Great War Introduction (by 'ice')

Some notes on the units.  Submarines have no counter, but because the game runs on "Revised" rules they can still be killed during the first round of combat by any unit (they may retreat at the end of each round of combat).  Zeppelins (and all air) should not be underestimated, because at least at the start of the game there are very few Anti-Air guns on the map (Territory Turn Limit is turned on by default, meaning that each territory can be bombed up to its value each turn, and no more).  There is no naval bombardment in this game.
Germany: 

Usually Germany will try to get Russia to its knees before USA can interfere, meaning they go hard for Russia and slowly give up the Western Front, trying to win in both these fronts will result in failure. In the oceans they have multiple fleets with multiple options,  but a good start is that Central Powers should own the Mediterranean early and get allot of production from it.  A good but not obvious attack is attacking the Italian destroyer in sz58 with all 3 zeppelins, as this will give the Austrians a good attack on the remaining Italian fleet.  Also trying to slow down USA could be hard but on the other hand this could also pay off in the long run.  
French:
Priority 1 should be the west front, and Germany to its knees as fast as you can there, and getting a hold of all that production.  Secondary priority is help out Italy versus the Austrian horde.  French navy is usually too expensive and better to use whatever you start with well.

Russians:
Obviously they are defending vs. Germany and Ottomans, though Russia can do a lot of damage early if Germany ignores them too much.  Russia must react to their neighbors and is mostly land based.  Do not forget about the Belgrade factory; Russia can choose to help Belgrade by doing an attack then retreat on Romania to move extra units there.  

Austrians:
The Austrians have 3-4 directions: Italy, Russia, Belgrade/Greece.  One good strategy is to get Belgrade/Greece as fast as you can and then send everything you have towards Rome.  Another good strategy is to send an army to Russia.  Just make sure you get some Mediterranean money, as it is a waste to let the Allies hold on to it.

Ottomans: 
Ottomans could rush for Cairo, meaning they need to move everything they can get their hands on towards Cairo as fast as possible, as holding Cairo means a doorway to production or even Africa.  Or another  option is to attack against Russia.  Either way be sure to  remember to defend your capital vs. Russian transports.
British:
A more difficult nation to play, as they probably have the most options in the game and no single strategy is the best.  Try to hold Cairo, control the sea around England and try to help out France in the Western Front.  In Africa either build a factory there or accept your losses and retreat slowly to hold important areas.  Keep in mind that you cannot win every single front in the map so make your choices.

Italian:
Defend against Austria.  Do your best to hold your fleet and the Mediterranean together.

USA:
The USA will take a long time to get into the game.  Build just enough to take the "US DECLARES WAR" territory and then spend the rest on whatever your strategy will be.  You can save some money by letting the UK kill some of the neutral units on that territory, if you plan on not needing so many land units.  Besides the obvious (and slow) strategy of dropping of land units for the Western Front, the USA has some other strategies that could affect the game faster, such as building a lot of subs and navy and using it to swing the naval war, or creating a lot of zeppelins and using them to strategic bomb the Central Powers.
