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[4.52] Simplified Terrain Map Mode

[4.53] Political Mapmode
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[4.54] Weather Mapmode

[4.55] Intelligence Mapmode
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[4.56] Revoltrisk Mapmode

[4.57] Supply Mapmode
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[4.58] Infrastructure Mapmode

[4.59] Resources Mapmode
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[4.61] Strength map Mode

[4.62] Diplomacy Mapmode
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[4.63] Region Mapmode

[4.64] Theatre Mapmode



Rev 1.3 Hearts of Iron III– Examples, PAGE 8 17. November 2009

[4.65] Victory Point Mapmode

[4.31] Diplomacy Interface Example
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[5.41] Production Interface Example

[5.61] Political Interface Example
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[5.71] Intelligence Interface Example

[10.44] Technologies Interface Example - Infantry
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[10.44] Technologies Interface Example – Armour

[10.44] Technologies Interface Example – Escorts
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[10.44] Technologies Interface Example – Capital

[10.44] Technologies Interface Example – Industry
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[10.44] Technologies Interface Example – Bombers

[10.44] Technologies Interface Example – Fighters
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[10.44] Technologies Interface Example – Industry

[10.44] Technologies Interface Example – Secret
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[10.44] Technologies Interface Example – Theory

[10.44] Technologies Interface Example – Land
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[10.44] Technologies Interface Example – Naval

[10.44] Technologies Interface Example – Air
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[14.63] Convoy Escort Example

There are two types of Escort. Destroyers and Corvettes (called Escorts in the game) can be assigned to the Convoy itself. Ships can also be. Here, a Submarine Flotilla  
is assigned to patrol the Convoy’s Route to protect it from Raiding. The Submarine might also be assigned to Raid Allied Convoys.
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[19.11] Management Concept Example

Eisenhower’s Army Group in Italy. Note that his 5-star HQ is part of a Theatre HQ (“Allied Force”), and that he’s requested a certain number of Air and Land Units in  
order to fully comply with his orders to hold a Defensive Stance. The Unit Counters around him which are part of his command will all flash with a blue-green colour,  
to distinguish them from Units assigned to other commands.
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[19.45] Asset Request Example

Once Automation is selected, the selected HQ (von Brauchitsch’s) is outlined in green, while all its subsidiary commands are outlined in blue. The Theatre’s Stance 
has been set to Blitzing, and six provinces have been set as Objectives. The General believes he will need to have additional Armour and Air Units assigned to  
accomplish his task.
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[20.31] Land Combat Example

Here, in the Battle Interface on the left, we see two unfortunate Polish Divisions in the province of Naklo nad Notecia attacked by a German Armoured Division and 
three Infantry Divisions, with another Infantry Division plus some Headquarters hanging back in Reserve. The number in the black circle indicates the Combat Front 
here is 10, and the German Divisions are 12 Wide – something which is allowed if one square is vacant. The last Infantry Division must have a Width of three 
(because 9 + 3 = 12). Above the Combat Front/Width indicator it shows the Germans have achieved the Breakthrough Combat Event. On either side of that note are 
the opposing Leaders, and above them are several icons indicating which Modifiers are active in this battle (a tooltip will show what each means). The Terrain of the 
province is displayed between the flags of the combatants. At the top of the Battle Interface, just under the province name, is a battle progress indicator showing how 
close the Germans are to winning. This ratio is also reflected, as you can see, on the Map itself, where the green “86” indicates the attack is 86% won. The tooltip over  
the Map on the right shows each Division in the province where the mouse cursor is hovered. One last useful detail: The Division at the top of the screen, heading 
toward Danzig, is unopposed, and so it shows a green triangle to indicate Movement, whereas an Attack would have a red triangle.
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[20.42] Air Combat Example

Two types of Air Combat. An Air Superiority Combat between enemy Airwings is shown on the left, while on the right is a Bombing Mission. In both Air Combat  
Interfaces, the Modifiers involved are shown by icons which have Tooltips.
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