

strategic research. 

If we from our example before said that 

the Germans had instead conquered a 

Polish city, it would ordinarily only have 

25% production efficiency. With 

occupation technology that would be 

50%. 

This strategic research is available to all 

major countries. It costs 150 Political 

Points. For a country like Britain, this is 

a bargain, as it has many colonial areas 

which are not populated by British 

people. 

Locations are the next part of what this 

manual will focus on. Knowing about 

these are important. Locations are 

basically anything that is not a 

landscape. That is, they are something 

that is in addition to the landscape. An 

air base, a port, a city are all examples 

of these things. 
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Let us look at the types of cities that are 

present in the game. There are 8 types, 

but luckily, they can be lumped into 2 

categories. 

First there is the 

Capital. Like the 

one in this 

picture, which 

shows Tokyo, the Japanese capital.  

Notice the Red writing and the big red 

dot. All capitals have text this color and 

this dot. There are two types of capitals, 

major and minor ones. Major ones have 

a bigger production than the minor 

ones. Other than that, they are 

indistinguishable from each other. 

Next let us take a 

look at a city in 

South America: 

Montevideo. No-

tice that the text here is blue and there 

is a blue dot. This is a large city. 

Dublin is the next 

place we will look 

at on the map. 

These have yellow 

text and a yellow dot. They are called 

cities. 

Finally, there are 

towns, which are 

the smallest type 

of cities on the 

map. They have a white text and a 

white dot, Belfast is such a town. 

Each of the three city types, Large City, 

City and Town, come in two kinds of 

variety. There is the regular 

industrialized type, which can produce 

anything, and then there is the Colonial 

type.  

The latter type is not industrialized, and 

that means they have a limited 

production capability. They can produce 

Non-Combat items (such as supplies 

and political points), Infantry, Artillery 

and Land and Sea transports. They 

cannot produce any kind of plane, tank 

or warship. 

A colonial city type can be upgraded to 

a non-colonial type of the same kind 

using the action card: Industrialize City. 

It costs 40 Political Points. 

Since colonial 

cities have fewer 

production points 

than industrial-

ized cities, it can 

sometimes pay off 

to make one of 

your cities into 

one. You would 

have to be pretty 

desperate however to do it to a Colonial 

Town. You can only use this card once a 

turn. 
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All Industrialized 

cities, including 

capitals, can be 

upgraded too. 

They can get an 

Industrial Annex 

added. This annex 

upgrades the city, 

so it will be able 

to produce 1000 more production 

points. You can even upgrade a city up 

to three times. The cost is variable. The 

more you stand to gain from using the 

card, the more expensive it is. Just like 

the card Industrialize City this one can 

only be used once each turn. 

There are more ways than this to make 

sure you can produce even more. In 

ATG the only way to do this was to build 

a factory. In GD1938v3, this is almost 

the same.  

You do not build a 

single factory, but 

rather a complex 

of factories. At 

this scale a single factory would be 

laughable. So, they are called 

complexes, and they can produce 

aircraft, tanks and artillery.  

But what if you 

wanted to build 

warships? Well, 

you are in luck, 

because there is a Shipyard as well. It 

looks like the picture to the left. These 

can produce any kind of ship.  

Finally, we now 

have the Supply 

Complex. You 

may ask, what is 

this? It is a kind of refinery that 

produces supplies and fuel. For each 1 

supply it produces it produces one fuel 

as well.  

All of these complexes cost 200 Political 

Points to build and it require engineers 

to do so. You may build as many of 

these each turn as you like. 

There is a location that looks similar to 

the Supply Complex. This is the Supply 

Center.  

There are two 

differences be-

tween a Supply 

Complex and a 

Supply Center. The Supply Center is 

indestructible, while the Supply 

Complex, as goes for other Complexes, 

are. The other is that you cannot build a 

Supply Center. Those that exist are on 

the map. 

Natural resources are also represented 

in the game. Mines are a prime example 

of this. They are assumed to be 

secondary sources of supplies as well as 

fuel.  
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This is how a Mine 

looks. The num-

ber doesn't mean 

anything.  

There are two types of mines, the first 

one is a minor mine, and the second 

one a major mine. The difference is that 

a major mine produces double what 

minor mine does. 

The final place you can get supplies 

from, that is not a city, is Oil Wells. In 

the game simply called Oil. They come 

like mines, in two varieties. One is the 

Major Oil, the other Minor Oil. The 

difference again, is that Major Oil 

produces double that of a Minor Oil. 

This is what an Oil 

site looks like. 

Again the number 

doesn't mean 

anything. Oil wells are considered a 

prime source of Fuel and Supplies.  

All Cities, Shipyards and Industrial 

Complexes can get their productivity 

increased by Improving the Economy. 

Supply Complexes and Centers, as well 

as Mines and Oil cannot. 

There are strategic researches that 

make this possible however. 

The first of these 

researches is the 

Strategic Re-

search: Mining. 

The first level of 

this research in-

creases mines 

output by 10%. 

 

As mentioned 

above it is also 

possible to in-

crease the output 

of Oil Wells, this is 

done by learning 

the Strategic 

Research Ex-

traction. The first 

level increases the output by 10% of Oil 

Wells. 

Notice how this strategic research 

requires the year to be 1939, or later. 

This is a theme for many of these kinds 

of researches, but more on that later. 
 

We will now look 

at the final 

strategic research 

that can be used 

to increase the 

output of a 

resource location. 

This one is used to 

increase the 
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output of Supply Complexes and Supply 

Centers. This strategic research is called 

Refining. 

Each level of Mining, Extraction and 

Refining increases the output of these 

resource locations by 10%. In other 

words, level one increases the output 

by 10%, level two by 20% and level 

three by 30% 

In the table below, it is described what 

each of these strategic researches costs, 

and when they become available.  

Notice how Refining costs more than 

Mining and Extraction at similar levels. 

This is due to this being a more complex 

operation, as well as it being something 

that can be used in conjunction with 

Supply Complexes being able to be 

built. 

 

There are other locations, but these do 

not produce anything. Let us take a look 

at one of them: The Fortress. 

These are big 

defensive works, 

that have taken 

years to build. 

They are thus not buildable in the 

game. They are indestructible by 

artillery and assault, however should 

they become occupied by unfriendly 

troops they disappear. This happens at 

the end of the turn. They are assumed 

destroyed and are thus useless. 

It is however possible to build 

fortifications. These prepared field 

positions are able to be destroyed. At 

10 Political points each, they are not 

cheap, but if a position is valuable 

enough it is certainly worth considering 

putting up a fortification. 

They cannot be 

built in mountains 

or swamps, but 

any other land-

scape is possible. They cost 150 

engineering points to construct.  

A fortification however gets worn down 

by weather, and non-usage. Thus, if it is 

left without a 40 Power Point unit in it, 

it will begin degrading, and be gone in 2 

turns. 

A third type of location, that is not 

capable of building anything, is the air 

base. Air Bases are assumed to be 
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several air fields concentrated in the 

same hex. 

There are four 

levels of Air Bases. 

The first one is 

available to be 

built from the beginning of the game.  

The other levels must be built by 

engineers on the same hex that 

contains the original Air Base.  

 

Each Air Base cost 20 Political Points. 

Upgrading an Air Base costs 10 Political 

Points. It requires 100 engineering 

points to upgrade and build an Air Base.  

There are also the requirements shown 

in the table above. 

Each level of Air Base you have gains 

you the advantage of more structural 

points for the base. The Air Base also 

gets a higher Air Stack, as can be seen in 

the table below. 

 

The game also contains two different 

types of ports.  

The first kind is 

the one that is 

really a smallish 

town, but too 

small to have its own production. They 

have their own names, but it is not 

shown on the map. They count as urban 

terrain and have an Air Stack of 60. 

The other kind is 

the Harbor. They 

can be built on 

coastal hexes, 

that are not mountains or swamps. 

They serve two purposes: they can 

represent invasion ports, or they can be 

used as small island bases. They have an 

Air Stack of 45 and cannot be 

destroyed.  

Building a Harbor is not something that 

can be done from the beginning of the 

game. You need to have researched the 

Strategic Research Port Building.  

Port Building 

requires you to 

have researched 

Engineers II. So, it 

is an investment, 

but it might be 

worth it, if you 

plan on invasions, 

or doing Island 

hopping in the Pacific. 
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Finally, there are four strategically 

placed fortified ports. These are 

Gibraltar, Malta, Sevastopol and the 

Singapore Forts. These use the same 

graphic as the Fortress and cannot be 

destroyed. They do not become regular 

ports when taken. 

OTHER ITEMS 

EVACUATING INDUSTRY 

China and the USSR have an ability that 

other major countries do not. They can 

evacuate industry. 

Historically this 

was something 

that both the 

Chinese and Sov-

iets did. Naturally 

it is modeled in 

GD1938v3 as 

well. This is a 

good way to 

preserve some of the production that 

would otherwise be lost.  

The card, Evacuate Industry, costs 5 

Political Points and will remove one 

annex from the city. If there are no 

annexes it will leave it as a Colonial city 

of the same size.  

You will receive a card for the Industrial 

Annex you removed, or one for turning 

the city into a colonial one. 

This card is called Place Industry. It is 

free to use, but if you do not use the 

card before you end the turn, it will 

disappear. Your industry will in other 

words be lost. 

RAILS, ROADS &  RIVERS 

Railroads and Roads are an important 

part of the game as well. They allow 

faster transport through otherwise 

difficult terrain. They can also extend 

supply lines. 

Trains can only 

move on rail-

roads. Since trains 

should only ever 

be used for trans-

fers, and strategic movement of units, 

you will ordinarily not see train units. 

Trains cannot carry units into combat 

either. A hex that has a railroad in it will 

also always have an ordinary road in the 

same hex. 

Roads are build-

able by engineers, 

railroads are not. 

Roads are prac-

tical, and with the 

right number of engineers several hexes 

can be made into roads in one turn.  

There are several 

different kinds of 

Rivers. The large 

river seen in the 

picture to the left, 

is hard to cross without bridging it, 
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something engineers can do. Since they 

are so hard to cross they are good to 

defend behind. 

Smaller rivers ex-

ist too. These are 

easier to cross, 

and can be brid-

ged more easily. 

Defending behind these rivers is less 

optimal than defending behind a large 

river, but it is better than nothing. 

Finally, there are straits. These are not 

rivers per say.  

Straits are bodies 

of water that are 

too deep, or far 

apart to be able 

to be bridged. 

They are a brighter blue color than 

rivers, so they should be easy 

identifiable. They cannot be crossed 

either. 

One of the more abstract ideas in 

Advanced Tactics Gold and indeed 

GD1938v3 as well, is resources. These 

resources are basically a collection of 

numbers that the game keeps track of. 

But before we look into them we need 

to talk about supplies. 

SUPPLIES AND FUEL 

Supplies are an essential part of the 

game. Every unit requires supplies to 

attack, defend and move. Without 

supplies troops begin to lose readiness 

and with that action points as well.  

As mentioned earlier there are a lot of 

ways to get supplies in the game. To 

recap, you can get them from Mines, Oil 

Wells, Supply Centers and Supply 

Complexes.  

Each time a unit of supply is produced, 

so is a unit of fuel. That is except for 

cities. These produce supplies, but not 

fuel. For them to produce fuel, they 

need to recycle it.  

The amount of fuel that is available to 

the major country you are playing, can 

be read at the top of the screen, while 

playing the game. Whenever a unit that 

requires the use of fuel moves, the 

amount is deducted from this total. 

Industry also uses fuel. The more you 

can produce, the more it expends. This 

happens before the turn begins, but 

after fuel has been added, by whatever 

sources produce it.  

Supply is gathered in each HQ that is 

connected to a source of supply, like it 
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would in ordinary ATG. However, only a 

limited amount can be stored there for 

any period of time 

This is due to an effect called spoiling. 

Imagine if you will the amount of 

storage halls that would be needed to 

store vast amounts of supplies. 

Naturally these just do not exist in most 

cases. Sometimes supplies will have to 

be stored outside, which can make it go 

bad. At other times, supplies have been 

known to disappear while someone's 

pockets got lined with gold. 

To simulate this, each HQ can store only 

a certain amount of supplies. This 

number is equal to 1500 supplies in 

each HQ, or 3 times the amount of 

supplies used up by the HQ and its 

subordinates each turn, whichever is 

greater. The surplus gets spoiled, so 

that only 1 out 6 supplies remain. 

This situation can be improved by 

learning the strategic research Better 

Logistics. Once you have it, these 

numbers go up.  

Each HQ can now 

retain 2000 sup-

plies or 4 times 

the amount of 

supplies used by 

its subordinates. 

The rate of spoil-

ing is also slowed, 

so that 1 out of 3 supplies remain.  

The card costs 75 Political Points. A 

price well worth it, should you be a 

victim of a siege performed by 

submarines. 

MANPOWER 

Another impor-

tant resource is 

Manpower. Every 

unit that can be 

built requires 

manpower. If you 

run out of manpower you won't be able 

to build new units.  

How much manpower a unit requires 

can be seen in the production screen 

where each equipment type has it 

added as text to its picture. For 

instance, rifle II units cost 20 

manpower, to be built, each. 

If you disband a unit, you get the 

manpower back. So, it may be worth 

disband obsolete units, rather than 

sacrificing them in combat. The same of 

course goes for units that have been 

surrounded and have no chance of 

escape. 

Each city type has a manpower number 

connected to it. This number varies 

from country to country and city sizes. 

Based on this number an amount of 

manpower is added to your manpower 

pool each turn.  
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The number of new recruits (the 

additional manpower) is reported in a 

message at the beginning of each turn. 

The number you are using with the 

current production can be seen at the 

top of the screen, just like in ordinary 

ATG. 

 

The amount you have at the beginning 

of the game depends on your current 

manpower policy. Each major country 

has one. They are divided into levels. 

Where level 0 is the lowest, while level 

6 is the highest. The highest available 

level depends on the state of that 

country.  

All major countries that are not part of 

the Allied faction have a limited 

conscription program and a peacetime 

limit of level three. 

Countries of the allied faction (except 

for the United States) all have a 

maximum conscription level of two. 

France begins at that level.  

 

 

The USA is demobilized. There is no 

active recruiting program, and thus 

their level is the lowest possible. They 

are able to raise this level, later in the 

game. 

There is no downside to playing the 

action cards that raise conscription 

levels, below but not including level 

three. The other levels however have 

some drawbacks. 

Playing each card allows for a release of 

a certain amount of manpower 

instantly. This amount is different from 

major country to major country, 

depending on their current total 

population. Here is a look at one of the 

action cards. 

The card says two 

things. First it 

describes what 

you are about to 

do. In this case 

impose a limited 

conscription. Se-

condly it gives an 

effect. The effect 
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is given in the form of a number. In this 

case +1,0%. This number by itself is 

meaningless, but it is mentioned here to 

give the player an idea about how big 

an increase this is. 

Playing this card for USSR for instance, 

gives a boost in the available manpower 

by nearly 50000 manpower. It also 

raises the number of new recruits as 

well, by some 1200 manpower each 

turn. 

Once you get to the Manpower Policy 

III, the downside is that you get only a 

maximum of 4 XP per turn for units not 

involved in combat, instead of 5. This 

represents that the new recruits get 

slower training, as more of the are 

introduced into the training program. 

Manpower Policy IV reduces the free 

training to 4 XP per turn. It also reduces 

your overall production by 5%. This is 

due to the workforce being pulled away 

from factories. 

If you really feel the need to increase 

your manpower pool even more, then 

you can enact Manpower Policy V. This 

reduces the number of XP that training 

does down to 3 per turn. It also reduces 

your economy by 10%. 

The final level of laws you can enact to 

increase your manpower pool, is 

Manpower Policy VI. This one might 

also be nicknamed "scraping the 

barrel". You are requiring all elderly and 

children to serve. This has the effect 

that your production is reduced by 15% 

and training forces drops down to 2 XP 

per turn. 

 

There is also another way to gain 

manpower. Each time a minor country 

is taken over diplomatically, or by you 

protecting it from an aggressor, you get 

part of their manpower pool, as your 

own. You get to keep that manpower, 

even if the country you protected or 

went into an alliance with, is 

conquered. It is assumed that these 

recruits have braved the way to your 

country and will fight from there. 

HULLS 

Every kind of ship has a hull. Very big 

ships have very big hulls. These take 

extra time to build. Battleships, 

Battlecruisers and larger Aircraft 

Carriers are all in that category. 

Building these giants is no easy task, so 

we have introduced the concept of 

Hulls. There are two kinds of hulls: BB 

and CV.  
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To build a Battle-

ship or Battle-

cruiser you need 

one BB hull. Such 

a hull costs 25000 

production points 

to build. 

To build one of 

the bigger Aircraft 

Carriers you need 

one of the CV 

hulls. A CV hull is 

cheaper than a BB 

hull and costs 15000 production points 

to build. 

The special thing about these hulls is 

that they can only be built in Cities, 

Large cities, Capitals and Shipyards and 

only if these are on the coast. Their cost 

can only drop to a certain point. Even 

with efficiency increases, they never go 

above 100%, unlike other types of 

equipment. 

The number of BB and CV hulls each 

major country has from the start of the 

game varies. Historically each nation 

had laid down a different number of 

them.  

 

As with manpower a ship that requires 

a hull has this shown on its picture.  

The hull is so to speak an extra cost, to 

the cost of building the superstructure 

of the ship. This may lead to some 

confusion. 

For instance, an escort carrier costs 

10000 for Japan at the start of the game 

and requires no hulls. A Fleet carrier II 

requires a CV hull and 3750 production 

points. 

This section will be about officers and 

how they function in GD1938v3. Much 

of this information may be new to you. 

One of the reasons is that this is a 

feature put into ATG after its manual 

was made. 

I will endeavor to be precise, while 

being clear, as to how officers function, 

and how you get the optimal use from 



The  GD1938v3 Manual 

 

46 

 

them.  This section will thus describe 

officers as I understand them.   

Staff 

Before we look at officers we really 

need to look at the unit type: Staff. 

Understanding how Staff works is very 

important. Without knowing how they 

function most of the Officer stats will 

seem meaningless. 

Staff are more 

than meaningless 

pencil pushers. 

They are not 

often found at the 

front. There are 

good reasons why they are at 

Headquarters, behind the line. 

Staff can be tough to kill, mostly 

because they gain XP each time a unit 

under their command does a feat that 

earns it some XP as well. The relation is 

not 1 to 1 but is a fraction of it. 

One Staff can command 20 Power 

Points. You can easily have it command 

more Power Points than that, but it will 

cost you.  

To find out if you have enough staff in a 

HQ to successfully command you look 

at the STF %. 

 

In the case of the above unit, that staff 

percentage is 108%. As long as this 

number is above 100% then the 

Headquarters will impart the full bonus 

that it can to troops within range of it 

and under its command. 

The combat and morale bonus a HQ 

with staff imparts on the units under its 

command, depends on the level of staff, 

and if more staff are used than need to 

be. If there are less staff than 100%, this 

bonus drops off considerably. 

Units have to be within 3 hexes of the 

Headquarters to get the optimal bonus. 

For each hex beyond that, the bonus it 

drops off by 20%. 

Officers 

Now we are ready to look at the officers 

themselves. Officers have three 

noteworthy attributes, which will be 

explained in the following. 

An officer profile consists of a Name, 

Picture and biography for that officer. 

To view the biography in more detail, 

you just click it. 
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STAFF, COMBAT AND MORALE 

There are however also three stats that 

are very important to know. They are 

listed on the left-hand side of the officer 

picture. These stats are, Staff, Combat 

and Morale.  

 

Let us begin with Staff. It represents 

how big a Headquarters can be for the 

officer to function optimally. The staff 

stat is equal to the number of staff that 

are in the Headquarters. So, in the case 

of A. G. Corap, this number is 25. This is 

a pretty standard size of staff for 

officers at the beginning of the game.  

The other two stats, Combat and 

Morale, are an expression of how much 

of an extra bonus he can impart on a 

Headquarters ability to give bonuses. 

Modified by the Staff stat. 

Let us take an example. We will assume 

that Corap is commanding a 

Headquarters that has a STF % of 100%. 

That is no more or less than the 

Headquarters can command exactly. 

Let us assume that the headquarters 

provides a 50% bonus to combat and 

20% bonus to morale. Let us also 

assume that the Headquarters consists 

of 25 staff.  

In this case Corap provides a full bonus 

for both Combat and Morale to the 

headquarters on his command, and 

thus the troops it commands. Since his 

combat bonus is 27% and the combat 

bonus of the Headquarters was 50%, 

the true bonus to the troops become 

50% + 27% of the 50% or in other words 

approximately 63%.  

A similar calculation is made when you 

want to determine his effect on Morale. 

The original Headquarters had a morale 

bonus of 20%. Corap provides a bonus 

of 8%. So, we add the 20%, to 20% of 

the 8% officer bonus and get: 

approximately 22%.  

So the effect of having Corap as the 

officer leading your Headquarters, is in 

this case a 63% combat bonus to the 

units under the Headquarters, and a 

22% morale bonus.  

Which means he has given a +13% 

combat bonus and a +2% morale bonus 

to the troops under his command. Not 

good, but not bad. 

If Corap commands more staff than his 

Staff stat, then the overall bonus will be 

less. If he commands fewer, the two 

bonuses will remain the same. 
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Other officers will have other stats, and 

thus this calculation may look different 

for them. Also, it is often hard to keep 

track of the staff in the Headquarters 

bonus.  

What you should take away from all this 

is that you should always try to have at 

least as many staff in the Headquarters 

as the officer has as his Staff stat. Less 

will be a waste of his potential. 

OFFICER CARDS 

Each officer in GD1938v3 has between 

one and three officer cards that can be 

played on units under its command. 

These units have to be within the 

headquarters' range. 

These cards do different things. Some 

improve the attack rating of a selected 

unit under its command, some impact 

the units readiness. 

Let us look at another Officer: O.I. 

Gorodovikov. 

 

You will notice the that one card is 

green the other is blue with a 

percentage number on it. The green 

card is a card that is ready to be played. 

The blue card is not ready to be played, 

but there is a 20% chance it will become 

available next turn. 

Clicking on the available card will reveal 

what it does. In this case it is an attack I 

card.  

There are a total 

5 types of cards. 

Each does some-

thing unique. 

There are also 3 

levels of each 

card. An officer 

may get new 

cards as they 

grow more experienced. None of the 

cards cost any Political Points. 

Now that the Attack card has been 

introduced, it would only be proper to 

go over it.  

On a well-formed unit, it gives a 20% 

bonus to offensives at level 1. This 

increases by 10% for each extra level. 

So at level 3 this would be a 40% 

offensive bonus. 

 

It only works on the infantry and armor 

in the unit. So any artillery will not get 

the bonus. 
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There is a limit to the size of the unit 

though. This limit is determined by if 

the unit is well formed. That is if the 

unit only contains a certain number of 

individual forces. 

If the limit of these forces is exceeded 

the bonus will be correspondingly less. 

The 20% bonus of the Attack I card thus 

is a maximum value. 

Just like an Attack 

card, there is a 

Defense card. This 

card will allow 

infantry and guns 

to defend better. 

Since it is more 

beneficial to at-

tack than defend, 

and you really do not know where an 

opponent will defend, the defend card 

has bigger bonuses than the attack 

card. 

Again, there is a limit to how many 

troops and pieces of equipment that 

can get the defensive bonus.  

Notice that it is a different color than 

the attack card. This so that they are 

not easily confused with each other. 

This is a theme with cards like this.  

The defensive Bonus for the level 1 card 

is 30%. Each level beyond that the 

bonus increases by 20%. This can be 

seen in the table below. 

 

There is a different card that also gives 

offensive bonuses. This card is called 

Bombard.  

You might re-

member that the 

Attack card did 

not give bonuses 

to anything other 

than infantry and 

armor. This card 

gives attack Bo-

nuses to Artillery 

type equipment.  

Usually this will be types of artillery that 

can bombard, but any type is possible. 

So if you want, you can use it on 

infantry guns and then attack with 

them, or you could use them in 

conjunction with an attack card. 

 

The bonuses to bombardment and 

attack can be seen from the above 

table. Again, remember this is under 

ideal circumstances. Bigger units will get 

less of a bonus.  
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Usually a unit only has 100 Action 

Points. This means that you can only do 

a certain number of fixed things. 

Movement causes less time in combat, 

and combat allows for less movement 

afterwards. 

Imagine a card 

that would allow 

you to break 

those rules. Free 

Action is such a 

card. It is very 

powerful, as it 

allows a blitz like 

surprise boost in 

movement. 

The color of this card is blue, as it 

doesn't give a bonus to offense or 

defensive fighting. It is a card that will 

often be used for offensives, but not 

always. 

 

The initial bonus for a level 1 card of 

this type is +20 Action Points. The next 

two levels each add 10 Action Points to 

this amount. The numbers can be seen 

in the above table. This bonus applies to 

all land type units. 

The final of our cards is also an 

interesting one. It is called Ready Unit. 

It has the ability to increase the 

readiness of a unit.  

After combat a 

unit will usually 

have lost read-

iness. A trans-

ferred unit, or a 

unit that has been 

assigned a new 

Headquarter may 

also have lost 

readiness, just to name a few. 

This is often an overlooked effect but 

used in the right circumstances it may 

whip a unit that was otherwise unable 

to withstand an attack into shape to do 

so. It will also reduce supply 

consumption by that unit. 

Again, this effect will work on any land 

unit, under the command of the 

Headquarters and within range of it. It 

will not work on air or naval units. 

 

As can be seen by the above table, the 

effect is not that great to start off with. 

The next two levels however are very 

powerful.  

EXPERIENCE AND LEVELS 

Every officer gains experience during 

the game, as long as staff under his 
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command has gained experience. 

However, there is a little more to it than 

that. 

A staff unit will gain experience every 

time a unit under it fights an enemy and 

has good results. The officer in that 

Headquarters will gain experience as 

well. However, the closer he is to not 

being over staffed, the more experience 

he will gain. 

For instance, an officer with the stat 25 

staff, and commanding 30 staff, will get 

more experience, than an officer with 

the same staff stat, who is commanding 

40 staff.  

In other words, keep the number of 

staff close to the staff stat, for optimal 

results, if gaining experience is your 

goal. It should be your goal, since 

gaining experience will let your officer 

gain levels. 

Each time an officer levels up, he gets 

better stats, and a bigger chance of 

getting the cards he has. Sometimes he 

gains new cards, or the cards he has 

become more powerful. 

All these increases have been 

hardcoded. They will in other words be 

the same, no matter what game of 

GD1938v3 you play.  

There are however very many officers 

to choose from. It is very unlikely 

anyone will memorize all of them. 

To reach the first level 300 Experience 

points must be gained. All of the levels 

and experience points needed are listed 

below. 

 

Please note, that some officers may be 

better than others. A level 1 officer may 

be better than a level 2 one. So, keep an 

eye out and try and use the officers that 

you think are best, or have the best 

potential. 

LIFE AND DEATH  

At the beginning of the game, you start 

out with a number of officers. Who 

these officers are, and where they are 

on the map, is something we tried to 

research. Still we had to make some 

guesses. 

The larger Headquarters have an officer 

assigned to them. If you do not like how 

they are assigned, you are free to 

change it. It costs nothing to switch 

them around, except the cards they 

have will become unavailable if they 

were able to use any. 
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Officers can die. This happens in two 

cases. The first one is that their 

Headquarters is destroyed. The other 

one is a random event. 

Any officer that is assigned a 

Headquarters gets some XP each turn. 

He also risks being wounded or dying. 

The chance of death is 0.1%, while the 

chance of being wounded is 0.2%.  

These reflect what happens during 

peacetime. Accidents and illness can 

happen to anyone. During wartime the 

chance of death is doubled, and the 

chance to be wounded is quadruppled.  

When this happens, you will get a 

message, showing the officer's name 

and picture. You will also get his last 

known posting, and placement on the 

map, in x and y coordinates, and if he 

was at a location it will be mentioned. 

An officer that has been wounded will 

return after 1 to 3 turns. During his 

recovery period it is a good idea to 

assign a new officer to the 

Headquarters. 

New officers may become available 

every time a new year starts. Who is 

available is fixed. Their entry into the 

game is determined by when they 

reached a certain rank. After 1945 no 

new officers are added to the game. 

There are some features and rules for 

GD1938v3 that simply fit poorly into the 

other categories. I have collected them 

here, in this section. This does not mean 

they are unimportant, often quite the 

opposite. 

Weather 

Those of you who have played ATG will 

know that there is such a thing as 

weather in the game. This holds true for 

GD1938v3 as well. 

There are four seasons, just like in real 

life: Summer, Fall, Winter and Spring. 

When one of these seasons occurs 

varies with the geography of the world.  

There are eight different types of 

weather zones. There is the Permafrost, 

in the northernmost areas of the map. 

There is also an Arctic zone as well as a 

Sub-Arctic zone. 

Moving to the more warm and stable 

weather areas there is the Northern 

and Southern Temperate Zones, as well 

as the Mediterranean zone. 

Finally, there are the more tropical 

areas that consists of a Northern and 
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Southern Monsoon area. These are 

both characteristic by having seasons of 

rainfall. 

During summer there are no penalties 

of any sort, for any kind of combat. It is 

ideal campaign weather.  

The fall and spring seasons each are 

characteristic by being wet seasons. 

Thus there is mud and rain. This means 

combat for land units and aircraft are 

affected negatively. Air units can fly 

though, which they cannot do in 

standard ATG. 

Winter is a tough time to fight. 

Defenders get a bigger bonus. Aerial 

combat is also very much affected. 

Troops and equipment caught out in 

the open, in non-urban areas, also get a 

readiness penalty of 25. 

This negative modifier can be reduced 

by researching two different Strategic 

Researches. These are Winter Training I 

and Winter Training II. 

The first level of 

Winter Training 

represents having 

a basic training in 

Winter Combat 

and Survival. The 

result is that the 

winter penalty is 

just 15 points of 

readiness. This research costs 100 

Political Points. 

Winter Training II 

completely elim-

inates this read-

iness penalty. It 

represents troops 

that have ex-

tensive exper-

ience with the 

harsh climate of 

winter. It costs 200 Political Points to 

research. 

Japan and China, who are both 

accustomed to fighting in this weather 

have Winter Training I, while the Soviet 

Union has Winter Training II. All other 

countries have to research this ability. 

This goes for minors under their control 

too. 

DESERTS 

The desert is a harsh environment too. 

In particular supplies do not travel well 

across desert hexes without roads or 

rails.  

Not surprisingly 

there is also a 

readiness penalty 

for being in one. 

This penalty is a 

20 point hit to 

readiness. You 

can research a 
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strategic research called Desert 

Training, that will allow you to eliminate 

this effect. It costs 50 Political Points. 

National Topics 

A couple of topics in this section deal 

with things that are limited to a single 

country. We will look at them one 

country at a time.  

GERMAN SOVIET TRADE 

Fuel keeps the tanks, trucks and such 

moving. Supplies keep them stocked 

with ammunition, food and equipment. 

Germany may need these items, from 

elsewhere, if they do not conquer them 

quickly, or take over a country that can 

provide them.  Luckily the Germans 

have an option. That is to ask the Soviet 

Union for fuel and supplies. 

That option is to 

play the card 

Soviet Oil. It costs 

5 PPs and those 

are given to the 

Soviet Union. In 

exchange Ger-

many gains 3000 

Supplies and Fuel. 

The Fuel is deducted from the Soviet 

Fuel pool. 

GERMAN ECSTATIC BONUS 

The German people longed for reuniting 

their lost territories and areas they 

considered German. To symbolize the 

joy and trust in the German leadership 

that this would imply, there is a morale 

bonus for owning more German 

speaking locations than those that 

Germany begins with. 

The German speaking locations located 

outside of Germany itself are Danzig 

and Vienna. The bonus is getting +10 

morale. The bonus will only be given 

when you have more German speaking 

victory locations than you began with. 

So, try to keep those areas German, if 

that is your faction. 

ITALIAN FORCED ENTRY 

Proud as the Italians are, in this game, 

they are not quite as brave as they were 

in real life, when it comes to declaring 

war. In other words, experience taught 

us during play testing that players 

would not declare war with Italy until 

the absolute very last second they 

could. This seems unhistorical. 

A simple rule was made, in the code, 

that 13 turns after the Germans are at 

war, Italy has to be at war with the 

nations that Germany is at war with. So, 

if Germany declared war on turn 8, they 

would go to war on turn 21.  

Not everyone keeps track of when such 

an event might occur. To help players 

out there is a warning the turn before it 

needs to be done. 
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If for some reason you do not declare 

war on Germany's enemies, the game 

will automatically put you at war with 

the countries Germany is at war with. It 

will do this at the end of the turn, so 

you will not get the benefit deciding 

where to attack and so on. 

ITALY AND EAST AFRICA 

In East Africa Italy owns several smaller 

colonies in GD1938v3 these are dubbed 

Abyssinia. Under normal rules of ATG 

they would be cut off from the rest of 

Italy, since they do not own the Suez 

Canal, while Britain does. 

To make movement of troops and 

equipment back and forth, action cards 

have been provided. The same applies if 

you need to send supplies to Abyssinia.  

These cards re-

quire that Britain 

and France are at 

peace with Italy, 

and that Italy 

owns Asmara 

and/or Mogadi-

shu, the two only 

cities where ships 

can go into port. They also require that 

Roma is Italian. 

The first card we will look at is Supply 

Abyssinia. This card sends 600 supplies 

to Asmara or Mogadishu if Asmara is for 

some reason not Italian. From there 

they will go to the headquarters that is 

highest in the supply chain, if it is within 

range. 

The next action 

card is the one 

that allow you to 

send troops and 

equipment from 

Abyssinia to 

Rome. It is called 

Forces to Rome. 

With it you can 

send 40 Power 

Points of Non-Naval forces to Rome. 

The card will allow you to select either 

troops in Mogadishu or Asmara. 

As mentioned earlier troops and 

equipment can be sent the other way 

too. These next two action cards cover 

the ways this is done. 

If you want to 

send troops from 

Rome to Asmara, 

that is done via 

the action card 

Forces to Asmara. 

Up to 40 power 

points can be 

sent, and it can be 

any non-naval mixture of equipment 

and troops. 
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Naturally the 

same can be done 

to Mogadishu. 

The card here is 

called Forces to 

Mogadishu. Like 

the other cards 

that move forces 

it can transport 

40 power points of non-naval units, and 

it costs 3 political points. 

Once one of these 4 cards have been 

played, the rest of them disappear for 

the rest of that turn. This is to symbolize 

that the ships sent there, or from there, 

can only do the trip once each turn. 

Please note that the British will get a 

message that something is passing 

through the Suez Canal whenever you 

use these cards.  

JAPANESE OIL TRADE 

The Japanese start off in a very bad 

position when it comes to fuel, and 

supplies. They are completely reliant on 

the United States sending them 10000 

fuel and supplies each turn. Which the 

USA does, with some hesitation. 

This amount may change, or completely 

cease to exist, if the player who is 

playing the United States uses certain 

action cards. It is highly recommended 

that you as Japan find other ways of 

getting supplies and fuel. 

Isolationism 

US ISOLATIONISM COUNTER 

Sooner or later the United States is 

going to enter the global war that is 

bound to erupt. It is only a matter of 

time. That time is measured by the 

Isolationism Counter. 

Before the game begins it is possible to 

set the length of the Isolationism 

counter. This is done in the games start 

menu, right next to the standard 

choices. The choices look like this: 

 

Not selecting any of them will result in 

the game going with the default 

isolationism timer. Selecting Short US 

Isolationism will allow for a faster US 

entry into the world war. The historic 

US Isolationism option will choose the 

slowest of all the counters. The effect of 

each counter can be seen in the table 

below. 

 

The counter begins counting down from 

the moment any war involving a 

European power begins. 
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LOBBYING  

Left on its own, the counter will, on 

average count down by 1 each turn. 

Sometimes it will count down by 2 

other times by 0. 

However, both 

the Allied and 

Axis factions have 

ways to influence 

the speed of the 

countdown. The 

Germans, Italians 

and Japanese get 

a card that is 

called Lobby Congress. The same card is 

also given to the French, British and the 

United States. 

When the Axis play the action card, it 

will increase the chance of getting a 

result that means the counter does not 

count down. Similarly, when the Allied 

countries play the card, they increase 

the chance of the counter counting 

down by 2.  

Each country gets to play the card, if 

they pay the 5 Political Points it costs. 

The result of these Lobbying attempts is 

revealed when it becomes the United 

States turn. 

EVENTS 

This countdown however is not the only 

way that the Isolationism Counter can 

go up or down. Certain events, which I 

will not name all of here, cause positive 

or negative responses in how urgent the 

feeling is that the United States need to 

enter the war. 

For instance, if Rome or Berlin falls to 

anyone in the Allied faction, or the 

Soviet Union, the counter goes up by 3, 

as the situation does not seem to 

warrant US involvement. 

If on the other hand London or Paris 

had been taken by the Axis, or the 

Soviet Union, then the Isolationism 

Counter drops by 3.  

This provides some balance to the 

game, as the US will enter faster when 

there seems to be trouble, and slower if 

it seems the Allies can handle 

themselves without them. 

THE WAITING GAME 

While the counter slowly counts down, 

for what might seem an eternity to the 

US player, it is advised to plan ahead. 

Try and maximize the output of the 

United States, while at the same time 

try to keep a modern force, just in case, 

something unforeseen happens, like an 

attack on Pearl Harbor. 

Of course, there are also other things to 

do. Every now and then a card will show 

up and allow for certain actions to be 

taken.  
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One of the first actions is to let the 

British use some merchant ships 

through the Cash and Carry act. 

Towards the end of the waiting period, 

you can cut off Japanese oil supply 

completely. 

When these acts occur is completely 

controlled by the counter you chose to 

begin with, and how much it has 

counted down. 

Once the counter has ended, the United 

States will have a full economy, and can 

declare war on anybody. Their friends in 

the Allied faction just might need the 

helping hand. 

So now that you have read all the rules, 

you might be wondering how to win the 

game. To make victory meaningful we 

first had to make the three factions: 

Axis, Allied and Communists, as 

introduced in the beginning. That was 

the first step towards finding a way to 

make victory conditions. 

This means that ideally three people 

should play the game, one for each 

faction. However, if you can agree on 

another way to do individual victory 

conditions, you are very welcome to use 

them as house rules. 

Before we dive into the specifics, we 

need to clarify a few concepts. These 

will be covered in the following 

paragraphs. 

 

 

Concepts 

NATIONAL VICTORY POINTS 

A National Victory Point is a place that 

lies within your country's borders, and 

is populated by your own people, with 

the exception of resource locations, 

which count as well.  

The country's borders are not the same 

thing as its current borders, as can be 

seen in the case of China, who have lost 

major parts of their territory to Japan. 

Each victory point in each of these 

locations is counted up, and the sum of 

all these are your national victory 

points. One country, Germany, has 

some of its national victory points 

located outside their own borders, in 

the form of Austria (Vienna) and bit of 

Poland (Danzig). This results in the 

morale boost explained earlier. 
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If the current national victory points are 

equal to the starting amount of national 

victory points, then the country will be 

described as being content. If it is below 

50% the country is described as broken. 

There are several stages in between 

these two, but those two are the ones 

that matter. The rest are there for 

descriptive reasons. 

A country that is broken is considered 

to be knocked out of the game, as an 

influential power. This does not mean 

you should surrender the game when 

you reach this status. In fact, you should 

never surrender the game. One nation, 

China, even starts out as being broken. 

BEING ACTIVE 

A country is considered active if it is 

part of any wars. It is not a status you 

keep once achieved. So, if the Soviet 

Union goes to peace with the all the 

countries they are at war with, then it 

will go back to not being active. 

Ordinarily when you in ATG, to see if a 

country has won the game, you only 

look at their victory points. In GD1938v3 

not only are these counted, but also the 

total number of victory points a faction 

has, and the total number of victory 

points active members of that faction 

have. 

 

 

TRACKING 

At the beginning of each turn, each 

country will receive a message that 

details these stats. It is called the 

Victory Status message. 

This is a section from it: 

 

First, we are presented with the 

Faction, in this case Allied Powers. 

There is a similarly titled overview for 

the other two factions as well. 

Each country has a number next to its 

name. That number is its current 

amount of Victory Points. So, France has 

33 and Britain 404 Victory Points. 

Next there is a percentage number, 

which is the percentage of the national 

victory points that are owned by that 

country. France as can be seen is at 0% 

and thus own none. 

There is also a word describing their 

population's mood or perhaps that of 

their government. In the case of France, 

it is Broken, while Britain is Content. 

Three of the countries are active. It says 

so right after the message about how 

the country feels.  
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The above snippet of the Victory Status 

message shows how many Active 

Victory Points each faction has, as well 

as their total amount of victory points. 

We can see that the Axis has 768 active 

victory points and has 768 victory points 

in total. All their countries are in other 

words active. 

We can see that the same does not hold 

true for the Allies. They have 487 active 

victory points (Those of France, Britain 

and China), while they have 810 total 

Victory Points. 

These numbers can be used to compare 

the status and progress of each country 

and faction. The message keeps being 

displayed, even after a winning faction 

has been determined. Which brings us 

to exactly that. How do you win? 

Winning 

Each faction has its own unique way of 

winning. These faction victory 

conditions are purposely made so they 

overlap. No faction is ever completely 

an ally with another faction. 

AXIS CONDITIONS 

To win with the Axis faction there have 

to be at least three non-Axis broken 

countries. They may not have more 

than one of their own countries be 

broken, and all faction members must 

be active. Finally the Axis must have as 

many Active Victory Points as the Allied 

and Communist Faction have combined. 

COMMUNIST CONDITIONS 

The Soviet Union, the only country in 

the Communist faction, needs to have 

two Allied Faction members to be 

broken, as well as two Axis Faction 

members. They may not themselves be 

broken. Finally, they need to have more 

victory points than any other active 

country has. 

ALLIED CONDITIONS 

To win with the Allied faction you need 

to have at least three of your faction 

members to be active. Only one of your 

faction members may be broken, and all 

Axis faction members must be broken. 

Final Notes 

These victory conditions open up a lot 

of different variants for winning. The 

Axis for instance could choose that the 

countries they wanted to have broken 

would be China, France and then decide 

if they wanted the last one to be the 

Soviet Union or Britain. 

As a player of the Allied faction, it is 

important to note at least two things.  

Firstly, you can give back conquered 

territory to countries that are broken, 
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and thus make them un-broken again. 

This is one of the reasons you really 

shouldn't use the surrender button in 

game. No country is ever completely 

out of the game.  

Secondly you should take care to have a 

plan for how to help the Soviet Union. 

For instance by providing a second front 

in Europe. Keep an eye out for not 

causing the Communist faction winning 

accidently at the same time. Making 

France un-broken before making Italy 

broken might be a priority. 

The player controlling the Soviet Union 

by no means has an easy job either. 

Early on they may want to expand their 

territory, for several reasons, this would 

most likely lead to conflict with the 

Allied Faction. 

Later game, they might want to prepare 

for war with the Axis faction. Either 

because they are becoming the target 

of an expanding Axis faction, or because 

the Axis is nearing its victory conditions 

and ignoring the Soviet Union in the 

process. 

THE END? 

The game will display a message to 

everyone, once the game has officially 

ended. A faction victor will have been 

determined.  

However, there is nothing preventing 

the players from agreeing to setting up 

their own rules, if they want, for who 

was an individual winner inside their 

faction. Perhaps if the Axis faction wins, 

Germany was more a winner than 

Japan, and probably more than Italy. 

Also, there is no hard coded ending of 

the game. So, if you wish to continue, 

feel free to do so. Set up your own 

victory conditions, if you feel you need 

them in such a case. 

In the end though, the most important 

thing is, did you have fun? I hope, very 

much, that you did, and thank you for 

reading this manual to the end. 

 

 

 


