Getting Started with Panzer Campaigns:
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Welcome to Panzer Campaigns Sealion '40. In this, the eighteenth title in the Panzer
Campaigns series of operational combat in World War 1l, the series takes a look at
the hypothetical Operation Sealion in 1940, the planned German invasion of the
British Isles. After the sudden, surprise fall of France in the late spring of 1940, the
Germans dominated the continent of Europe and was faced with just a single foe, the
British and their Commonwealth. To conquer their foe would require a daring sea and
airborne invasion of the British Isles before the British could bring allies to join them in
battle, and rearm their ground troops left with few heavy weapons after Dunkirk. This
getting started scenario represents one of the planned invasion areas using both air
and sea landings.

While veterans of the system may skip this introductory scenario, there are some new
rules to be aware of. The proposed Sealion operation, if it had been carried out, was
faced with unigue obstacles compared to what the Allied invasion of France faced in
Normandy. Unlike the situation in Normandy, where the Allies dominated on the
ground, in the air, and at sea, the Germans in a theoretical Sealion would be faced
with the British Royal Navy with very limited opposition by the Kriegsmarine, and the
Luftwaffe had only a minor superiority in the air. Thus, there is a new rule that causes
amphibious landings to suffer extra attrition, due to the ability of the British naval
forces to intercept many of the German transports on their way across the Channel.
These losses, as reflected in the start of the Started scenario, vary but can be very
significant.
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already, and after the introductory
cinematic you will be taken to the File
Selection Dialog. Click the scenario
#%00_Started.scn and then OK. The
Started scenario begins after the first
turn German reinforcements have been
brought on the map, but before any
further action occurs, so some units on
both sides have expended movement
points for the current turn already.

on

This takes you to the Al Selection Dialog where you
choose the side you wish to play. For the purposes of
tutor.
AAut o mithtiOWo
OK to get the game underway, you are now the German
commander. The Rules button can be used to choose
optional rules, or reset the optional rule selections to the
default state, but for now leave the rules set to the

al sel gourselfdnd i s
(Fog of War)

&S Your first Command Report will appear
with information relevant to the first turn.

Note its contents and click OK to close
it. Note that the units that already
landed this turn are considered isolated
in many cases, that there are air units
available, and some units will be
recovering from disruption already.
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OBJECTIVE OF THE GAME
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Click the Info Menu item and then select Victory
from this menu. This shows how many points the
first side must earn for each level of victory. As
you can see, to obtain a major victory in this battle
youmustearn150Vi ct ory Poi nts
end. Click OK to close the Victory Dialog.

Victory points are earned by a combination of
points for losses, for each side, and objective
points for the first side.

by t he

youol

dirlosses [ 0 AirPointloss [ @
~Vitory Value I f you | ook at the map,
Moabeies | Bl o] shapes with numbers inside them. These are your
MiorVioy 325 MeorViooy [5G objectives. To win a major victory, you will need to
Total Pairts [0 Quteome [ Agis Mejor Defeat hold objectives and inflict enemy casualty points
ok | Heo | equal to 150 points less your losses. As you incur

losses, points are taken away from your total.

Click Info and then
Objectives on the Menu
Bar to see a list of the
objectives in the scenario.
As you can see, there are
5 objectives worth a total
of 175 points to side one,
all currently controlled by
the Allied side. Click OK to close the Objectives Dialog.

Objectives [Dwner, location, value)

Biritizh [ 7. 8] walue= 50

Eritizh [ 11, 1) value = 25
Britizh [ 20, 10] value = 25
Britizh [ 22, & value = B0
Britizh [ 24 value = 25
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TURN 1

In this scenario the Germans move first. Click on
the unit indicated by the red box. It is a German
engineer unit known as a pioneer company.

To check any unitsodé statistic
and special unit abilities, right click the Hex Info
Area with the desired hex with the unit(s)
selected. Right click in the Hex Info Area now to
review the pioneer unit -
stats. You will see the chain of command for the unit on
the left; on the right appear its various combat factors,
speed, and abilities, which include mine clearing, which
can also be used to remove obstacles. The pioneer is
- - currently located in a minefield,

' | s et Cleaoing Mineso . A S

LISOLATED § are more units arriving in the next turn, it is a good idea to

o allow this Pioneer unit to continue removing mines to limit
casualties in the follow on forces
this unit.

15HIMemSEE] Moralelr

Now select the engineer unit located 3 hexes northwest along the diagonal from the
pioneer unit. Double click to select this unit on the map, so that the Unit Box lights
L= up. It is now fAselectedod and r eac
move it toward the coast to assist in taking the beach
objectives. The enemy units adjacent to the pioneer unit
are located in Bunkers, which are tough points to take
without strong units with high hard attack values, we will
aim to take the 25 point objective to the south first, as the
defender there is located in a Trench.

Letds move it one hex at a ti me.
adjacent hex, the one directly south, or below, the

selected unit. If able to move, the unit will obey. Should a unit ever not follow the

order, |l ook to the Status Bar to see a messag
performed. Right click on the next hex to the southeast, below-right from the current

hex. This move may draw fire from the enemy units.

Try right clicking on the next hex southeast, between the enemy units. This final
movement will not be allowedi t he St atus Bar will state fACanr
enemy ZOC toenemyZ OC O .

The unit shows movement points of 8 left (unless it disrupted from enemy fire), and it
shows in yellow. This means the unit can still fire one time - white means the unit
hasnét expended any movement points aihd can n



still has at least 2/3 of its movement and can thus fire twice for most units, and red
means it has expended more than 2/3 of its movement and can no longer fire.

Letdés fire this unit at the enemy wumuld i n the
still be selected, if not, select your unit exactly as you did for movement. Now with the

Control (<ctrl>) Button pressed, place the mouse over the adjacent enemy unlt to the

south. A crosshairs will appear. Right click to Fire. The results of :

your fire will be shown on screen i either there will be no effect, )
or youo6ll cause a | oss, or pos ¢
will be yellow), or cause it to be broken (the results will be red).
Most direct fire occurs against adjacent hexes. The direct fire
could again draw enemy return fire, which will also be shown on
the screen, as shown here.

t

This unit can no longer move or fire, it has expended all of its movement points,
showing 0 movement points left.

(Tip: Enemy unit information, with fog of war active, will be hidden from you and
summarized as X = less than 10 men, XX= 10 to 99 men and XXX = 100 to 999 men.
With both direct and indirect fire, if more than one enemy unit exists in a hex, you are
given the option to select a target should your weapons be appropriate).

Now select another unit 7 the fallschirmjaeger unit
highlighted in red in this image.

Clicking the Reachable Hexes Button on
the Toolbar will highlight where a unit
may still potentially move in a turn. Turn
this on to show where the unit can reach.

Letds move it sever al hexes at once toward th
with the left mouse button down, drag it to the destination 3 hexes southwest, as

indicated by the arrow, then release the button. The system will determine the path it
follows, so itdéds wise to drag smallish distan
(FOW) selected, movement cannot be undone.

Now try moving the nearby unit indicated here onto the
objective.

As you are playing with FOW, there could be, and is in this
case, an enemy unit defending the objective. This unit will
automatically stop when it tries to move into the hex occupied
by the enemy unit. In this case, unless the enemy unit, an armored car unit, fires and
disrupts your unit, you can try to fire. However, because the enemy unit is armored,
and the fallschirmjaeger @ttackiyoudunicisumabletohave a



