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Your World at War-  

Spring 1942  

The fleet at Pearl Harbor rebuilds from the ruins. Britons stare across the Channel to an occupied 

France. West of Moscow, Soviet troops dig out from a brutal winter on the Russian front. 

Greenhorn American soldiers leave their birthplaces for the first time; unclear whether they’ll see 

the home fires burn again. They face a world at war.  

 

Their fates are in your hands. You and your fellow world leaders control the destinies of literally 

million of soldiers. One side is the Axis: Germany and Japan. Challenging their expansionism are 

the Allies: the Soviet Union (U.S.S.R.), the United Kingdom (U.K.), and the United States (U.S.). 

You must work as a team within your alliance, coordinating and negotiating toward your goals. 

As you recreate the greatest war the world has ever known, one side will emerge victorious, and 

history will never be the same.  

 

HOW THE WAR IS WON  

Axis & Allies can be played by up to five players. Each of you will control one or more world 

powers. On your turn, you build, deploy, maneuver, and command army divisions, air wings, and 

naval fleets to loosen your foes’ hold on their territories. On your opponents’ turns, they will 

bring their forces against you. The more territories you hold, the more weapons you can build; 

and the more powerful those weapons can be.  

 

On the map are twelve victory cities crucial to the war effort. As the game begins, each side 

controls six of these cities. The Allies begin the game controlling Washington, London, 

Leningrad, Moscow, Calcutta, and Los Angeles. The Axis powers begin the game controlling 

Berlin, Paris, Rome, Shanghai, Manila, and Tokyo. In a standard game (recommended for 

tournament play), if your side controls nine (9) victory cities at the end of a complete round of 

play (after the completion of the U.S. turn), you win the war.  

 

If you want to play a longer game (World Domination), then at the end of a complete round of 

play (after the completion of the U.S. turn), your side must control all twelve (12) victory cities. 

Players must agree at the beginning of the game which victory condition will constitute a win. If 

no specific agreement is made, then nine (9) victory cities will be the standard.  

 

THE COMBATANTS  

One or more players take the side of the Axis, and one or more play the Allies. In a five-player 

game, each player controls one world power. If fewer people play, some will control more than 

one power.  

 

If you control more than one power, keep those powers’ income and units separate. You can 

conduct operations for only one power at a time.  

 

Set Up  

Once you’ve decided who will play which power, prepare the game for play. It contains the 

following components.  

 

Game Board  

The game board is a map of the world, circa 1942. It is divided into spaces, either territories (on 

land) or sea zones, separated by border lines. Place the game board in the center of the table. The 

Allied players should sit near its top (northern) edge, and the Axis players should sit along the 

bottom (southern) edge.  
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Battle Board and Dice  

The battle board is a large card with columns that list attacking and defending units and their 

combat strengths. When combat occurs, the players involved place their units on the battle board. 

Combat is resolved by rolling dice. Place the battle board next to the game board, and the dice 

next to the battle board.  

 

Control Markers  

Control markers indicate status in the game. They mark conquered territories and record other 

information on the game’s charts. Punch out and take all control markers that belong to your 

power.  

 

Victory Cities Chart  

This chart shows which cities each power controls. For each power you’re playing, place one of 

your control markers on each of the matching circles. Ownership may change during the game.  

 

National Production Chart  

This chart keeps track of each power's national production level during the game. Place the 

National Production Chart next to the game board. For each power you’re playing, place one of 

your control markers on the matching space on the chart. This is the power’s starting national 

production level. (It matches the total of the circled numbers in territories your control.) Choose 

one player to be in charge of tracking changes in national production throughout the game.  

 

Industrial Production Certificates  

These are the money of the game, representing capacity for military production. Separate the 

Industrial Production Certificates (IPCs) by denomination (1, 5, and 10) and distribute a starting 

total to each power as follows (See chart below). These amounts are equal to each power’s 

beginning national production level. Choose one player to be the banker, and give all remaining 

IPCs to that player.  

 

Combat Forces  

Take the plastic pieces that represent your power’s combat units. Each power is color-coded as 

follows.  

 

Power IPCs Color 

Soviet Union 24 Red 

Germany 40 Gray 

United Kingdom 30 Tan 

Japan 30 Orange 

United States 42 Green 

 

Two other kinds of units, antiaircraft guns and industrial complexes, are light gray and not color-

coded to a particular power. These can change hands during play.  

 

Aircraft Movement Markers  

These numbered markers show how many spaces an air unit has moved. Punch out the markers 

before you start. Whenever you move an air unit into combat, place a numbered marker beneath 

it, so that you know how many spaces it can move later in the turn. You also use these to show at 

which points in the move the air unit encounters antiaircraft gun fire.  
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Weapons Development Chart  

This chart tracks each power’s technological advances in weaponry. Whenever you develop new 

weapons, place a control marker beside the appropriate weapon type on the chart.  

 

Reference Charts  

Take the Reference Chart for your power. A Reference Chart shows the name of the power, its 

alliance (Axis or Allies), its piece color, its emblem, and order of play. It also lists the available 

units, their statistics, and their starting numbers and locations in the game.  

 

Your Reference Chart tells you the number and kind of units to be placed in your territories and 

sea zones. In the example of Germany’s Reference Chart, you can see that the first box lists three 

infantry in the territory of Germany. Place all the indicated units as listed. The shaded bar on the 

line with the words SEA UNITS lists numbered sea zones. Place the sea units listed below those 

numbers in the corresponding sea zones.  

 

Plastic Chips  

Use these to save space in overcrowded territories and sea zones. Gray chips represent one 

combat unit each and red chips, five units each. For example, if you wanted to place seven 

infantry on a space, you would stack up one red chip, one gray chip, and one infantry unit on top. 

(If you don’t have enough pieces to top off all your stacks, simply use any identifying item, such 

as a piece of paper with the unit type written on it.) The number of stacks is not limited by the 

number of plastic pieces available.  

 

Marshaling Circles and Cards  

Punch out the ten numbered marshaling cards and place them in a stack next to the game board. 

Punch out the circles with matching numbers and place them next to these. When you want to put 

more units in a space than will fit, instead place one of the numbered marshaling circles in that 

space. Then place your excess units on the corresponding marshaling card near the game board. 

These units are considered to be in the space containing the matching numbered circle.  

 

Spaces On The Game Board  

The colors of the territories on the game board show which power controls them at the start of the 

game. Each power has its own color, which is the same as the color of that power’s combat units.  

 

All other spaces are neutral, not aligned with any power.  

 

Most territories have an income value ranging from 1 to 12. This is the number of IPCs they 

produce each turn for their controller. A few territories, such as Gibraltar, have no income value.  

 

Units can move between adjacent spaces (those that share a common border). The game board 

wraps around horizontally. Territories and sea zones on the right edge of the board are adjacent to 

territories and sea zones on the left edge, as indicated by corresponding letters along the board 

edges (A connects to A, B to B, and so on). The top and bottom edges of the board do not wrap 

around.  

 

All territories exist in one of three conditions:  

Friendly: Controlled by you or a friendly power (one on your side).  

Hostile: Controlled by an enemy power (one on the opposing side).  

Neutral: Not controlled by any power. Control of neutral territories never changes.  

 

Sea zones are either friendly or hostile. Friendly sea zones contain no enemy units. Hostile sea 


