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General

Starting the editor

This tutorial will follow Vic’s Scenario 101 creation example, along with some additional notes and
observations.

From the Main Menu choose the Create Scenario button.  The very first entry you will need is the
dimensions of your map in hexes.

If you are working from an existing hex-based map and you want to keep the same general scale, you can
use the hex dimensions of your existing map.  Though you will want to confirm that time-scale and
movement costs are also consistent.

If you’re working from an electronic map image you will need to decide on how large of a map you want to
have taking into account the typical movement rates/costs.  For example, you might note that the standard
movement cost for a tracked vehicle is 10AP for road movement (no ZOC or weather penalties and note
that these values can be changed).  The typical supplied “ready” unit will have 100 AP to expend.  At this
point you will have also needed to decide on a time-scale, since you will want your maps to reflect how far
your units can move during a single turn.  So basically you need to have an idea how you want to balance
the hex-scale – time scale at this point.

Note that in the Advanced Tactics manual, you won’t find a reference to map scale.  This is because the
game is intended to be flexible.  You can have maps as small as 20x20 up to 200 x 200.  In addition, your
time scale can range from minimum of one day per “round”, up to some larger number (I’ve entered 365
and had each turn increment by a year.).

For the example scenario we are building, these considerations have all been made and the selected map
size Vic is using is 22 x 20 hexes.

Figure 1
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Map Creation
There are a couple of ways to create a map in Advanced Tactics.  This guide will follow the Netherlands
example using the overlay map creation tool, but be aware that you can also transfer existing hex based
maps on a hex by hex transfer as well.

Using the overlay map source option
The Advanced Tactics Editor provides one of the handiest features for creating games map of any scenario
editor I’ve seen.  This is the Map Overlay feature.  With this tool you simply find an electronic image of a
map for the area of interest and use this simple tool to make the map creation process much easier than any
editor I’ve used.

To use this overlay tool, first find a source for an electronic map image for the area you are interested in.
This guide is using following Vic’s Netherlands Scenario 101 guide, so we’ll download the jpeg image of
the Netherlands.  Save your map image on your hard disk.  I’d suggest creating a directory for this, and any
other scenario you build, during the development process. It is a convenient way to organize your notes and
research on the operation.

On the initial edit screen (figure 1 above) press the Settings button (A):

And then select the Load Overlay button (B)

A
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At this point you will be able to browse to the location of your map image file.  Locate the map image file
and open it (or double click.  NOTE:  At this pint you will be returned to this same screen, to see the map
with the map image overlay, click on the Map button in the upper left hand corner of the screen.  The map
will appear with an overlay of your map image.

At this point it is probably a good idea to turn on your hex grid (if it’s not already on).  Do this by pressing
the Systems Option button (A). –  Learn this button, you will use it often to save both in the editor and in
the game.

As shown in figure 4 above, click on Raster Grid button (B) to turn on hex overlay.  While you are here
note the location of the save button (C).  You should use this frequently, although, right now is too soon,
since the overlay isn’t saved with the scenario file, and you haven’t put any terrain on the map yet.  To
return to your previous screen press the return arrow (D).  Or simply make a selection from the buttons at
the top of the screen.

This is a good time to check your scale.  Note the location of some map landmarks, some landmarks far
enough apart so that you can check the scale, in hexes between the two points and make sure they are in the
ballpark.  If you need to “stretch” the map out you can go into the setting screen again and add hexes to
either the bottom, or to the right side of the map.  The overlay will stretch to accommodate the newly sized
map.  You can see these two buttons at the bottom of the left column shown in figure 3.

Creating Sea Landscape

Now you can see the beauty of using overlays for map creation.  Once you have your map overlay in place
it’s a simple matter to start “painting “ your map.  See figure 5 below.
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First click on the Landscape item in the ‘What’ list box (A).  Next click on which landscape type you want
to paint (B), then which sprite you want to paint with (C).  Finally, click on the pencil tool (D) and then on
a hex you want to be a sea hex.

This is pretty straightforward at this point.  You’ll want to practice with the tools, saving your work often.
The technique you’ll want to use is to delineate the coast line, then use the “flood fill” drawing tool (the
‘blob’ to the right of the pencil drawing tool) to “flood” the remaining open sea hexes.  But remember save
your work often, if your not careful, it’s easy to click on “flood Fill” and end up wiping out all of work
because the area you’re “flooding” isn’t closed off.  NOTE:  It’s a good idea to get used to turning off your
paint tool by pressing the pointer to the left of the pencil drawing tool, this will help you to avoid mistakes
in adding landscapes when you’re just trying to move around the map.

You can see in Figure 6 Vic used the pencil drawling tool to create the sea hexes adjacent to the coast,
leaving islands to form the northern barrier islands (A).  Once the coastline is delineated, you can use the
“blob” tool to flood the sea hexes marked (B).

Creating Forest Landscape

Now that you’ve finished filling in the ocean hexes, you can paint in the heavy and light forest.  You will
need some information about the terrain in the operations area in order to do this.  The overlay you use may
help, but it may still be necessary to rely on some other sources.  You can check narrative reports of the
operation,  for descriptions of the terrain.  Google earth can help, but a lot can happen in 50years!

In Figure 7, you can see that Vic chose Landscape again (A) from the “what” box, then scrolled down to
Heavy Forrest in the Landscapes box (B), selected the heavy forest sprite from the “Sprite” box (C), and
finally, the Pencil Tool (D).  You can see some of the Heavy Forrest hexes he has painted (E).

Also note (F), the sea hexes were filled in from the previous discussion using the “Flood Fill “ tool.
Proceed to finish painting the Heavy Forrest hexes, then select the Light Forrest landscape from the
Landscape box and paint the light Forrest hexes.    Remember to save your work frequently!

Figure 6
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As you’re painting your map, you are also starting to impose some game parameters on your map.  For
example when you painted the heavy forest, you have also given this hex certain characteristics.  If you’d
like to see some of the parameters associated with different landscape types, click on the Land button.  This
will bring up the Landscape screen where you can a number of parameters associated with different
landscapes.  You can change the movement cost of different kinds of movetype using this screen.  This
screen will be covered in more detail in a later tutorial.

Adding Rivers to the map

Now that you’ve painted landscape types, it’s time to put some other features on the map.  Rivers are
actually hex-side features, you first select river from the “What” box (A), then choose Rivers from the
rivers box (B) (your other choice is stream).  Click on the feature button (C), right click on a hex adjacent
to where the river goes, then left click on the hex on the other side of the river.  A river hex-side will be
drawn the two hexes.  Left click on another hex to continue drawing river hex-sides.  If you make a
mistake, simply click on the hex again, and it will remove the river hex-side.  See figure 8.  Right click hex
1, then left click hexes 2,3,4,5,6, right click hex 5 then left click 7.

Figure 7
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Finish painting the rivers.  Now that you’ve put some rivers on the map, you might want to click on the
River button (D) in figure 8.   In the resulting screen below you can select River in the River types box.(A),
then select “move over River Penalties in the property sheets box (B), you can see the River crossing
penalties for the different movetypes in the Move Over River Penalties Box (C).

Adding Roads to the map

Now that you’ve drawn some river hex-sides, we’ll go ahead and put in some roads.  Roads are similar to
Rivers in that they are features that connect two hexes.  Although unlike Rivers, Roads connect the center
of two hexes.

Select Roads in the “what to draw Box” (A), then select default road from the Roads box (B).  Click on the
feature button (C).  Now you can start drawing roads.  Right click on a hex, then left click on the hex you
want the road to go to, continuing to left click to create the road.

You will want to probably want to make some decisions on how many roads you want to show on the map.
You will almost certainly not want to put a road in every hex, but you do want to show the major
transportation arteries that did or could affect operations in the area.

Start drawing roads following the roads shown in the overlay.  Right click on 1, then left click on
2,3,4,5,6,7.    As with Rivers, if you click on the Road button in the upper left (D), you can examine some
of the attributes associated with the default Rode we are using.
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NOTE:  you will not be able to draw roads off the edge of the map.  Roads will all end in the center of map
edge hexes.

Also, if you look close, you will see a Red ‘X’ where the road crosses the river (E).  This is a crossing, with
no bridge, we’ll add a bridge shortly.

Figure  10
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Adding Cities and Towns

Now it’s time to add some towns and cities to the map.  Towns and cities are special location types, and
when you add a city to the map, you’re actually adding more than just the city, you’re adding special
features, like being able to produce things.  (Like supplies troops, etc).  If you’ve noticed when you look at
the different landscape types, there is one labeled Urban.  While this might look like a village, it’s different
than a Location Type (LocType) for a village.  If you want to have some villages on your map with no
special attributes, such as production capabilities, etc.  You can use the Landscapes �  Urban selection and
“paint” the hexes, just as you did with the Light and Heavy Forest.  But if you want to create a Village or
City with the special attributes that go along with Cities, then you want to place LocType City on your
map.

In figure 11, select LocTypes from the “what” box (A), then scroll through the list of LocTypes in the
LocType box and select City (B), click on the hex to create a city in Arnhem.  You’ll be prompted to enter
the # of the people who “own” this city (C).  Since you haven’t created people yet, enter ‘0’.  This will be
covered later in the scenario.  Although if you are working on a map where there are loctypes owned by
more than one people, it might be easier to go ahead and create the peoples before you put the cities on the
map.
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In any case, go ahead and assign this to people 0, and on the next pop-up give it a name.   If you make a
mistake and want to remove the city, you need to click on the Hex button in the upper left part of the screen
(D).   This will bring up the hex screen and you can press the remove location button.  NOTE:    this will
remove the special attributes of the city (or other loctype), but will leave the map symbol, if you want to
remove the map symbol as well, paint over the hex with the appropriate landscape type.  In the hex screen
you can also assign the victory points for this location.

If you click on the LocType button (E) in figure 11, you’ll get the Location Types screen shown below.
Here you can see different statistics for the various location types, such as production capacity, how
quickly the location type recovers, and whether units in a scenario can build it.  If you want to know the
difference between a town and a city, while you’re building a scenario, look at this screen.

Figure  11
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Other Map features
We’re almost finished with the map but there are still a few things to take care of.  If you recall when we
created the roads, we had some red “X’s” where the roads crossed Rivers.  Let’s go ahead and add bridges
for these crossings.

In the “what” box select Bridge, then select Bridge from the “Bridges” box, right click on hex 1, then left
click on hex 2.  The red “X” is now replaced with a bridge.  You can go ahead and place the rest of the
bridges on the map.  If you press the Bridge button (C), you can see the Bridges screen, there is not much
here for this example, except the EPCOST.  This is the unmodified engineering pint cost for building a
bridge.  You can change the cost in this screen, but note that this cost is modified based on the River size.
If you recall figure 9 shows a Bridge cost modifier of 2 for the River, so the total build cost for this bridge
is 100 EP.  (If this bridge were crossing a stream the cost would be 50 X modifier of 1 = 50 EP.).

There is also a fortress in this scenario.  It’s located at the eastern end of the causeway.  If you look at
figure 6, it’s the hex labeled F.  Select LocationType in the “What” box, and then select Fortress in the
LocType Box.   Click on the hex and enter 0 for people number.   The location name is Kornwederzand.

We’re almost finished with the map now, but you might have noticed as you scroll around the map, that the
map is so far all unoccupied territory!   But since this is a scenario covering the German invasion of the
Netherlands we need to go in and change that.

Regimes
Regimes represent the different players in a scenario.  You can have 2 or more Regimes, and each regime
can be ‘handled’ by either the AI or by a human player.  In Vic’s Netherlands scenario, we have two
Regimes, one handling the Netherlands, the other the Germans.  You need to set these up in the scenario
editor.

Press the Reg button (A) in the upper left part of the screen.  This brings up the Regimes screen.

Now we will set up the Netherlands Regime first.  Select the Default Regime in the Regimes box (B).  The
color of the counters can be changed using the button at (C).  Leave this as is for the Netherlands, but when
you add the Germans, you’ll want to set the color to steel gray.  You can change the color of the icons as
well, but we’ll leave this alone for now.  You need to change the name of the Regime to Netherlands (D)
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and type the name into the pop-up.  Note that the Name of the Regime changes in the Regime box.  Also
while we’re here, Change the default unit name to Divisions (E), now when you build new units during the
game, they will be called Divisions by default.  For this scenario, HQ’s will be Army Headquarters (F),
when you build a HQ unit during the game, it will be labeled Army HQ.  In other scenarios you might want
to build Regimental Units, or Corps level units.    Now set up the German Regime by pressing the Add
Regime Type button (G).

Remember to set the color, and to change the name, and to set the UnitName and HQName.

We can finish the map now.  We have the Two Regimes so first go back to the map view by pressing the
map button (H in figure 14).

On the map screen, See Figure 15, we select Regimes in the “what box (A) then select Netherlands in the
Regime box (B).  Using the pencil tool (C), you can click on the Netherlands eastern border to outline the
boundary (D).  Next click the “flood fill” tool (E), click on a hex inside of the Netherlands area (F) (on a
land hex!).  The Netherlands will be filled with Netherlands Regime ownership.  (You’ll want to use the
pencil tool to make the Islands off the North coast belong to the Netherlands).  You’ll see that only the land
hexes get filled with the “flood fill” tool .

Now select German from the Regime box and flood the eastern area that belongs to Germany.

Now that all of the land features have been placed on the map, we can remove the overlay.  Actually,
simply saving the scenario and then reloading it removes the overlay, but if you don’t want to take a break
at this point you can remove the overlay by going back to the setting screen, clicking on Overlay button but
then canceling when prompted for an image file name.

Now that we’ve got the map, we can start working on setting up People, production, and forces.

Figure 14
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People and Production

People and People Groups
When you created Cities, you recall you assigned them to People #0.  Even though we created the
Netherlands and the German Regime and even set the areas occupied by both sides, the Cities (and other
LocTypes are still assigned to People #0.  You could go into the People screen right now and set up Dutch
and German people, but instead we’ll create Groups of People first.  We want to do this so that when the
German people capture a City in the Netherlands, the city won’t produce for the German Regime.

Using peoplegroups will let you treat some attributes in a scenario (like production and morale, as well as
others) different for different peoplegroups.

Referencing Figure 16, click on the Settings button (A), then in the Settings screen select groupnames in
the PropertySheets window (B).  A GroupNames window will appear. In this window, scroll down to find
the PeopleGroups section, while you’re here, scroll around and see some of the other groups that are
already defined.  You’ll see movement groups, landscape groups, itemtype groups, and numerous other
groups.  The Game Editor Manual discusses groups in section 13.2.1

Select peoplegroup 0 from the GroupNames window (C), then press Change String button (D).  Enter
Dutch for the name of people group 0 in the pop-up window (E).

Now select people group 1 from the list and enter German as the name of people group 1.
In this introductory scenario, Vic has kept things simple with just two Regimes, two People Groups, and
two Peoples.  For complex scenarios you may have many different people groups, and will be able to
model the way these different groups interact.

Figure 15
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Now that we have People Groups, you can set up Peoples.  Remember, you assigned all the Towns and
Cities to people 0.  Since most of them will belong to Dutch people when we finish, we’ll set people 0 to be
Dutch, and people 1 to be German.

Click on the People button (A) to open the Peoples screen Figure 17.  You’ll see that the only People listed
are the Universals. Select Universals in the people’s (B).   Note that Universal people are assigned to the
Dutch PeopleGroup already.  That’s because by default, new people get assigned to PeopleGroup 0.  But
you want Dutch and German people for this scenario, click button (C) to change the name to Dutch.  Then
click Add a People (D) and change the name of this People to German (button C again).  Remember to
click on the PeopleGroup button (E) to change the German People to the German PeopleGroup.

Figure 17
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Modifying Production

Now that you have both Dutch and German People created look at the table at the bottom of the screen (See
figure 17).  This table contains modifiers that affect the People selected above when owned, or controlled
by the PeopleGroup listed in the table.  For the Netherlands scenario we want the Cities that are assigned to
Dutch people to have production go to zero when the German PeopleGroup occupies them.  We’ll also do
the same thing to German city, occupied by the Dutch Peoplegroup.  This table could also be used to
modify combat value of a selected People when they are attacking a particular peoplegroup (perhaps in a
scenario with Vichy French fighting against Free French forces for example).

To change the production of Dutch cities that become occupied by the Germans, first select the Dutch
People in the People box (A) in figure 17, then select the German peoplegroup in the Owned by
peoplegroup table (F), then click on ProdMod button (G), and enter 0. Setting the prodmod to 0 will mean
production is multiplied by 0, in other words no production will come out of Dutch towns occupied by a
regime that is German.

Do the same for the German City, only select the Dutch peoplegroup in the table.

Setting Hex Attributes

If you recall, when you created the cities they were all assigned to People #0.  Now all the towns are
assigned to the Dutch people because we made People #0 be the Dutch people.  But, if you look at the map,
one of the cities (Duisburg) is actually German.  So you need to go back and change it.  You can do that by
clicking on the city hex (or other map LocType if you need to change an airfield, fortress, and Port) and
then choosing the Hex button (A).  Click on the ownership button (B) and change it to German.  While you
are in this screen, also click on the Hex VP button (C) and set it to 15. We will set the Dutch cities
Rotterdam, Amsterdam, Utrecht and The Hague to 5 VP. The other Dutch cities will be set to 2 VP.
Bringing the total VP to 49.

Some Additional Scenario Details

Now that you’ve gone through and set the VP value of the map hexes you can go to the Settings screen and
set the Victory condition for this scenario.  Press the Setting button (A) then click the VP Win button (B) to

Figure 18
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set the victory condition to owning 39 Victory Points.

While you are in the Settings screen set the scenario name (C) to Netherlands 1940.  Set the designer (D) to
Victor Reijkersz and set the scenario description (E).  The scenario description should provide the historical
basis for the scenario (if it is an historical scenario), and any information needed to play the scenario such
as any special victory conditions, or special penalties.  If you have set the game event engine to trigger a
turn limit, you should probably indicate that here.  Also, if it’s suitable for solitaire play you might want to
indicate which side should be human (or that it doesn’t matter).   You might want to indicate a time scale
although that will be shown elsewhere.  You might also want to indicate what distance one hex represents.
What you put in the description is up to you, but you should put in any information the player needs to play
it.

Since we mentioned time scale we can go ahead and set the alternate round system (E). The start date will
be 5-5-1940 and the turn increase will be 1 day.

Before we finish the scenario we will come back to this screen and use the set SF, LOCS ready button (G).
But it is too soon to do it now.
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Regime Details

You are almost ready to start creating your forces, but first there are still a few items to clean up in the
Regimes screen, so press the Reg button (A), to bring up the Regimes screen.  We will go through a
number of screens covering some of the Property Sheets associated with each Regime.

First you’ll make a quick check of the Statistics property sheet.  Click on Statistics (B), in the Property
Sheets window, things look fine for the Netherlands Regime, but click on the German Regime (C).  If you
look at the bottom left you see that the People for the German Regime are Dutch people.  Remember
Regimes were created when we only had People #0 so, just like the town and cities, the Regime defaulted
to people #0, but we want German people for the German Regime, so click on the button to change (D) and
choose the German people.  That’s the only change you need to make on the Statistics screen.

We won’t look at RegimeSlots just now, they can be used in the Event engine and will be covered in a later
Tutorial.

Now click on the Research Fields Property Sheet (A) in figure 21.   The default research level is 0.  This
means that when you start playing the only combat items you will be able to build in your cities are rifles
and engineers.  Of course when you get enough Political Points, you’ll be able to buy higher Research
Levels, and will then be able to produce higher level sub-formations.  But this scenario takes place in 1940,
you want some basic research completed so you can start building some tanks right away!

You could individually select Light Tanks, then click Change Value button to set it true, but a better way
would be to simply change the starting Research Level.  Click on the first item in the Regimes Research list
box (B), then click ‘Set Research to lvl’ button (C), and enter 1 into the pop-up window.  You could still go

Figure 20
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in and selectively edit the Research level for specific items, but we’ll leave it at level 1.  But let’s also set
this for the Netherlands Regime as well, so select Dutch in the Regime list (D), set them up to Research
level 1 as well.

This is very basic way to affect how Regimes start out with Research, but in later tutorials, you will see that
you can make many more restrictions or capabilities on when and what Regimes can produce.

Finally, let’s look at the Diplomatics Property Sheet.

Click on the Diplomatics property sheet  (A) in the Property sheets list.  Then click on Germany in the Dip
list box (B).  You can see the right now, the Netherlands Regime is at peace with the German Regime.  You
want to change that, so click on Change Value button (C) and enter 0.  You could check the German
Regime at this point, but when you set the Netherlands at war with German, it automatically set the
German Regime at war with the Netherlands.  This is a pretty simple step, but very important if you expect
the AI to be able to play the scenario.  Recall you might have a scenario where there are 4 or 5 Regimes to
manage, you’ll want to make sure you set the Diplomatics the way you want them to be.

Figure 21
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Force Creation

Setting Headquarters

First thing you’ll do is create the Headquarters for the Dutch and German Forces.   In your map view find
the hex for Utrecht (Hex 10,14).   You’ll create your Dutch Supreme Command in Utrecht.

Once you’ve selected Utrecht on the map screen, press the Units button (A), then ‘Add Unit it Hex’ (B),
this will be the Dutch Supreme Command, so press the Name button (C) and enter Dutch Supreme
Command.  Press HQ button (D) and set to true.  Units are just empty shells until you add SubFormations
to them, so press the Add SubFormation button (E), it adds an empty Rifle formation but you want to
change that to a Staff formation (this is a HQ unit after all.  Press SFtype button (F) and scroll down to
select Staff from the list.  But you still haven’t really created any Staff because the Qty is still 0.  Press the
Qtye Button (G) and make this 40 (you want enough Staff to handle all the troops you’re going to create).
But another important SFtype for HQ units to have is Truck.  HQ’s units need Trucks to transport supply to
the frontline units, as well as to transfer men and equipment to units. So Press the Add SubFormation
button (E) and a new sub formation appears in the ‘SubFormation in Unit’ box.  Change this SFtype to
Trucks and give this SF 3 trucks.  For this unit you don’t need to change the People, but when you create
the German HQ unit, you’ll want to check the People button (H) and set it to German.
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After you’ve finished creating this HQ unit in Utrecht, go back to the map view, and select the Hex at 20,18
(2 hexes north of Duisburg).  Follow the same instructions above but create the German headquarter unit.
Name it 18th Army, put in 2 SubFormations, 1 should have 70 staff, the other 6 trucks.  Remember to make
sure that the people for this unit are set to German (button H).

Before you’re finished with these two headquarters, you should go in and assign Cities to their respective
HQ’s.  Click on the map button in the top part of the screen to open the map view.  Then click on a city or
town hex (A), Figure 24.  Once you have selected your town, click on the City HQ button (B).  You’ll be
prompted to select the Headquarters for the town.  Click on the Dutch Supreme Command (C), then click
the confirmation checkmark (D).  Go through the Dutch cities and assign them to the Dutch Supreme
Command, then click on Duisburg and assign it to the German 18th Army Headquarters.

Creating the Line Units

We’ll go ahead and walk through building two Dutch Divisional units, the 2nd and 3rd Divisions, deployed
in Rotterdam.  In the map screen, click on Rotterdam (hex 6,15).  Then click on the Unit button (A).  Figure
25.

In the units screen, click ‘Add Unit in hex’ (B), note that the name happens to be ok for this Unit
(remember we set the default name to be Division for combat units in the Regime Screen, and the unit
counter increments for each unit).  In this scenario Vic decided that Dutch Divisions would consist of a 35
Rifle SubFormation and a 3 Machinegun SubFormation.  Use the Add SubFormation button (C) to add
these two SubFormations to this unit.  Set the SFType using SFType button (D) to set the SubFormation to
either Rifle or Machinegun.  Use the Qtye button (E) to set the amount.  At this point make note of the unit
# (F).  You can make a few more divisions by using the Make Copy of other button (G), and just changing
the name if needed.  Go ahead and make the 3rd Division now.  Press the Add Unit in Hex button (B), the
name changes to 3rd Division automatically since it is the next one in line.  You could make all your
divisions that are made of the same type and quantity of SubFormations very quickly this way, and then
simply move them to their deployment locations using the map screen.
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Deploying and Moving Units in Editor

Go back to the map screen by pressing the Maps button.  You now have both the 2nd and 3rd Dutch
Divisions deployed in Rotterdam.  You need to assign a HQ for both divisions, and move the 3rd Division
to hex 13,13, on the road between Utrecht and Apeldoorn.  Click on Rotterdam (A) in the map screen.  You
should see 2 divisions in the hex (the 2nd and 3rd Divisions).  Click on the HQ button (B), Click on the
Dutch Supreme Command  (C) in Utrecht to select it has the HQ for this unit, then press the confirmation
check mark (D) to confirm.  Now click on the other Division in Rotterdam and repeat the process.  Now
make sure you have selected the 3rd Division in Rotterdam (check the name (E), then click on the
movement arrow (F), and then on Hex 13, 13 (G).  The 3rd Division will be placed in the new hex.
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The complete OOB for this scenario, as well as a map that can be used to create the Netherlands map are
included in Summary.

Final Settings
If you recall, when you were finishing up details in the Settings screen, there was one button that you
weren’t quite ready for, the Set SF, LOCS Ready.  Go to the Setting screen (A), then press the Set SF,
LOCS ready button (B).  this will set all of your units and locations with their proper readiness.  You want
to do this after you’ve created your cites and your forces it should be one of the last steps before calling
your scenario complete.  NOTE:   Be careful here.  If you have set your research level high, but created an
OOB with lower level units, so that you have a mix, do not answer yes to the prompt to set SF’s to highest
level achievable, if you do, you will upgrade all of your SF’s to the higher level.  Ignore C for the time
being.

Wrapping It Up

You could play the scenario at this point and it might be a good idea to do that now to see about what
tweaks are needed.  Vic noticed a number of things he thought needed to be tweaked before finishing the
Scenario for the 101 tutorial.

Adjusting Final Production

You might have noticed that (as Vic did), that production in the cities was much too for the 1 day time
scale you set.  You can change this very easily (in fact you’ve already reduced it for conquered cities, now
you can use the same approach to reduce it for all cities, regardless of what People currently occupies them.

 Click on the Peoples button (A) to bring up the Peoples Screen.  Figure 28.  Select Dutch in the Peoples
window (B),  note that in the Owned by Peoplegroup modifier, the PrdMod for German is already set to 0.
You did that when you were setting production earlier.  Now select the Dutch peoplegroup in the Owned by
peoplegroup window (C), and press ProdMod button (D), then enter .25 to set the production to 25% of
initial capacity.  Now select the German people in the Peoples window (B), and set the Owned by German
peoplegroup to .25.
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Setting up a Simple Event

As a teaser for what’s coming available in the Tutorials, you’re going to make a simple event to change the
range of aircraft in this scenario.   The range of aircraft in this scenario is 10 hexes.  For this scenario that is
too short.  We need to increase the number of hexes (range) of aircraft to better fit this map.  There are a
number of different ways to do this, but using Events is pretty simple and will give you a chance to see how
to implement a simple event.

Click on the Events button in the upper part of the edit screen (C in figure 27).  This will bring up the
Events screen Figure 29.  When you first enter the screen it is empty since you haven’t created any Events
for this scenario yet.  Click on the add event button (A).  A New Event will be added to the Event Window
and the Code window will open.  You can name the event by pressing Name Event button (B), but we
won’t do that here.  The Code window is empty, so we need to add a line of code.  Click Add Code
button(C).
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An empty line of code appears in the code window, and more buttons become available.  First since we
want this event to occur immediately when we start the game click on the No Check button (A) in figure
30.  Until it says Round Check.  This will make it checked as soon as you start the scenario.  This event is
going to only take one line.  You will use one of the many hard-coded EXEC routines.  So click on the
EXEC button (B), as soon as you click on it the Type (C), turns into EXEC and the line in the Code
window becomes an EXEC: Empty.  Click on EXECTYPE button (D).  This brings up a new screen.

This is the Set Execute type Screen.  Scroll down through the list to find ExecMoveTypeModifier and click
on it (A). This selects the hard-coded EXEC routine for setting a movement type modifier.  This routine
takes to values to work, the movement type # to modify and the % modifier. Then click on Select button
(B).

Figure 30

A

BC D

Figure 31

A

B



23

This brings up another screen.   The first variable to set is the MoveType to modify, marked as A below.
This is simply the number of the movement type for aircraft (which is a real number – 6).  So click on Real
number box (B), and enter 6.  After you enter 8 and ok, the prompt changes to set Variable 2 “Percentage
of Normal Movement Cost (100% = Normal)”.  You want the aircraft to be able to fly farther, so you want
to make the movement cost lower.  Click Real Number (B) again and enter 50.   This will reduce
movement cost for aircraft by 50% (enable to them to fly twice as far).

Your Event screen should look like this.  Simply press the Exit Event Screen button now and your event is
set.
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Actually this Event only works here because all the aircraft in this scenario are assigned to movetype 6.  In
other scenarios, you might need to apply this rule to all aircraft movement types (movement types
6,10,11,12,13), or use another method to increase aircraft range.

This is just a simple event to give you a look at the Event Screen.  For more information on using events,
check the subsequent advanced tutorials on Scenario Design, as well as The Event Code Tutorial by
Tweber.

Summary

There are still a number of things that can, and should be done to this scenario.  The unit icons can be
improved (The HQ unit can be much nicer), and you might notice that the mini icon on the combat units is
a German cross, rather than a symbol more in keeping with the Netherlands regime.

These are just some of the things that Vic has covered in his subsequent tutorials on scenario creation.

You can download the final completed Netherlands 1940 scenario from the Scenario Bank at the Advanced
Tactics community site at http://www.advancedtactics.org.

You can also follow along at the Matrix games mod forum for Advanced Tactics at
http://www.matrixgames.com/forums.

If you want to create this scenario using source material and the editor, following along the tutorial for the
complete experience I have included a map image, as well as a complete OOB for this tutorial.
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Dutch OOB
City/Town Victory Points Location Unit Name SubFormation
Kornwederzand
(fortress)

11,4 6th Division 35 Rifle

3 Machinegun
Groningen 2 18,3 Bataljon 10 Rifle
Amsterdam 5 9,11 7th Division 35 Rifle

3 Machinegun
16,11 Bataljon 10 Rifle

The Hague 5 5,13 8th Division 35 Rifle
3 Machinegun

Auxilliary Unit 5 Rifle
1 Flak
1 Horse

Rotterdam 5 6,15 17th Division 2 Fighters
Auxilliary Unit 5 Rifle

1 Flak
1 Horse

6,15 2nd Division 35 Rifle
8,17 Bataljon 10 Rifle

3 Machinegun
Breda 2 8,19 9th Division 35 Rifle

3 Machinegun
9,13 Engineers 15 Engineers
9,14 Engineers 15 Engineers

Utrecht 5 10,14 Dutch Supreme
Command

40 Staff

3 Trucks
11,14 21st Division 1 Artillery

5 Rifle
2 Horse

Eindhoven 2 12, 20 Bataljon 10 Rifle
13,12 10th Division 35 Rifle

3 Machinegun
13,13 3rd Division 35 Rifle

3 Machinegun
Leeuwarden 2 14,3 Garrison 8 Rifle

2 Machinegun
Arnhem 2 14,15 5th Division 35 Rifle

3 Machinegun
14,14 4th Division 35 Rifle

3 Machinegun
15,19 Bataljon 10 Rifle
16,11 Bataljon 10 Rifle
16,13 Bataljon 10 Rifle
16,15 Bataljon 10 Rifle

Apeldoorn 2 15,12
Hangelo 2 19,12
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German OOB
City/Town Victory Points Location Unit Name SubFormation
Duisburg 15 20,20 Luftwaffe

Transport
3 Fighter

2 Transport
Luftwaffe 5 Fighter

3 Divebomber
13th Division 6 Rifle

6 SMG
2 Mortar
1 Truck

20th Division 20 Paratrooper
Paratroopers 20 Paratrooper

17,20 56th Division 20 Rifle
20 SMG
4 Mortar
4 Machinegun

17,19 9th Panzer Division 15 Rifle
15 SMG
3 Mortar
3 Machinegun
3 Light Tank
2 Truck

17,18 256th Division 20 Rifle
20 SMG
4 Mortar
4 Machinegun

18,20 17th Division 2 Artillery
2 Horse
10 Rifle

18,17 207th Division 20 Rifle
20 SMG
4 Mortar
4 Machinegun

18,16 SS Division 20 Rifle
20 SMG
4 Mortar
4 Machinegun
1 Armored Car

19,17 Auxiliary Unit 6 Rifle
6 SMG
2 Mortar
1 Truck

19, 16 Artillery 2 Artillery
2 Horse
10 Rifle

19,15 254th Division 20 Rifle
20 SMG
4 Mortar
4 Machinegun

20,18 18th Army 70 Staff
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German OOB
City/Town Victory Points Location Unit Name SubFormation

Headquarters
6 Truck

20,9 Auxiliary Unit 6 Rifle
6 SMG
2 Mortar
1 Truck

21,13 8th Division 20 Rifle
20 SMG
4 Mortar
4 Machinegun

21,2 Gruppe Nord 20 Rifle
20 SMG
4 Mortar
4 Machinegun
3 Truck

22,5 Auxiliary Unit 6 Rifle
6 SMG
2 Mortar
1 Truck


