The Ostheer

By comrade2012
Buildings:
Ostheer HQ
Units:
Workers- (120manpower, 1popcap) 

Description: 5 man squad of workers and civilians who are forced to work for the Fatherland; they are untrained and cannot get weapons until they are veterans. However, they can build structures right quickly.
Abilities: they can construct base structures, field obstacles, trenches and observation posts faster than any other units.
Upgrades: at a cost of 200munitions in the Veterancy Building they can be upgraded to equip K98’s.

Combat Engineers- (150manpower, 2popcap)

Description: 3 man squad, fairly well trained. They are not pinned down as easily as workers.

Abilities: they can build mg bunker, Panther Turret Bunker, field obstacles, trenches, triage centers, outposts, demo charges and observation posts. 
Upgrades: at a cost of 200munitions in the Vet Building they can be upgraded to equip mp40’s.

Gestapo- (400manpower, 6popcap)(max of one squad)
Description: 4 man squad, very well trained. They are rather good at intimidating troops around them to fight harder, but operate best in their own territory.

Abilities: they can build a specialized observation post that is harder to destroy than regular observation posts. Soldiers will fight harder in whatever territory they are present in. They can also supervise workers and engineers to make them build faster, and supervise buildings to make them produce units faster.
Upgrades: 25munitions = mp44’s.

Biker- (120manpower, 1popcap)

Description: a fearless lone bicycler that can scout ahead.
Abilities: can capture points, plant mines (Army Group North), shoot panzerfausts (Army Group Center) or go camouflaged (Army Group South)

Upgrades: none

Infantry Barracks
(100manpower)
Units:

Peoples Grenadiers- (280 manpower, 5popcap)

Description: 5 man squad of fairly trained soldiers that form the backbone of the Ostheer infantry.
Abilities: can build sandbags, trenches (army group north), and barbed wire. At a cost of 35 munitions they can shoot a panzerfaust.

Upgrades: 200 munitions in the veteran building can equip all Peoples Grenadiers with Grewehr 43s.

Grenadiers- (300manpower, 4popcap)

Description: 4 man squad of well trained grenadiers that will survive under much tougher situations that the peoples grenadiers.
Abilities: can repair vehicles (army group center), build trenches (army group North), become camouflaged (army group south) and at a cost of 35 munitions they can shoot a panzerfaust. 

Upgrades: at a cost of 200 munitions In the Vet building they can have an additional suad member and now equip MP-44s, but now cost 310 manpower, 5popcap.
Sniper- (400manpower, 6popcap)

Description: a lone sniper that can efficiently kill allied troops with deadly precision and skill.

Abilities: a sniper can become camouflaged.
Upgrades: at a cost of 200 munitions in the vet building, all snipers can have a longer line of sight.

Infantry Support Barracks

(170manpower 20fuel)
Units:

Hanomag- (220manpower, 20fuel, 4popcap)

Description: A fast APC that can transport safely troops to the field, and provide support in various ways.
Abilities: transport a max of 10 troops, and can capture points while troops are still inside.

Upgrades: 55 munitions= mortar Hanomag
75 munitions= flame Hanomag
Pakwagen- (300manpower, 25fuel, 4popcap)
Description: A fast lightly armored Hanomag that is good versus vehicles.

Abilities: it can lock down to increase line of sight.

Upgrades: at a cost of 200 munitions in the vet building, it can gain the ability to become camouflaged while in cover.
Panzer I- (240manpower, 30fuel, 4popcap)
Description: A fast lightly armored infantry support tank that can provide good support for infantry.

Abilities: at a cost of 25 munitions it can now capture points.

Upgrades: none

Panzer Support Command

(200manpower, 45 fuel)
Units:

Panzer II Ausf. F- (250manpower, 35fuel, 4popcap)
Description: a fast and maneuverable light tank that is good versus infantry and light vehicles
Abilities: can capture points(Army Group Center), and lock down(Army Group North).
Upgrades: can be upgraded to a Flammpanzer(Army Group South) that can burn out the allied infantry.
Panzer III Ausf. E- (270manpower, 40fuel, 4popcap)
Description: A light tank that is better armored than the Panzer II and is good versus infantry and light tanks.
Abilities: can capture points(Army Group Center), and lock down(Army Group North)
Upgrades: For 200 munitions in the Vet Building, it can be upgraded to the Panzer III Ausf. M, which has a longer barrel and side skirts. However, now the tank will cost: 280manpower, 40 fuel, 5popcap.
StuG III Ausf. B- (260manpower, 45fuel, 4popcap)
Description: this Assault gun is equipped with a short-barreled 75mm, that is good versus infantry and tanks. 
Abilities: for 50 munitions it can get a machine gunner.
Upgrades: for 200 munitions in the Vet Building, all Stugs can now be the StuG III Ausf. G, which has a longer barrel and side skirts, but now costs: 270manpower, 45fuel, 5popcap.
Panzerwerfer 42- (300manpower, 55fuel, 5popcap)
Description: An odd looking Hanomag that has 10, 150mm tubes that can bombard the enemy.
Abilities: no special abilities
Upgrades: none

Panzer Command

(250manpower, 75fuel)
Units: 

Panzer IV Ausf. D- (400manpower, 70fuel, 7popcap)
Description: the Panzer IV forms the backbone of the German Panzers, and can go head to head against the allied tanks.
Abilities: can lock-down(Army Group North).
Upgrades: For 200 munitions in the Vet Building it can be Upgraded to the Panzer IV Ausf. J, which has a longer barrel, and side skirts, but the tank will now cost: 410manpower, 75fuel, 8popcap.
Panther Ausf. D- (600manpower, 100fuel, 12popcap)
Description: One of the best of the German panzers, it is much better than the allied medium tanks.
Abilities: it can lock-down(Army Group North)
Upgrades: for 250 munitions it can be upgraded to the Ausf. G. which has better armor, and better mobility, but now costs 650manpower, 110fuel, 12popcap.
Tiger I Initial Production- (800manpower, 140fuel, 16popcap)
Description: The most feared heavy tank of the war, the Tiger is superior to almost all allied tanks.
Abilities: can lock-down (Army Group North)
Upgrades: for 200 munitions in the Vet Building it can be upgraded to the Late Production Tiger, which has better armor and better mobility, but now costs: 900manpower, 150fuel, 18popcap.
Panzer Grenadiers- (350manpower, 6popcap)
Description: a 4 man squad of highly trained soldiers that can clear the way for the panzers.
Abilities: 50 munitions= Panzershrecks.
Upgrades: for 85 munitions the squad can now all have MP-44s.
Veteran Building

-200munitions= workers can be upgraded to equip K98’s.

-200munitions= Combat engineers can be upgraded to equip mp40’s.

-200 munitions= Voksgrenadiers can equip Grewehr 43,

-200 munitions = grenadiers can have an additional suad member and now equip MP-44s, but now cost 310 manpower, 5popcap.

-200 munitions in the vet building, all snipers can have a longer line of sight.

-200 munitions = Pakwagen can gain the ability to become camouflaged while in cover.

-200 = panzer III can be upgraded to the Panzer III Ausf. M, which has a longer barrel and side skirts. However, now the tank will cost: 280manpower, 40 fuel, 5popcap.

-200 munitions = all Stugs can now be the StuG III Ausf. G, which has a longer barrel and side skirts, but now costs: 270manpower, 45fuel, 5popcap.

-200 munitions = panzer IV can be Upgraded to the Panzer IV Ausf. J, which has a longer barrel, and side skirts, but the tank will now cost: 410manpower, 75fuel, 8popcap.

-250 munitions = panther can be upgraded to the Ausf. G. which has better armor, and better mobility, but now costs 650manpower, 110fuel, 12popcap.

-200 munitions in the Vet Building it can be upgraded to the Late Production Tiger, which has better armor and better mobility, but now costs: 900manpower, 150fuel, 18popcap.

“Zimmerit” = all tanks now have Zimmerit which makes them impervious to magnetic and stick grenades.
Doctrines
Army Group North

Defensive Doctrine (Left Side)
1- “Field Kraft”  

 Workers can now build bunkers much faster.
2- “Concrete Panzer” (300manpower, 25fuel, 4popcap) 

Combat Engineers and Workers can now build a concrete bunker               with a Panther turret. (good vs tanks)

3- “88mm Bunker” (450manpower, 80fuel, 12popcap)
Workers and Engineers can now build an 88mm gun emplacement that is encased in a concrete bunker. This 88 has exceptional range, it can take out tanks, and can also load HE shells to combat infantry. 

Support Troops (Right Side)

2- “Finnish Sharpshooters” (300manpower, 4popcap)

This three man squad of sharpshooters can become camouflaged and sneak behind enemy lines to wreak havoc on enemy troops. They may not always get one shot kills, but they can still kill off enemy units.

2- “Off Map Artillery” (200munitions)

You can now call in heavy artillery wherever you want it.

3- “Supply Train” (1000 manpower)

At a cost of 1000 manpower you can have 200 more munitions.

Army Group Center
Panzer Offensive (Left Side)

1-“Arbeit Macht Frei”
Forced labor now allows vehicles to be made faster.

1-“Panzer 38(t)” (300manpower, 5popcap)
These Czech tanks are fast and easy to manufacture. It may not be the best tank on the battlefield, but it can still hold its own against the allies.

5-“Elefant” (1000manpower, 18popcap)

This extremely well armored and tank can take anything the allies throw at it, and it has a big gun to shoot back with.

Panzer Support (Right Side)

2-“Spearhead”

Now, light tanks like the: Panzer II, Panzer 38(t) and Panzer III can capture points.
2-“Famo” (500manpower, 10popcap)
A heavy half track that carries three squads of expertly trained German Engineers. These engineers can repair damaged tanks, repair destroyed tanks, and build bunkers that repair nearby units.

3-“Replacements” (200munitions)
At a cost of 200 munitions you can have 1000manpower.
Army Group South

Terror Doctrine (Left Side)

2-“Volunteers” (320manpower, 5popcap)
A 5 man suad of volunteers from Germanies conquerd lands, allies, and beyond jhave volunteered to fight in an elite nazi unit.

3-“SS Stormtroopers” (400manpower, 6popcap)
A four man squad of highly trained and highly indoctrinated soldiers that will destroy all who oppose them.
3-“Flampanzer 38t” (600manpower, 8popcap)

A Hetzer tank armed with a big flamethrower that will burn enemy infantry to ashes.

Heavy Support (Right Side)

2-“Siege”

Mortar Hanomag, Panzerwerfer 42 and other artillery units will recharge faster.

3-“Wespe” (600manpower, 8popcap, max of 3)

A heavy piece of mobile artillery that will blow enemy units to bits!

6-“12.8cm Selbstfahrlette L/61”(1000manpower, 12popcap, one time call in)

A beast of a heavy artillery piece. It has exceptional an awesome destructive power!! This will make the Priest look like a mortar!!
