




EPILEPSY WARNING

PLEASE READ THIS NOTICE BEFORE PLAYING THIS GAME OR 
BEFORE ALLOWING YOUR CHILDREN TO PLAY.

Certain individuals may experience epileptic seizures or loss of 
consciousness when subjected to strong, flashing lights for long 
periods of time. Such individuals may therefore experience a seizure 
while operating computer or video games. This can also affect 
individuals who have no prior medical record of epilepsy or have 
never previously experienced a seizure.

If you or any family member has ever experienced epilepsy symp-
toms (seizures or loss of consciousness) after exposure to flashing 
lights, please consult your doctor before playing this game.

Parental guidance is always suggested when children are using a 
computer and video games. Should you or your child experience 
dizziness, poor eyesight, eye or muscle twitching, loss of conscious-
ness, feelings of disorientation or any type of involuntary movements 
or cramps while playing this game, turn it off immediately and consult 
your doctor before playing again.

PRECAUTIONS DURING USE:
- Do not sit too close to the monitor. Sit as far as comfortably 
possible.
- Use as small a monitor as possible.
- Do not play when tired or short on sleep.
- Take care that there is sufficient lighting in the room.
- Be sure to take a break of 10-15 minutes every hour.

© 2007 Matrix Publishing LLC. and Adanac Command Studies. All Rights Reserved. Matrix Games and Matrix Games logo are 
trademarks of Matrix Games and Guns of August World War I 1914-1918™ is a trademark of Matrix Games and Adanac Command 
Studies. All other trademarks and trade names are the properties of their respective owners and Matrix Publishing LLC and Adanac 
Command Studies make no claim thereto.



Take command 
and battle through Europe

Commander – Europe at War™ thrusts the player into the top of the military brass of any major 
nation’s army during World War II. With only two goals at hand, survive and conquer, the player 
is charged with advancing across both enemy lines and the cutting edge of technology to best 
opponents and unite Europe under their victorious banner!

Commander – Europe at War™ is easy to learn but hard to master. Players will find themselves 
undoubtedly glued to their chair when all mayhem breaks loose across the continent. Research new 
technologies to gain an edge on your opponent, manufacture armies, fleets, and bombers, and use 
all available strategic and tactical might to best the enemy. Commander – Europe at War™ includes 
detailed and realistic combat that models supply, morale, terrain, leadership, equipment, training, 
strategic weapons and fog of war. To capture the immense scope and distance of WWII, Commander 
– Europe at War™ will include 6 epic scenarios including the famous Barbarossa campaign, D-Day 
and the battle for France, and a Grand Campaign.
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Introduction

1.0 Guns of AugustTM

Thank you for purchasing Guns of August!

1.1 Minimum System Requirements
To play Guns of August, your computer system must meet these requirements:

Windows XP/Vista
500 MHz CPU
256 MB Free RAM
Windows Compatible Soundcard    

1.2 Recommended System Requirements
For maximum performance, your computer system must meet these requirements:

1+ GHz CPU
500 MB+ Free RAM

1.3 Installation Procedures
Insert the game CD into the CD-ROM drive. Setup will run automatically. If Setup does not start, run 
Setup.exe from the Windows directory on the CD.

When the Setup screen appears, click Install Guns of August. Double-click the Guns of August icon. 
On the introductory screen, click Play Guns of August. The introductory video plays, and the Main 
screen appears.

1.4 Uninstalling the Game
Please use the Add/Remove Programs option from the Windows Control Panel to uninstall the game.  

1.5 Product Updates
In order to maintain our product excellence, Matrix Games releases updates containing new features, 
enhancements, and corrections to any known issues. Keeping up with these updates is made easy 
and is free by signing up for a Matrix Games Member account. When you’re signed up, you can then 
register your Matrix Games products in order to receive access to these important game-related 
materials. Doing so is a simple two step process:

Sign Up for a Matrix Games Member account – THIS IS A ONE TIME PROCEDURE; once you have 
signed up for a Matrix account, you are in the system and will not need to sign up again. Go to www.
matrixgames.com and click the Members hyperlink at the top. In the new window, select Register 
NOW and follow the on-screen instructions. When you’re finished, click the Please Create My New 
Account button, and a confirmation e-mail will be sent to your specified e-mail account.

http://www.matrixgames.com
http://www.matrixgames.com
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Register a New Game Purchase – Once you have signed up for a Matrix Games Member account, 
you can then register any Matrix Games title you own in your new account. To do so, log in to your 
account on the Matrix Games website (www.matrixgames.com). Click Register Game near the top to 
register your new Matrix Games purchase.

Once you’ve registered your game, when you log in to the Members section you can view your 
list of registered titles by clicking My Games. Each game title is a hyperlink that will take you to 
an information page on the game (including all the latest news on that title). Also on this list is a 
Downloads hyperlink that takes you to a page that has all the latest downloads, including patches, 
for that particular title. 

Remember, once you have signed up for a Matrix Games Member account, you do not have to sign 
up again – at that point you are free to register for any Matrix Games product you purchase. Thank 
you and enjoy your game!

1.6 Game Forums
Our forums are one of the best things about Matrix Games. Every game has its own forum with our 
designers, developers and the gamers playing the game. If you are experiencing a problem, have a 
question or just an idea on how to make the game better, post a message there. Go to http://www.
matrixgames.com and click on the Forums hyperlink.

1.7 Technical Support
Should you have a technical problem with the game, the best way to get help is to post a note in 
the Technical Support sub-forum within the Close Combat forum at http://www.matrixgames.com. 
You’ll then hear back from our personnel, or from one of the many helpful players of the game. 
This is usually the fastest way to get help. Alternatively, you can email your problem to support@
matrixgames.com.

2.0 Introduction
The Guns of August (GoA) is a strategic game covering the First World War.    The map of Europe 
stretches from Ireland to the Persian Gulf.  A hexgrid of 51 by 52 is superimposed.   

Units are roughly a corps in size consisting of about 2-3 divisions or about 2,000 men per strength 
point.   Artillery units represent abstract concentrations of artillery.   HQs are roughly equivalent to 
historical Army headquarters.  However there tend to be less HQs than there were historically.

Naval units represent groupings of like ship types, the numbers represented by each counter 
are different depending on the type and the number itself is simply an approximation.  What was 
important to the game was that the right naval balance feel was achieved.

http://www.matrixgames.com
http://www.matrixgames.com
http://www.matrixgames.com
http://www.matrixgames.com
mailto:support@matrixgames.com
mailto:support@matrixgames.com
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Introduction

3.0 Start Up
Guns of August runs in a resolution of 1024 by 768 using 24 bit color.   Please select a compatible 
resolution when the game starts.

After setting the screen resolution you will be taken to the Initial screen.   This is where you select 
what type of game you wish to play, solitaire, hotseat or PBEM, the scenario and balancing tools.

There are scenarios for each year of the war.  What these are in reality are different starting points 
for the campaign.  They can be played for a year or may be continued on as far as the end of the 
overall campaign.

4.0 The Scenarios
4.1 Opening Guns
The very important opening campaign of 1914.  Only 3 turns long.  No trenches, just existing 
fortresses.

4.2 Stalemate
1915, 6 turns long.  The trench systems of the western front are underway.  The offensive potential of 
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the western powers is temporarily exhausted.  In the east, however, things are much more open.

4.3 War Without End
1916, 6 turns long.  The trench systems of the western front are now pretty much impregnable.  In 
the east the Austrians are exhausted but the Russian army has been pushed back.  Italy has joined 
the war but that front is stalemated.  In the Balkans, Bulgaria has joined and Serbia has been knocked 
out.

4.4 Revolution
1917, 6 turns long.  The trenches of the western powers are still very strong but new tanks and 
tactics are on the way that might break the stalemate.  In the east, Russia is close to collapse, can 
the Kerensky government survive?   The Italian front is stalemated.  

4.5 Breaking the Line
1918, 6 turns long.  There is no longer an eastern front.  The Turks and Austrians are on the verge of 
collapse.  Italy and France are exhausted.  Tanks and assault troops have arrived in large numbers 
and US forces are on the way.  This is the last chance for Germany to break through, knock out France 
and win the war.

5.0 Balance (Level of Difficulty)
The effect of this is that the side given the help receives a 50% increase in industrial points chosen.

Also, since the Central Powers are the more difficult side to play, there is the option to have Greece, 
Romania or Italy change from a pro-Entente stance to a pro-CP stance.

6.0 Interface
Near the top of the game screen are groups of buttons and text.

In order from left to right the buttons are:

1.	 Load Game: Previously saved games should be placed in the SavedGames folder within 
the Guns of August folder.  This button allows for one of those games to be loaded and play 
to continue from the point of the save.  

2.	 Save Game: Saves the data for the current game under a name provided by the player.   
The game should be saved in the SavedGames folder.

3.	 Load Setup: Visible during the mobilization phase. 
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The Interface
4.	 Save Setup: Visible during the mobilization phase.  These buttons are used to record the 

current positions of your units on the map or load in a previously saved set of positions.  

5.	 Show Control: This button is a toggle.  When its on, the map is overlaid with a flag in each 
hex showing national control.

6.	 Show Resources: This button is also a toggle.  When its on, each hex that contains 
industry, raw materials or food displays an appropriate symbol.

7.	 Show Forces: Another toggle.  This one simply turns on and off the display of units on the 
map.   

8.	 Show Map: Pops up a map showing the entire map and the forces on it at a reduced scale. 
Clicking on the reduced map makes it go away.

9.	 Play Sound Effects: Toggles on or off the sound effects within the game.

10.	Play Music: Toggles on or off the music within the game.

11.	Show Victory: This button brings up the victory display.  This display pops up automatically 
at the end of each scenario period and at the end of the game but it can also be brought up 
here simply to check on how things are going. 

12.	Select Nation: Is for selecting the country you wish to work with. Clicking on it will bring up 
a list of the active countries on your side, selecting one will make that country the current 
one.

13.	Research: Brings up that side’s R&D screen.

14.	Diplomacy: Brings up that side’s Diplomacy screen.

15.	National Status: Brings up the national status display.

16.	Naval Orders: Brings up the naval orders screen. 

17.	Refits Reloads: Opens the Refit panel in the bottom area of the screen.

18.	Airpower: Brings up the air force orders display.

19.	Build Forces: Brings up the screen allowing new units to be purchased.

20.	Continue Button: for continuing the game to the next phase.
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Below the buttons is a series of text spaces. They are: 

1.	 Date  

2.	 Number of impulses remaining in the turn  

3.	 Current Phase

4.	 Rail Moves: The number of Rail points the country has.  These are used to move units from 
one friendly hex to another.  The cost is one rail point per 5 hexes moved.  One rule that 
might be confusing however is that units of one country in a different friendly country use 
the Rail points of the country they’re in.  So British units in France use French Rail points to 
move strategically.  Rail movement occurs only during the Orders phase.

5.	 Entrenchments: Trench points.  These are used to increase the trench strength of friendly 
hexes containing at least one infantry unit.  Only one trench point may be spent in a hex in 
any turn and the maximum number of trench points is whatever the current R&D level is 
for that side.  Trenches may only be constructed during the strategic phase of the turn.

6.	 Reinforcements: The number of points available to replace losses and build new units.

7.	 Poison Gas: The amount of available Gas-Barrage points available.  Same rules as regular 
Barrage points.

8.	 Barrages: A “loaded” artillery unit is able to fire on an adjacent enemy hex.  To “load” an 
artillery unit requires the spending of a Barrage point.  Artillery can only be reloaded during 
the Orders phase.

9.	 HQ Refits: Also called “offensives”.  These points can be assigned to HQs only during the 
Strategic phase and spent only during the Activation phase.

10.	Air Recce: Availability of air-reconnaissance points for each theatre.  The note “W2” for 
example means there are 2 air- reconnaissance points available on the western front.  That 
means that during the Activation phase only the player may select that many enemy hexes 
and see a list of what’s in them.  The shorthand for the other fronts are “E” for east front, 
“B” for Balkans, “I” for Italian front, “C” for Caucasus and “M” for Mesopotamia/Palestine.
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Playing the Game
11.	Amphibious:  Similar to above.  It lists the number of available amphibious points for each 

zone available to the side.  To move a unit from one port to another requires an amphibious 
point in each sea zone moved through.  The shorthand is as follows “A” means Atlantic, “N” 
means North Sea, “B” means Baltic, “W” means Western Med, “E” means Eastern Med and 
“Bl” means Black Sea.  Example, to move a British unit from Plymouth to Alexandria would 
require that the Entente have amphibious points in the North Atlantic, the Western Med and 
the Eastern Med (and that the Central Powers not control any of those seas).

In the bottom part of the screen, just below the map display is another panel containing bits of 
information.  

Messages. These are simple instructions to the player such as what to do to deploy a unit or whether 
a hex is eligible to be entered.

The current hex coordinates the mouse is hovering over.

The home nation of the current hex.

The side that controls the current hex.

The number of stacking points in the hex and what it can hold.

The strength of any fortifications or trenches in the hex.

The strength of the side’s supply system in the hex.

7.0 Deployment
When the game loads up you click the Continue button and the game goes to the Central Powers 
Deployment Phase.  If the Central Powers player is a human the game waits for you to deploy your 
units as you like.  There are buttons on the left side that allow for past setups to be loaded or the 
current setup to be saved for future use.  

To deploy corps, artillery and HQs simply click on one and then left-click at some other eligible hex 
and the unit, artillery or HQ will be placed there.

Once deployment is completed just click the continue button.
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8.0 The Turn
Each turn consists of 2 months of time.  Within each turn there are two to four impulses.   The first part 
of a turn is the Interphase.  This is where strategic choices are made such as declaring war, allocating 
industry, new builds and refits as well as research

8.1 Sequence of Play 

8.1.1 Activation Phase
HQs have only one important value, their Offensive Points.  Each impulse one of these points per HQ 
may be spent.  Once all activations have been ordered the Continue button is clicked and the Orders 
Phase begins.   

8.1.2 Orders Phase
This is where all movements are done including the movement of activated units into enemy hexes 
and strategic and amphibious movement. The Orders Phase is also where artillery barrages are 
ordered against enemy hexes.  At this time units in contested hexes may be ordered to withdraw.

8.1.3 Resolution Phase
In this phase the actual orders given previously are carried out.  The game sorts into a list every unit’s 
orders.  Units activated by HQs will tend to move sooner than other units.  Every unit’s ordering is 
subject to its terrain type, whether it was activated and its quality.  Once the ordering is completed 
the game starts with the highest ordered unit and moves them one at a time. This is why some units 
may appear not to have moved.  If two opposing stacks of activated units are ordered to attack each 
other’s hex then the side that moves first will be the only one to move.  The defending stack will be 
unable to move since its hex is being attacked.

After all movements have been resolved the game checks for artillery barrages, resolves those and 
then moves on to the resolution of battles and retreats.

8.1.4 Playback Phase
Each player sees a playback of what happened during the resolution phase.   In the case of barrages 
and battles the playback is halted to allow the player to view a display of each in the bottom panel.
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Playing the Game

9.0 Stacking
Each terrain type can hold a different number of stacking points.

Straits	   7
Open		 14
City			  14
Forest 	 12
Marsh  	 11
Rough 	 10
Mountain 	   7

Each corps counts as 3 points, cavalry counts as 2 and artillery and HQs count as 1.

10.0 Fog of War
In Guns of August a player does not have easy 
access to the positions and strengths of enemy 
forces. Instead, he knows where the front line is but 
nothing beyond it.  If the Central Powers player has 
10 corps stacked up in hexes behind the front the 
Triple Entente player won’t know about it, regardless 
of whether the Entente player is human or the 
computer opponent.

During a battle you can see the strengths of opposing 
forces.  The only other way of seeing what the enemy 
has in a hex is with airpower.  If you have air points 
assigned to a front then after any air battles your 
surviving air points might be able to spot 1 or more 
enemy hexes along that front.
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11.0 National Status
The first line is the name of the country. 

The second line lists the amount of available manpower, the number of troops already serving in the 
army, the casualties taken so far and the number of corps on the map.

The third line contains four values. First, the current domestic morale of the population which is also 
displayed by the colored bar below. Second is the domestic morale gains and losses from political 
events such as a nation declaring war or surrendering.  Third is the gains and losses from Naval 
victories and fourth is the morale losses due to lack of food.

The fourth line is the current level of exhaustion which is also repeated in the colored bar to the right 
of the text.

The fifth line is the display of technology levels.

Next is the button to Transfer food, resources and even industrial points to other nations of the same 
side and where its possible to trace a path between.  Clicking the button will take the player to the 
Transfer form.

The next text line is all to do with raw materials.  “Pre-Prod RMs” is the amount of raw materials in 
the national pool at the start of the phase.  “Prod” is the number of raw materials produced within the 
country that turn.  “Trade” is the number of raw materials gained through maritime trade within the 
turn.  “Capt/Avail” is two numbers, the number of raw material hexes in other countries controlled by 
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the current nation and the number of those raw materials added to national stocks.  “Current” is the 
number of raw materials still in the national pool after the previous numbers are totaled and those 
used by industry are subtracted.

The second last line from the bottom is the display of food data.  Just like for raw materials above 
the food data is organized in the same way with one addition.  “Consumed” is the amount of food the 
nation’s population consumed that turn.

The bottom line is the industrial points, also called economic points. These are the currency by which 
you purchase new stuff.  The first number is the number of industry in the country.  This doesn’t 
mean the number of industrial points being produced, it’s simply the amount of actual industrial 
infrastructure.  The number to the right of the slash is the number currently operating.  This increases 
each turn as your war economy gets underway.  Each industry can produce 2 industrial points when 
operating at full capacity.  So a number of 12/24 is possible.  The second number on the line is the 
current number of economic points available to the country.  This number goes down as points are 
spent on the various products on the right of the national status display.  The third number on the line 
is the percentage of your industry that has been switched to the war economy.

On the right-hand side of the national status display are a series of buttons.  This is the National 
Priorities column.  It’s where the player makes his economic choices, allocating where to spend his 
economic points.

The first button is for purchasing HQ points (offensives).  The cost is 3 economic points for one HQ 
point.  It takes one turn before the purchase is available for deployment.

The second button is for buying the equipment to outfit troops.  Germany receives 7 Arms points for 
each economic point spent.  Britain and France receive 6 Arms points for each EP spent and everyone 
else receives 5. It takes two turns before any Arms points purchased become available.

The third button is for buying diplomatic points.  One EP buys one diplomatic point which can be 
used to persuade a country to join your side or stay neutral.  Diplomatic points show up one turn after 
they’re purchased.
.
The fourth button is for buying naval assets.  One EP purchases 6 Naval Asset points.  Naval Assets 
are used for either performing naval missions or purchasing new ships.   There is a 2 turn delay 
before the assets purchased become available in the national pool.

The fifth button is for purchasing artillery barrages.  In 1914 the expenditure of an EP buys 2 Reloads.  
After 1914 an EP buys 3 Reloads.  There is a 1 turn delay before the Reloads become available.

The sixth button is for purchasing Research points.  One EP buys one R&D point.  There is a 2 turn 
delay before R&D points become available.
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The seventh button is for purchasing trenches.  One EP buys 3 Trench points.  There is a 2 turn delay 
before Trench points are available for deployment.

The eighth button is for purchasing aircraft.   One EP buys 1 Aircraft point.  There is a 2 turn delay 
before the air point can be deployed.

12.0 Economics
Basically each country has a number of cities that contain industry.  Each country also has a number 
of hexes that produce food and a number of hexes that contain raw materials.  These industries 
require the raw materials in order to produce economic points which are the currency of production 
in the game.   There is also a national food requirement which if you can’t sustain will lower both your 
nation’s production and its morale.  

There is also a national industrial multiplier.  This starts at between 30 and 50% for most countries 
and can rise as high as 125% for Britain and Germany.  

Example: Let’s say there are 12 industry in Germany and a multiplier of 50%.  That 
equals 6.  Germany needs 10 food, let’s assume there are only 8 available.  So the 6 
industry are multiplied by 80% (food) and the result is 4.  Germany should be able to 
produce 4 economic points but let’s assume there are only 3 raw materials in Germany 
so industrial production drops to 3 and so Germany would receive 3 economic points.

13.0 National Transfers
The lines of text on the left of the form display the nation you’re transferring food/material or EPs out 
of and how many raw materials, food and EPs are available to be transferred.

The list on the right side of the form shows which nations its possible to transfer items to.  Once 
selected a button for each item type will appear if there are any of that item available.  The player 
continues to click the appropriate button depending on which type of item he wishes to transfer until 
he has transferred as many as he can or wishes to.
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14.0 National Morale and Exhaustion
Each nation has an overall morale. This number represents the staying power of the country, the 
ability to “see it through.” Each nation also contains an Exhaustion rating which starts at zero. 
Whenever any nation takes a casualty, there is a 12% chance of that casualty causing an Exhaustion 
increase; each nation gets exhausted at a different value.

Each nation has three levels of Exhaustion. When reaching a level, the nation loses about 20% of its 
starting morale. Also, when a nation reaches level one Exhaustion, all of its HQs lose one offensive 
point and all of its corps lose one level of quality. This is repeated at level two and three; additionally, 
at level three, all HQs are forced to retreat.

Furthermore, each city on the map has a certain value to their owning sides; losing a city can strike 
a severe blow to national morale while providing a certain boost to the other side’s morale. For 
example, if Germany captures Verdun, France would lose the full value of Verdun from its morale 
while Germany would gain half the value of Verdun.

During the Morale Phase, exhaustion is added to the effects of political events, territorial losses 
and gains and naval battles.  If the resulting number exceeds the starting morale of the nation, it 
surrenders. 

When a nation surrenders, its forces are removed from the map.
Besides exhaustion and losing cities, national morale is also lost when ships are sunk, when friendly 
nations surrender, and when there is a lack of food. 

15.0 Diplomacy 
This dialog provides a list of the countries still 
neutral. Selecting a country displays a bar, 
giving a rough idea on where the country stands 
in terms of who it sides with and how long till 
it enters the war. Once a neutral is selected the 
alliance may either declare war or spend a point 
on a diplomatic effort aimed at either speeding 
up or delaying entry.   Only one diplomatic point 
may be spent on a country each turn. The effect 
on the neutral of the diplomatic point will be 
either ignored, or moving it one or two points 
towards neutrality or alliance.

Many of the neutrals start the game leaning 
to one side or the other and also start with a 
timeline of when they will intervene.  



-20-

Belgium, for example, leans towards the Entente but its timeline would mean it would 
never intervene on its own.  

There are three ways of changing these timelines. One is through declarations of war which obviously 
bring the attacked nation into the opposing alliance immediately.  Second is that when a neutral is 
attacked it may spark outrage from other neutrals.
  

For example, a German attack on Holland could lead the USA to decrease by several 
turns the date at which it declares war.  

Third, the use of diplomatic points by major powers has the effect of swaying neutrals, either by 
decreasing the delay until they declare war or in fact increasing that delay.

16.0 Build Forces
The text at the top is Arms points, Manpower points, Barrage points, HQ points and Naval Assets.   
Under this line are columns showing what’s required in the national pools to build each type of 
item.   Infantry require only Arms points and Manpower points.  Artillery requires both of those plus 
a Barrage point.  Etc.  

On the right side of the text columns is a list of buttons such as Infantry, Cavalry, Artillery, Siege Arty, 
etc.  Buttons that are visible mean this item type can be built.  

Often it may seem that you can’t build anything.  This is usually caused by having auto-refits on.  As 
casualties exceed available manpower and/or Arms it means you won’t be able to build anything.

On the far right is a list of everything, regardless of what it is, that’s due to arrive in the coming turns.  
The item is identified and then there a bracketed number which is the number of turns away before 
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the item arrives.

17.0 Refits
To bring back up the strength of an HQ or a corps the player has to click the Refit button. The Refit 
panel will be opened up. The first unit that can be refitted will be highlighted on the map. On the left 
side of the refit panel are three buttons: HQ List, Corps List, and Artillery List.

To the right of those buttons is text that displays the current mode (Refitting HQs, Refitting Corps, 
Refitting Artillery), the manpower required to bring all corps up to full strength, the HQ refit points 
required to bring all HQs up to full strength, and the number of barrage points required to reload all 
the artillery units. There is also a “Done” button here for when you’ve completed.

On the panel to the right is information about the particular unit within the focus. In the case of HQs, in 
the above screenshot the text field in the top left corner of this panel says “Available Refits 1” which 
means only 1 HQ can receive a new offensive point. Note that an HQ can receive only 1 point per turn 
even if more than one refit point is available which means it could take awhile for an HQ to be able to 
recover fully from a multi-impulse offensive.

Below the number of refits available is the name of the general in command of the current HQ. In 
this case, Fabeck. In the next column it says his HQ can contain a maximum of 3 offensive points 
and below that it says Fabeck’s HQ currently has 1. Now since a refit point is available and the HQ 
has the capacity to carry more Offensive points and the HQ hasn’t already been refitted this turn the 
Reinforce button is visible. Clicking this will add a new Offensive point to the HQ and spend one of 
the player’s HQ refit points.

The Next button switches the display to a new HQ.
 
Refitting a corps works much the same way except that corps may be reinforced often until they are 
brought up to full strength.

In the above screenshot the text field in the top left corner says “Manpower 160” and below that 
“Available Arms 80”. The identifier of the corps is on the top right where it says “1Gd”. The current 
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strength is 1 below the maximum strength so the Reinforce button is available. In the case of corps 
this can be clicked multiple times until the corps is either at full strength or you run out of manpower 
or arms.

The Next button switches the display to a new corps.

Artillery may only be reloaded once. Unlike HQs and units, artillery may be reloaded each impulse, 
not just at the end of a turn.

18.0 Research
There are several areas where spending on research can provide alliances with either improvements 
to their existing weapons or new technology altogether. The types of technologies which may be 
invested in are Artillery, Trench, Gas, Aircraft, Assault, Tanks, and ASW. Only one Research point may 
be spent on a technology in a turn.  When you spend a research point on a technology the amount of 
research actually done is random.  It could be from 0 to 3 points. The coloured bar gives some idea 
of how close a technology is to being increased a level.

The bars are coloured as follows:

Level 0 – Black
Level 1 – Lime
Level 2 – Yellow
Level 3 – Blue
Level 4 – Silver

In the case of artillery, levels start at level 3. So for 
artillery only, level 3 is black and so on up to level 7, 
which is silver.

18.1 Aircraft
Aircraft are unable to shoot down opposing aircraft 
until the alliance’s aircraft technology has been 
increased to 1. Level 1 is 6 points, level 2 is 12 points, 
level 3 is 18 points, level 4 is 24 points, and level 5 is 
30 points.  Each increase in technology increases the 
effectiveness of aircraft destroying enemy aircraft by 10%.  Better aircraft technology also increases 
the effectiveness of artillery that it is spotting for.

18.2 Trenches
Trenches are very important.  The better the system of trenches the better protected are units from 
opposing artillery and attacks.
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Trenches represent the knowledge of how to make better defensive systems to better withstand 
artillery barrages and enemy attacks.   Level 2 requires 10 points.  Level 3 requires 15 points and 
Level 4 requires 20 points.

Trenches are the best way to protect infantry from enemy artillery.  Against an opponent that didn’t 
invest in better artillery a Level 4 trench would be practically impervious.

18.3 Artillery
Artillery technology increases the killing power of artillery barrages.  As trench systems get better at 
protecting troops, better artillery is the only way of restoring the balance.  

Artillery starts at level 3. The strength of artillery increases to 4 when 9 points of investment have 
been reached.  To move from level 3 (which is where both sides start out at in 1914) to level 4 
requires 9 points.  To move from Level 4 to Level 5 requires 18 points.  Level 6 requires 27 points 
and Level 7 requires 36 points.  

The better the artillery is the more casualties it will inflict and the better chance it has of overcoming 
elaborate trench systems.

18.4 Gas
Gas technology is unlike any of the others because there are three levels of gas and only the alliance 
that first achieves one of the levels is able to benefit from its use. The three levels are green cross, 
yellow cross and blue cross (chlorine, mustard and phosgene).  Once the gas technology has been 
achieved for the first time the artillery units of that side may be reloaded with poison gas instead.  
Up to four artillery units may be reloaded with poison gas before the other side is considered to have 
taken defensive measures.

To invent Green Cross or Level 1 poison gas requires 5 points.  To increase the technology to Level 2 
(Yellow Cross) requires 10 points.  And to attain Level 3 (Blue Cross) requires 15 points.

When a side reaches a new level of poison gas technology that side gets up to 4 reloads for their 
artillery of gas.  Each level is more effective than the one previous at diminishing the readiness of 
the targeted units. If a nation is the second side to attain a level of poison gas technology then they 
don’t receive any reloads because the other side is considered to have already put in place effective 
counter measures.

18.5 Assault Troops
Assault Troops requires first that trench technology be at Level 2.  If it is then it is possible to invest 
in Assault training. Level 1 training requires 18 points.  Level 2 requires 36. Once available, assault 
troops are built by taking existing corps and removing them from the map for assault training, which 
takes one full turn.
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When defending against Level 1 Assault troops the defending trenches are considered to be only half 
as capable.  Against Level 2 Assault troops they’re considered to be non-existent.

18.6 Tanks
Like Assault training, tank technology requires that Level 2 trenches already be attained.  To move to 
Level 1 requires 16 points.  Level 2 requires 32 points and Level 3 requires 48 points.

Once available, tanks may increase their combat value by investing in further tank technology. For 
each level of Tank technology the tank units become more effective at destroying at least one level 
of enemy trenches, will lose less readiness (due to breakdowns with low tech tanks) and will reduce 
the effectiveness of enemy trenches according to the level of tank tech.  So a Level 3 Tank unit will 
attack a Level 4 trench as if it was a Level 1 trench.

18.7 Anti-Submarine Warfare (ASW)
ASW technology is of interest only to the Triple Entente player.  It increases the chances of destroyers 
hitting submarines in battle.  There are two levels of this technology. 

Level 1 costs 20 points and level 2 costs 40.  Each level of tech increases the chances of a destroyer 
hitting a submarine by 25%.

19.0 Airpower Rules
Airpower can be pretty much ignored and its still possible to win the game. However, there are many 
things where airpower can be very useful. Aerial reconnaissance allows you to see the strength of 
an enemy hex. This ability to see what the enemy consists of before you attack can obviously be of 
benefit.

Another effect is on artillery barrages. When a barrage is being fired against a target that has been 
the subject of a reconnaissance mission then the effectiveness of the barrage will be increased.

This display shows the number of air assets the player assigned to each front, the losses and any 
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available reconnaissance missions he can perform during the Activation phase.  The display also 
shows the enemy air assets assigned to the front and any losses they took.

To be assigned to a front, the nation has to have forces on that front.  Once distributed the Reset 
button may be used to undo the current distribution.

The display shows not only the air assets available to the current nation but also the number currently 
assigned, how many were lost in the last turn and the enemy air strength for each front.

19.1 Air Reconnaissance
When a player has achieved some air superiority on a 
front he can select enemy hexes in order to see what’s 
there.  He will be given the type and strength of each 
enemy unit in the hex in a list.

20.0 Naval Rules
The naval rules of Guns of August are not meant to 
be a detailed treatment.  They are aimed at providing 
for strategic naval decisions to be made that affect 
the nations involved without going into the detail 
of operations.  Instead, players assign their naval 
squadrons to various sea zones such as the North Sea or the Atlantic.   When opposing forces are in 
the same zone a naval battle occurs.   Naval forces moving through a zone to another one also trigger 
battles if intercepted.  

20.1 Naval Status
On the bottom left hand side of the Naval Orders dialog is a list of all the naval squadrons of that 
nation, damaged or not.  Clicking on one of the squadrons provides the player with a list of data 
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describing the squadron such as the gun rating, protection rating and that sort of thing.  If the 
squadron is currently damaged (and therefore unable to sortie) a button will come up allowing the 
player to spend a naval asset point to repair up to a single point of damage.  

Auto Refits. If this checkbox is checked then on each following turn that naval assets are available, any 
damaged squadrons will receive a naval asset point and repairs will be performed automatically.

Unrestricted warfare: Germany only has a checkbox which when selected makes their u-boats more 
effective against Entente shipping.  The cost however is that it can seriously hurt relations with 
neutrals.

20.2 Naval Missions
The top left of the form has a list of possible mission types.  When selecting one of these missions a 
box next to it will come up with a list of the possible objectives.  When one of these is selected the 
third box will display a list of available squadrons that can perform that type of mission.  

In the case of the first two boxes, missions and objectives, only one choice can be made.  In the 
third box the player may select any or all of the listed squadrons available.  To select more than one 
squadron, hold the Ctrl key down at the same time as clicking on additional squadrons.  
Once this has been done select the Assign button under the objective box and the orders will be sent.   
All missions except Return require the expenditure of an asset point for each squadron assigned. A 
further asset point is spent if the squadrons stay at sea longer than 2 turns.

The available missions are as follows:

Return: This is for ordering any ships currently at sea to return to their home port.  It doesn’t 
cost an asset point.
Rebase: Orders squadrons to move to a new port.  This is handy for such situations as Germany 
wanting to deploy ships to the Baltic without entering the North Sea.  
Sea Supply: Increases the supply of friendly ports adjacent to the sea zone the transport is 
deployed into by 25%.
Amphibious: To move a corps/artillery or HQ from one port to another requires that a transport 
on an Amphibious mission be in the sea zones moved through.  One transport can only carry 
one unit.  To move 2 corps, 1 artillery and 1 HQ from Plymouth to Alexandria would require 4 
transports on Amphibious missions in the Atlantic, 4 more in the Western Med and 4 more in the 
Eastern Med.  The reason transports are required in each sea zone is to represent the greater 
amounts of shipping and planning required.
Shipping: The movement of both raw materials and food to home ports.   Each country has 
certain sea zones that they gain materials and food from up to a maximum.  Germany benefits 
from Baltic and Atlantic trade.  Britain from Atlantic and Eastern Med trade.  France from 
Western Med and Atlantic trade.
Patrol: The sending of warships to patrol a sea zone to both destroy enemy warships and 
prevent the use of the sea by enemy transports.
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Raider: The sending of warships out to a sea zone to hunt specifically for enemy shipping.
Anti-Shipping: The order for submarines to hunt enemy shipping.
ASW Patrol: Destroyers use this mission to hunt for enemy subs.

20.3 Naval Battles
There are several types of naval battles, surface, asw vs sub and sub vs shipping.   All naval battles 
follow the general format of each naval unit selecting a target, alike if possible, and firing.  

Subs for example will have to fight destroyers before being able to attack 
dreadnaughts.  

	
Only destroyers can attack subs.  If you leave your dreadnaughts without destroyer protection they 
are easy targets.  On the other hand destroyers are easily destroyed if alone and attacked by capital 
ships.

At the end of the naval phase, shipping takes place in whichever zones are controlled by an 
alliance.

The British for example may have 12 transports assigned to a general shipping mission.  
If they require 7 transports for maximum shipping in the Atlantic then that leaves 5 
transports for other shipping such as in the Eastern Med.

Squadrons may be either sunk or damaged.  if damaged they return to port and must receive a naval 
asset point each turn to repair one point of damage.  Only one damage per ship may be repaired in 
one turn.

In the above screenshot is 3 lists.  
The two top ones are a list of the 
naval units engaged in a battle.  
The larger list on the bottom is a 
“blow by blow” view of the battle, 
displaying the damage inflicted, if 
any, by each ship and the resulting 
sinkings, if any.
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20.4 Naval Results
This form shows each sea zone and whether naval forces were deployed there by either side, whether 
its contested and/or which side controls it.  

The right side of the display also shows 
the number and types of surviving ships 
assigned to each zone by the player.

The Naval form is split into two areas. 
The top half of the form is where 
missions are ordered.  The bottom is 
where the status of individual squadrons 
can be checked.

21.0 Ground Units, Readiness, and Movement
Military units, artillery and HQs move one hex at a time.   Depending on the terrain type crossed there 
is a loss of readiness to the unit.  The more difficult terrain lowers the readiness of a unit by a greater 
amount.  Infantry, artillery and HQs may not enter enemy hexes unless they have been activated (see 
Offensives).   

Cavalry are an exception; they are the only units allowed to enter enemy hexes without being 
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activated. In order to do so, unactivated cavalry must be stacked with infantry, and then can be only 
be ordered to enter an enemy clear terrain hex. If cavalry is not stacked with infantry, it can’t enter 
enemy hexes.

This makes cavalry very useful for seizing ground when unopposed.  However, cavalry are unable to 
take cities, or enter enemy controlled hexes that are rough, mountain, forest or marsh. These must 
be left to infantry. Cavalry is good for leading infantry across open terrain when unopposed so that 
activations are only necessary when there’s an enemy presence.

Readiness of a unit falls as its used to move or fight.  At the end of each impulse readiness is restored 
based on the supply level of the hex.  The supply level is a percentage between 0 and 100.  The unit 
tests twice each impulse against that percentage in order to recover readiness.

Readiness is an important part of the equation when determining effectiveness in battle.  Units with 
less than 5 readiness should avoid battle against fresh enemy units, regardless of the strengths.

Units may also move via Strategic Movement. This means from one friendly hex to another.  The 
hexes must have been friendly at the start of the turn which prevents units arriving at the front as 
the front moves forward. The reason for this is that strategic movement represents, for the most part, 
railroad transport, and it takes time to repair railbeds and add the new track to the existing system. 
Each nation has its own strategic allowance per turn.  This may not be shared between members of 
an alliance. The actual movement of a unit is limited by the fact that a route between the origin and 
destination must consist of friendly controlled land. The distance moved is also limited by the number 
of strategic points available to the nation as every 5 hexes moved costs another point. There is no 
readiness cost to strategic movement.

Units may be moved from a friendly port hex across the sea via Amphibious Movement to another 
port hex if the enemy does not control any of the intervening sea zones.  If the port is enemy held the 
units will have to fight the defenders during the combat phase, failure to take the port results in their 
destruction.  Units overseas are supplied from available ports.  The further inland a unit moves the 
less supply will be available for the recovery of readiness.

21.1 Offensives
Offensives are launched by HQs.  Each HQ starts the game with a full complement of offensive supply.   
During the Activation Phase of an alliance, any of the HQs of that alliance may be activated, that is 
declare an offensive.  Declaration of an offensive means the current value of the HQ (a number from 
1 to 3) is reduced by one and all the ground units within one hex of the HQ are activated.  Once 
activated, during the resulting Orders Phase the units are allowed to move up to one hex into enemy 
controlled hexes and engage in battle.  

An offensive lasts for only a single impulse, not the entire turn. To keep an army on the offensive for 
3 consecutive impulses would therefore exhaust any HQ if the readiness of the corps involved could 
stand it.
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Offensives are expensive, costing 3 industrial points per point.

21.2 Barrages
Artillery units may fire at adjacent enemy units.  They do not have to be activated to fire.   Player 
selects the units he wishes to fire and the hex he wants to fire on.  The total amount of artillery 
firing on a hex is multiplied by 10 and that is the percentage chance of the artillery bombardment 
destroying a single point of defending trench.

Each artillery point is then fired at the enemy units in the hex.  The chances of hitting are based on 
terrain and remaining trenches.  Open terrain is the deadliest if you’re the target.  Rough, mountainous, 
woods and marsh all provide some protection from artillery fire.

The best defence against artillery fire is trenches and existing fortifications.  As artillery becomes 
more effective due to R&D spending the only defence is spending on better trenches. 

The quality of the units being fired upon is also an important factor as for each hit there is a chance 
of readiness being lost too.  Higher quality units do much better at retaining their readiness level.

In the preceding screenshot  the text fields show the side firing, the location of the 
target, the strength of the trenches in the target hex, how much of those trenches were 
destroyed, the effect of gas, whether there’s air support for the artillery, how much 
artillery is firing and the losses inflicted.

	
The effects of artillery barrages are repeated for each point of artillery firing on a hex.   Therefore, 
increases to the technology of an alliance’s artillery make a great deal of difference in the effectiveness 
of that artillery.

Poison Gas is an attack that works differently.  Its primarily an attack on the readiness of the defences 
in preparation for an assault.  There is no To Hit roll.  Instead, every enemy unit in the hex is fired on 
3 times.   Three random numbers are rolled for each attack.  In the case of green cross the number 
is between 1 and 10.   In the case of yellow cross the number is between 4 and 12 and in the case of 
blue cross its between 6 and 12.  If the number rolled exceeds the quality of the unit there is a loss 
of readiness and a possible loss of a strength point.  

Siege artillery is especially good at destroying fortresses.  A fortress can only exist at a city.  They 
represent large permanent defences.  Siege artillery firing on a fortress has a 33% chance of 
destroying it completely.  Otherwise, the fortress is automatically reduced by one strength.
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22.0 Combat
When activated forces end their movement in the same hex as enemy forces, a battle is fought.  The 
strength of each unit is modified by its readiness.  That is, the combat strength is multiplied by the 
readiness and divided by 7.  For assault troops its divided by 5. 

Example, a 24 strength unit at readiness level 5 would have a modified strength of 17.   
A 24 strength assault corps at readiness 7 would have a modified strength of 24.

The strength is also modified for entrenchments/forts:

- If defending level 1 entrenchments the defender’s strength is increased by 10%
- If defending level 2 entrenchments the defender’s strength is increased by 15%
- If defending level 3 entrenchments the defender’s strength is increased by 20%
- If defending level 4 entrenchments the defender’s strength is increased by 25%

- If attacking level 1 entrenchments the attacker’s strength is decreased by 5%
- If attacking level 2 entrenchments the attacker’s strength is decreased by 10%
- If attacking level 3 entrenchments the attacker’s strength is decreased by 15%
- If attacking level 4 entrenchments the attacker’s strength is decreased by 20%

Each unit also has its own To Hit number which is a percentage:

- For attacking infantry 90%
- For defending infantry 85%
- The quality of the unit acts as a further bonus.
- Assault troops receive a 10% bonus.
- Troops attacked with gas receive a penalty from 10% to 18% depending on the type of gas.

For each modified strength point a random number between 1 and 100 is rolled and compared 
against the unit’s To Hit number.  If the random number exceeds the To Hit number a hit is the result 
and a target from the enemy stack is selected and reduced by one strength.  That same unit may also 
lose readiness although the chances of doing so are less if within a trench system.

Once all defending units have fired the attacking casualties are removed and the attacker then 
conducts the same procedure.
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Regarding the screenshot above: 

The leftmost column consists of: 

- The location of the battle
- The type of terrain and in brackets, the battle modifier
- The strength of the defender’s trenches
- Whether or not the attack was successful

The middle panel consisting of:

- Strength of attacking infantry
- Strength of attacking cavalry
- Strength of attacking tanks
- Strength of attacking assault troops
- Average unit quality on the attacking side
- Average readiness on the attacking side
- Total firepower on the attacking side
- Which side is doing the attacking
- Losses taken by the attacking side
- Average readiness lost by the attacking units

The right-hand panel consists of:

- Strength of defending infantry
- Strength of defending cavalry
- Strength of defending tanks
- Strength of defending assault troops
- Average unit quality on the defending side
- Average readiness on the defending side
- Total firepower on the defending side
- Which side is doing the  defending
- Losses taken by the defending side
- Average readiness lost by the defending units
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Politics, Economy & War
22.1 Retreats	
When both sides in a battle are finished firing there is a retreat check.  On the Western and Italian 
fronts, if the defender takes 50% more casualties than the attacker he is forced to retreat.  On the 
other fronts, if the defender takes more casualties than the attacker then he is forced to retreat.

The defender is also forced to retreat if at the conclusion of the battle the remaining attackers far 
outnumber the defenders as modified by the strength of any entrenchments.  

Besides the forced retreat above, corps will also retreat individually from a hex if their strength or 
readiness fall to 0. 

23.0 PBEM
Playing via PBEM game works exactly the same as a regular game except that each side takes turns 
inputting their orders.  When the game is started its necessary to give the PBEM game a name.  The 
game will then begin by asking the CP player for his password and then to do his setup.  The game 
will then exit and the file with the name given to the game then has to be sent to the TE player.  Back 
and forth this will go, turn playback being available to both sides.

Hot-seat works the same as PBEM without the need for the sending of files.

24.0 Victory Conditions
To win a decisive victory in the full campaign the Entente player must force Germany to surrender and 
the Central Powers player must force Russia and France to surrender.

If a decisive victory can’t be achieved the game will look at the morale of each of the major powers, 
the cities held, whether any countries have been conquered already and subtract the Entente victory 
points from the Central Powers victory points.  The higher the remaining number, the better the CP 
is doing, the lower the number, the better the Entente 
is doing.

24.1 Russian Revolution
Russia does not surrender like other powers.  Instead, 
once its morale reaches a point close to zero there is a 
random chance each turn of a revolution breaking out.  
When this occurs, the czarist government collapses 
and the Kerensky government takes over.  For up to six 
turns the Kerensky government will be checked to see if it survives or whether it collapses and the 
Bolsheviks take over.  If the Bolsheviks take over there is an immediate cease-fire and the Russians 
surrender territory.
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the dawn of the greatest and most 
terrible war the world has ever seen

•	 Three full-length campaign games (Total War, Axis Blitz, and Arsenal of Democracy), all 
starting in 1939 and lasting to the end of the war.

•	 Five shorter scenarios (Spring’40, Summer’41, Spring’42, Summer’43 and East Vs West – 
1946).

•	 Five playable forces (Germany, Japan, the Soviet Union, the Western Allies, and China) and 40 
different countries

•	 Each unit has up to 14 attributes, most of which can be improved through research and 
development

•	 Rules that cover strategic movement, forts, cold weather zones, airborne attack, amphibious 
invasions, partisans, militia, and many other features

•	 PBEM playability for two to five players
•	 TCP/IP/LAN playability for 2 to five players
•	 Challenging AI that offers a unique gaming experience
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