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YOUR WORLD AT WAR

Spring 1942

The fleet at Pearl Harbor rebuilds fromthe
ruins. Britons stare across the Channel to an
occupi ed France. West of Mscow, Soviet troops
dig out froma brutal winter on the Russian
front. Greenhorn Anerican soldiers | eave their
birthplaces for the first time; unclear

whet her they'|l|l see the home fires burn again.
They face a world at war.

Their fates are in your hands. You and your
fellow world | eaders control the destinies of
literally mllion of soldiers. One side is the
Axis: Germany and Japan. Challenging their
expansi onismare the Allies: the Soviet Union
(U S.S.R), the United Kingdom (U K ), and the
United States (U.S.). You nust work as a team
wi thin your alliance, coordinating and

negoti ating toward your goals. As you recreate
the greatest war the world has ever known, one
side will emerge victorious, and history wll
never be the sane.

HOW THE WAR | S WON

Axis & Allies can be played by up to five

pl ayers. Each of you will control one or nore
worl d powers. On your turn, you build, deploy,
maneuver, and command arny divisions, air

wi ngs, and naval fleets to | oosen your foes’
hold on their territories. On your opponents’
turns, they will bring their forces agai nst
you. The nore territories you hold, the nore
weapons you can build; and the nore powerful

t hose weapons can be.

At the start of the gane, decide whether you
want to play to a mnor victory, noderate
victory (recommended for tournanent play),

maj or victory, or total victory (depending on
how | ong you want to play).

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
begi n the gane control |ing Washi ngton, London,
Leni ngrad, Mscow, Cal cutta, and Los Angel es.
The Axis powers begin the game controlling
Berlin, Paris, Ronme, Shanghai, Manila, and
Tokyo. When, at the end of a conplete round of
play (after the conpletion of the U S turn),
your side controls a set number of victory
cities, you win the war.

Victory Victory
Cities Condi ti on
Controlled
8 M nor
9 Moder at e
10 Maj or
12 Tot al

THE COVBATANTS

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

pl ayer game, each player controls one world
power. |If fewer people play, sone will control
nore than one power.

If you control nore than one power, keep those

powers’ income and units separate. You can
conduct operations for only one power at a

" OPOXD



SETUP

Once you’ ve deci ded who will play which power,
prepare the gane for play. It contains the
foll ow ng conponents.

Gane Board

The ganme 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 shoul d
sit near its top (northern) edge, and the Axis
pl ayers should sit along the bottom (southern)
edge.

Battl e Board and Dice

The battle board is large card with colums
that list attacking and defending units and
their conbat strength. Wen conbat occurs, the
pl ayers involved place their units on the
battle board. Conbat 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 gane
They mark conquered territories and record
other information on the gane’s charts.

Punch out and take all control markers that
bel ong 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

mat ching circles. Oanership nay change during
t he gane.

Nat i onal Production Chart

This chart keeps track of each power's

nati onal production level during the gane.

Pl ace the National Production Chart next to

t he game board. For each power you're playing
pl ace one of your control markers on the

mat chi ng space on the chart. This is the
power’s starting national production |evel.
(I't matches the total of the circled nunbers
interritories your control.) Choose one

pl ayer to be in charge of tracking changes in
nati onal production throughout the gane.

| ndustrial Production Certificates
These are the noney of the game, representing
capacity for mlitary production. Separate the
I ndustrial Production Certificates (1PCs) by
denom nation (1, 5, and 10) and distribute a
starting total to each power as foll ows.

(These anmounts are equal to each power’s

begi nni ng nati onal production level.) Choose
one player to be the banker, and give al
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remaining IPCs to that player.

Conbat Forces

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

Power | PCs Col or

Sovi et Uni on 24 Red
Cer many 40 G ay

Uni ted Ki ngdom 30 Tan
Japan 30 Orange
United States 42 G een

Two ot her kinds of units, antiaircraft guns
and industrial conplexes, are light gray and
not color-coded to a particular power. These
can change hands during pl ay.

Aircraft Mvenment Markers

These nunber ed nmarkers show how many spaces an
air unit has noved. Punch out the markers
before you start. Wenever you nove an air
unit into conbat, place a nunbered marker
beneath it, so that you know how many spaces
it can nove later in the turn. You al so use
these to show at which points in the nove the
air unit encounters antiaircraft gun fire

Weapons Devel opnent Chart

This chart tracks each power’s technol ogica
advances in weaponry. Wenever you devel op new
weapons, place a control marker beside the
appropri ate weapon type on the chart.

Ref erence Charts

Take the Reference Chart for your power. A
Ref erence Chart shows the nanme of the power,
its alliance (Axis or Allies), its piece
color, its enblem and order of play. It also
lists the available units, their statistics,
and their starting nunmbers and |l ocations in

t he gane.

Your Reference Chart tells you the nunber and
kind of units to be placed in your territories
and sea zones. |In the exanple of Germany’s

Ref erence 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 nunbered sea zones.

Pl ace the sea units |listed bel ow t hose nunbers
in the correspondi ng sea zones.
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Pl asti c Chips

Use these to save space in overcrowded
territories and sea zones. Wiite chips
represent one conbat unit each and red chips,
five units each. For exanple, if you wanted to
pl ace seven infantry on a space, you would
stack up one red chip, one white chip, and one
infantry unit on top. (If you don’t have
enough pieces to top off all your stacks,
sinply use any identifying item such as a

pi ece of paper with the unit type witten on
it.) The nunber of stacks is not linmted by

t he nunber of plastic pieces avail able.

Marshaling Circles and Cards

Punch out the ten nunbered marshaling cards
and place themin a stack next to the gane
board. Punch out the circles with matching
nunbers and pl ace them next to these. Wen you
want to put nore units in a space than wll
fit, instead place one of the nunbered
marshaling circles in that space. Then place
your excess units on the correspondi ng
marshal i ng card near the gane board. These
units are considered to be in the space
contai ning the matching nunbered circle.

Spaces On The Gane Board

The colors of the territories on the gane
board show whi ch power controls themat the
start of the ganme. Each power has its own
color, which is the sane as the colors of the
power’ s conbat units.

Al'l other spaces are neutral, not aligned with
any power.

Most territories have an incone val ue ranging
from1l to 12. This is the nunber of IPCs they
produce each turn for their controller. A few
territories, such as Gbraltar, have no incone
val ue.

Units can nove between adj acent spaces (those
that share a common border). The gane board
wraps around horizontally. Territories and sea
zones on the right edge of the board are
adjacent to territories and sea zones on the

| eft edge, as indicated by correspondi ng
letters along the board edges (A connects to
A, Bto B, and so on). The top and bottom
edges of the board do not wap around.

Al'l territories exist in one of three

condi tions.

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

Hostile: Controlled by an eneny power (one on
t he opposing side).

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

Sea zones are either friendly (contain
friendly units) or hostile (contain eneny
units). They are never neutral. An unoccupied
sea zone is friendly to everyone

Neutral Territories: Neutral territories (such
as Turkey, Mngolia, or Sahara) are pale
colored. They represent areas that are

i npassable for political or geographic
reasons. You cannot attack neutra

territories, nove through them or nove over
themwith air units. Neutral territories don't
have i ncone val ues.

Islands: An island is a territory located
entirely inside one sea zone. A sea zone can
contain at nost one group of islands, which is
considered one territory. It is not possible
to split up land-based units so that they' re
on different islands in the sane group

Canal s

There are two canals on the gane board
artificial waterways that connect two |arger
bodi es of water. The Panama Canal connects the
Paci fic Qcean (sea zone 20) to the Atlantic
Ccean (sea zone 19), while the Suez Cana
connects the Mediterranean Sea (sea zone 15)
to the Indian Ccean (sea zone 34). A canal is
not considered a space, so it doesn't bl ock

| and novenent: Land units can nove freely
between Trans-Jordan and Angl o- Egypt. Panama
is one territory: no | and novenment points are
required to cross the canal within Panama

If you want to nove sea units through a canal
your side (but not necessarily your power)
nmust control it at the start of your turn
(that is, you can't use it the turn you
capture it). The side that controls Panana
controls the Panama Canal. The side that
controls both Angl o- Egypt and Trans-Jordan
controls the Suez Canal. If one side controls
Angl o- Egypt and the other controls Trans-
Jordan, the Suez is closed to sea units.



ORDER OF PLAY

Axis & Allies is played in rounds. A round
consi sts of each power taking a turn, and then
a check to see if one side or the other has
won the gane.

Order of Pl ay

Sovi et Union

Ger many

Uni ted Ki ngdom
Japan

United States
Check for victory

ousLDdE

Your power’s turn consists of seven phases,
which take place in a fixed sequence. You nust
collect incone if you can, but all other parts
of the turn sequence are voluntary. Wen you
finish the collect incone phase, your turn is
over. Play then passes to the next power. Wen
every power has conpleted a turn, if no side
has won, begin a new round of play.

Turn Sequence

Devel op weapons
Pur chase units
Conbat nove
Conduct conbat
Nonconbat nove
Mobilize new units
Col | ect i ncone

PHASE 1: DEVELOP WEAPONS

In this phase, you can devel op sophisticated
weaponry. You do so by buying research dice
that give you a chance for a scientific

br eakt hr ough. Each research die you roll gives
you an additional chance for new weapons

devel opnent. Any nunber of powers may devel op
t he same weapons, but powers can’'t share their
t echnol ogy. Each research die you buy costs 5
| PCs.

NoukwhE

Devel op Weapons Sequence
Choose a devel opnent

2. Buy research dice

3. Roll research dice

4. Mark devel opnents

[EnY

Step 1: Choose a Devel opnent

Refer to the Weapons Devel opnent Chart and
deci de whi ch weapons devel opment you wi sh to
research this turn (such as Super Submarines)
You can choose only one devel opnent each turn.

Step 2: Buy Research Dice

Each die costs 5 | PCs. Buy as nany as you

wi sh. Research dice don't carry over to |later
turns.

Step 3: Roll Research Dice

Roll all your dice for the turn (at the sane
tine), and then check the Wapons Devel opnent
6

Chart. If you rolled the required nunber for

t he chosen devel opment on any die, you've nade
t he technol ogi cal breakt hrough. (For exanple,
if you want the Super Submarines devel opnent,
you need to roll a 3.) If you fail to roll the
nunber you need, your research has failed, and
you nmust wait until your next turn to try
agai n.

Step 4: Mark Devel opnent s

If your research was successful, place your
control marker in the colum on the Wapons
Devel opnent Chart under the appropriate
devel opnment. Your devel opnent becones

ef fective during Phase 6: Mbilize New Units
of your turn.

Weapons Devel opnent s

1. Jet Fighters

Your fighters are now jet fighters. Their
defense increases to 5, and they cannot be hit
by antiaircraft gun fire

2. Rockets

Your antiaircraft guns are now rocket

| aunchers. In addition to their normal conbat
function, they can reduce eneny industri al
producti on. See Special Conbats in Phase 4:
Conduct Conbat for nore information.

3. Super Submarines

Your subnarines are now super submarines.
Their attack increases to 3 and their defense
i ncreases to 3.

4. Long- Range Aircraft

Your fighters are now | ong-range fighters, and
your bonbers are now | ong-range bonbers. Your
fighters’ range increases to 6. Your bonbers
range increases to 8.

5. Conbi ned Bonbar dnent

Li ke battl eships, your destroyers now can
conduct bonbar dnent during an anphi bi ous
assault. (Their attack is 3.)

6. Heavy Bonbers

Your bonbers are now heavy bonbers. You rol
two di ce each on attack or defense and use the
better result of the two dice. On a strategic
bonbing raid (see Special Conbats in Phase 4:
Conduct Conbat) roll two dice and add “1” to
the better result of the two dice to determ ne
t he damage done by that Heavy Bonber.

PHASE 2: PURCHASE UNI TS

In this phase, you may spend | PCs for
additional units to be used in future turns
Al the units on your power’'s Reference Chart
are available for purchase. A unit’'s price in
IPCs is listed in the Cost colum next to the
unit’s name



ORDER OF PLAY

Purchase Units Sequence
1. Order units

2. Pay for units

3. Place units in nobilization zone

Step 1: Oder Units

Select all the units you wish to buy. You may
buy as many as you can afford of any units,
regardl ess of which units you started the gane
wi t h.

Step 2. Pay for Units

Gve IPCs to the bank equal to the total cost
of the units. You do not have to spend all of
your | PCs.

Step 3: Place units in Mobilization Zone

Pl ace the purchased unit in the nobilization
zone on the ganme board (located in the South
Atlantic Ocean). You cannot use these units
ri ght away, but you will deploy themlater in
the turn.

PHASE 3: COVBAT MOVE

In this phase, you may nove as many of your
units into as nmany hostile territories and sea
zones as you wish. To do this, nmove your
attacking units into the desired spaces on the
gane board; these nmay be occupied (contain
eneny conbat units) or eneny-controlled but
unoccupi ed. You nust make a conbat nove to
enter an unoccupi ed hostil e space. Attacking
units can cone fromdifferent spaces to attack
a single hostile space, as long as each can
reach it with a |legal nove

A unit may nove a nunber of spaces up to its
novenent all owance (or “nove”). Mbst units
nmust stop when they enter a hostil e space
Thus, a unit with a nove of 2 could nove into
a friendly space and then a hostile space, or
just into a hostil e space.

You can nove units into friendly spaces en
route to hostile spaces during this phase, but
units other than blitzing tanks can't end
their move in friendly spaces in the conbat
nove phase. Renenber that units can never nove
into or through neutral territories.

At no time may an Allies power attack anot her
Al'lies power, or an Axis power attack another
Axis power. Units fromthe sane side can
freely share territories, sea zones, and space
on aircraft carriers and transports with one
anot her, though.

At the beginning of the conbat nove phase you
may al ready have sea units in spaces
containing eneny units that were there at the
start of your turn. This situation wll
require you to do one of the follow ng: renain
in the sea zone and conduct conbat; |eave the

sea zone, load units if desired, and conduct
conbat el sewhere; |eave the sea zone to | oad
units and return to the same sea zone to
conduct conbat; or, sinply | eave the sea zone
and conduct no conbat other than sailing out
of harms way. You may not load units while in
the original contested sea zone. Once these
sea units have noved and/or participated in
conbat they may not nmove or participate in the
nonconbat nove phase of the turn.

General ly, each attacking unit can be invol ved
in only one conbat per turn. (There are sone
exceptions to this rule, such as an air unit
being fired on by multiple antiaircraft guns
at different points during its nmove.) A

conbat novenent is considered to take place at
the same time: Thus, you cannot nove a unit

t hen conduct conbat, then nove that unit again
during this phase. For the same reason, you
cannot conduct an anphi bious assault with the
sane transport into two different eneny
territories. You cannot nove additional units
into an enbattled space once an attack has
begun.

Speci al Conbat Moves

A nunber of conbat units can nake specia
noves (and even sone attacks) during this
phase. These are described in detail bel ow
(For conplete informati on on each conbat
unit’'s capabilities, see Appendix 1: Unit
Profiles.)

Alr Units

Air units (fighters and bonbers) can fly over
hostil e spaces as if they were friendly, but
they are subject to the foll owi ng special

rul es.

Antiaircraft Guns

Antiaircraft guns can never nove in this
phase; they can nake nonconbat noves only.
However, they can nake a speci al defense

In the conbat nove phase, whenever an air unit
noves over or into a hostile territory
containing an antiaircraft gun, the
antiaircraft gun gets a chance to shoot it
down during the conduct conbat phase.

The air unit’s controller plots its path using
t he nunbered punch out markers to indicate
each space in which conbat may occur (the
first space is 1, the second 2, and so on).
VWhenever an air unit encounters eneny
antiaircraft guns, resolve conbat separately
in each space along its path, starting with
the first antiaircraft gun encountered.

Every time air units fly over an antiaircraft
gun in a territory, the antiaircraft gun gets
to shoot once at each air unit that enters.
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(Only one antiaircraft gun per territory can
fire, however.) If the gun misses, the air
unit may continue its planned attack.

Resol ve all conbats involving a given air unit
or group of air units before nmoving onto the
next .

Aircraft Carriers

Aircraft carriers can nove during this phase
Any fighters belonging to the aircraft carrier
owner nove independently of the carrier. These
fighters can nmake a conbat nove fromthe
carrier's sea zone, or they can remain in the
sea zone until the nonconbat nove phase.

Guest fighters belonging to a friendly power
on board your carrier nust remain on board as
cargo if the carrier noves in conbat. They
cannot take part in conbat and are destroyed
if the carrier is destroyed.

Vet her it noves during the conbat nove or
nonconbat nove phase, an aircraft carrier
allows friendly fighters to land on it in the
sea zone where it finishes its nove

Submar i nes

Submarines may nove through hostil e sea zones
as if they were friendly, and they do not have
to engage eneny sea units in those zones.

However, a submarine that ends its conbat nove
in a hostile sea zone nust enter conbat. In
addition, if a submarine enters a sea zone
contai ning an eneny destroyer, it nust end its
novenent there.

Tanks and Blitzing

A tank can "blitz" by noving through an
unoccupi ed hostile territory as the first part
of a nove that can end in a friendly or
hostile territory. The conpl ete nove nust
occur during the conbat nove phase. It

establ ishes control of the first territory
(place one of your control nmarkers there)
before it noves to the next

Rermenber to adjust the national production

| evel s as you blitz. A tank that encounters
eneny units in the first territory it enters
nmust stop there, even if the unit is an
antiaircraft gun or industrial conpl ex.

Transports

At any point during the conbat nove phase, a
transport may load or offload land units
(Exception: a transport nay never load units
if it isin ahostile sea zone). As soon as a
transport encounters hostile sea units or
offloads, its novenent for that turn ends. A
transport that offloads units into a hostile
territory begi ns an anphi bi ous assault (see
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Speci al Conbats on page 19).

A transport may ONLY end its conbat nove stil
carrying land units if those units were
al ready aboard at the beginning of the turn.

Any land units | oaded during the conbat nove
phase nmust unl oad during the same conbat nove
phase, unless the transport carrying those
units is forced to retreat froma sea conbat
in the intended of fl oadi ng sea zone. The | and
units aboard the transports are considered
cargo until they offload. Cargo cannot take
part in conbat and is destroyed if the
transport is destroyed.

A transport in a hostile sea zone nay not

of fl oad units unless the eneny units consi st
only of subnerged submarines (see subnerging
submarines rules in Phase 4: Conduct Conbat).

PHASE 4: CONDUCT COVBAT

In this phase, you resolve conbat in each
space that contains your units and units from
t he opposing side. Conplete all conbat noves
before resol ving any conbat. (An exception is
an anphi bi ous assault, in which sea conbat
nust be handl ed before | and conbat. See
"Speci al Conbats" for nore infornation.)

You resolve conbat by rolling dice (al so known
as firing) according to a standard sequence
Al'l conbat takes place at the sanme tine, but
each affected territory or sea zone is

resol ved separately and conpletely before

begi nning to resol ve another conbat. The
attacker decides the order. No new units may
enter as reinforcenents once conbat has begun

At tacking and defending units are considered
to fire at the sane tine, but for ease of play
you roll dice in sequence: attacker first

then defender. A few units get specia
“opening fire” attacks that can destroy eneny
units before they can fire back.

VWhen a unit fires, you roll a die. An

attacking unit scores a hit if youroll its
attack or less. A defending unit scores a hit
if youroll its defense or |ess. For exanple

a defending unit with a defense of 2 scores a
hit only on aroll of 1 or 2; it “defends on a
2",

VWhen one of your units scores a hit, the
opposi ng player decides which eneny unit it
applies to. Most units are destroyed by one
hit and becone casualties. The opposing pl ayer
may desi gnate casualties in any order.
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Conbat Sequence

Pl ace units on battle board
Conduct opening fire

Renove opening fire casualties
Attacking units fire

Def ending units fire

Renpve casual ties

Press attack or retreat
Capture territory

PNoGaA®DE

Step 1: Place Units on Battle
Boar d

The battle board has two sides, |abeled
“Attacker” and “Defender”. Place all your
attacking units and all defending units froma
space on their respective sides, in the
nunber ed col uims that contain their nanmes and
si |l houettes. The nunber in a unit’s colum
identifies that unit’s attack or defense

val ue.

Pl ace any cargo (whether your own pieces or an
ally's) beside the piece that is carrying it.
Rermenber that the cargo piece does not roll

nor can it take a hit, but is lost with the
unit carrying it, if that unit is hit.

If you are attacking into a sea zone that has
your ally's units present, your ally's units
are not brought onto the battle board, but
remain out of play for this turn.

Step 2: Conduct Opening Fire

Certain units can fire before all others. Only
t hese specially designated units may fire in
this step. There is no return fire during this
step, (except defending subs)

Antiaircraft Quns

If the defender has an antiaircraft gun
present and the attacker has air units in the
attack, then the antiaircraft gun fires during
this step.

The defender rolls one die (only one
antiaircraft gun fires) for each attacking air
unit. You roll all anti-fighter dice at once
then all anti-bonber dice. For each type, the
air unit owner allocates hits anpongst the air
units that are being shot at.

For every roll of 1, one attacking air unit is
destroyed; its controller noves it into the
casualty zone of the battle board. If there
are not aircraft present, ignore this step

You can al so attack eneny production with your
antiaircraft guns during this step, if you
have the Rockets devel opnent. (See "Rocket
Strikes" for nore information.)

Bat t | eshi p Bonbar dnent

I'n an anphi bi ous assault, your battleships in
t he same sea zone as the offloading transport
can conduct shore bonbardnent. Each battleship
fires once during this step against eneny |and
and air units in the territory being attacked.

If there are no eneny land or air units
present, ignore this step and | eave the

battl eships on the game board. (This step is
used only in the land conbat portion of
anphi bi ous assaults. A battleship that is
involved in the sea conbat portion of an
anphi bi ous assault cannot fire in this step.)

If you have the Conbi ned Bonbardnment

devel opnent, your destroyers can also fire
during this step, following the sane rules as
for battleships.

Submar i nes

Al'l attacking and defendi ng submarines present
on the battle board fire in this step. If
submarines are present on both sides, they are
considered to fire sinmultaneously. Roll for
attacki ng submarines before defending
submarines. Subrmarines can fire only on sea
units.

Step 3: Renpbve Opening Fire
Casual ti es

Cl ear both casualty zones, destroying al
units there. (Return themto their owners’
inventories.) Return all antiaircraft guns to
t he game board, as well as battl eships that
conduct ed shore bonbardment. Do not renove
submarines fromthe battle board.

Destroyers and Subnari ne

Casual ti es

If a destroyer is present on the battle board
in a conbat involving eneny submarines, the
destroyer’s player skips this step. The
submarines' casualties can fire back at the
normal time in the conbat sequence, provided
t hey have not already fired in step 2. (The
destroyers provi ded enough advance warning to
allow return fire.)

Step 4: Attacking Units Fire

All the units on the attacker’s side fire
during this step. Roll one die for each

attacking unit. Units with the sane attack
value are all rolled for at the sane tinme

After the attacker has rolled for al

attacking units, the defender nmust choose one
of his or her units for each hit scored and
nove it to the casualty zone (a battleship can
absorb one extra danage hit before bei ng noved
to the casualty zone if it hasn't already done

9
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so in this conbat - turn it onits side to
indicate this first hit).

These units are not out of the gane just yet.
They will be able to counterattack.

Step 5: Defending Units Fire

All the units on the defender’s side fire
during this step. Roll one die for each
defending unit (including casualties). Units
with the sane defense value are all rolled for
at the sane tine.

After the defender has rolled for all
defending units, the attacker must choose one
of his or her units for each hit scored and
nove it to the casualty zone (a battleship can
absorb one extra damage hit before bei ng noved
to the casualty zone if it hasn't already done
so in this conbat).

Step 6: Renpbve Casualties

Cl ear both casualty zones, destroying all
units there. (Return themto their owner’s
i nventories.)

Batt| eshi p Damage

Unli ke other conmbat units, a battleship
requires 2 hits to destroy. If a battleship is
hit, turnit onits side to mark its damaged
status but do not nove it to the casualty zone
unless it takes a second hit in the sane
conbat .

If a battleship survives a conbat having taken
1 hit, returnit upright to the gane board.
Its damage is “repaired”, and it is unharned
at the start of the next conbat.

Step 7: Press Attack or
Ret r eat

Conbat continues unl ess one of the follow ng
conditions occurs (in this order of sequence):
a) Attacker retreats all attacking units;

b) Defender retreats all subs by submerging,

| eaving no other defending units in play;

c) Attacker loses all units;

d) Defender loses all units; or

e) Both sides lose all units.

As | ong as conbat continues, repeat steps 2-6
(only subs will be able to fire in step 2 -
all other opening round fire capabilities are
for one round of fire only).

If no subs are present, then repeat steps 4-6.
Each such set of steps constitutes one cycle
of conbat.

Attacker Retreats
The attacker can retreat during this step. The

10

attacker may retreat only if eneny units
remain on the battle board. Al attacking
units nmust retreat at the same tine (except
air units in anphi bi ous assaults — see note
bel ow) .

Land Conbat :

Move all attacking land units in that conbat
to a single adjacent friendly territory from
which at | east one of the attacking units
(excluding air units) entered. Al such units
nmust retreat together to the sane territory,
regardl ess of where they cane from (See notes
bel ow for air units and anphibi ous assaults.)

Sea Conbat :

Move all attacking sea units in that conbat to
a single adjacent friendly sea zone* and from
which at | east one of the attacking units
(excluding air units) entered. Al such sea
units nmust retreat together to the sane sea
zone, regardl ess of where they cane from (See
notes below for air units, anphibious

assaul ts, and subnarines.)

*The sea zone nust have been friendly at the
begi nni ng of the conduct conbat phase.

Air Units:

When you designate that an air unit will
retreat, return it to the game board battle
site. It will retreat as a nonconbat nove when
all other air units finish their noves in the
nonconbat nove phase. Air units can retreat to
any friendly territory within their total
nmovenent range.

A fighter can retreat to a friendly aircraft
carrier or to a friendly sea zone, as long as
a carrier noves there this turn. Your fighter
may al so end its nonconbat nove in a sea zone
adj acent to an industrial conplex you own if
you have purchased an aircraft carrier that
turn and will subsequently place that carrier
in the sea zone where your fighter ends its
turn.

Anphi bi ous Assaul ts:
No land unit can retreat fromthe | and conbat
portion of an anphibious assaul t.

Attacking air units, however, may retreat in
step 7 of the attack sequence. If they do so,
they nust retreat all at the sane tine. Renove
themfromthe battle board and place themin
the enbattled territory on the game board.
They will conplete their nove when all other
air units finish their novenment in the
nonconbat nove phase. (See note above for air
units.)

Al land units nust continue conbat until at
| east one side loses all its units.
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Submar i nes:

At tacking submarines may retreat during this
step by subnmerging or by retreating to the
sane adj acent friendly sea zone as all other
attacking sea units. They may not subnerge if
opposi ng destroyers are still on the battle
board. The attacker may el ect to subnerge one
or nore subs, while retreating on the surface
with others.

Return any submerged submarine to the gane
board and tip it onto its side to mark it as
subnerged. It renains subnerged until the end
of the nonconbat nove phase.

Def ender Retreats Subs by
Subner gi ng

If the attacker has not retreated, defending
submarines may retreat during this step by
subnergi ng. They may not subnerge if opposing
destroyers are still on the battle board. The
def ender may el ect to subnerge one or nore
subs, regardl ess of whether or not there are
ot her types of defending units still on the
battle board

Return any submerged submarine to the gane
board and tip it onto its side to mark it as
subnerged. It renains subnerged until the end
of the nonconbat nove phase. (Subnerged
submarines do not stop eneny sea units from
noving into or through their sea zone.)

If no defending units remain on the battle
board after this step, conbat ends.

Att acker and/or Defender Loses Al
Units

Once all units on one or both sides have been
destroyed, the conbat ends.

If a player has units remuining, that player
wi ns the conbat. The player that has units
remaining returns those units to the
appropri ate space on the gane board

Step 8. Capture Territory

If you win a conbat as the attacker in a
territory and you have one or nore surviving
| and units there, you take control of it. If
all units on both sides were destroyed, there
is no winner and the territory doesn't change
hands.

Sea units cannot take control of a territory;
they nust stay at sea.

Air units can never capture a territory. If
your attack force has only air units

remai ning, you can’t occupy the territory you
attacked, even if there are no eneny units

remaining. Air units nust return to a friendly
territory (fighters may also land on a
friendly carrier). They do so during the
nonconbat nove phase. Until then they stay at
t he space where they fought.

Rermove surviving land units fromthe battle
board and place themin the newy conquered
territory, place your control narker on the
territory, and adjust the control markers on
the National Production Chart. Your nationa
production increases by the value of the
captured territory; the |loser’s decreases by
t he sane anount.

Any antiaircraft gun or industrial conplex in
the captured territory remains there but now
bel ongs to your alliance (see below for
details). If you capture an antiaircraft gun
you cannot nove it in the nonconmbat nove phase
of the same turn. (If you capture an

i ndustrial conpl ex, you cannot nobilize new
units there until your next turn.)

Li berating a Territory

If you capture a territory that was originally
controll ed by anot her nmenber of your side, you
"liberate" the territory. You do not take
control of it; instead, the origina

controller regains the territory and its
incone. Antiaircraft guns or industrial
conplexes in that territory revert to the
original controller of the territory.

If the original controller’s capital is in
eneny hands at the end of the turn in which
you woul d ot herwi se have liberated the
territory, you capture the territory, collect
incone fromthe newy captured territory and
can use any industrial conplex there until the
original controller’s capital is liberated

You al so take ownership of any antiaircraft
gun in that territory.

Capturing and Liberating Capitals
If you capture a territory containing an eneny
capi tal (Washi ngton, Moscow, London, Berli n,

or Tokyo) follow the same procedure as for
capturing a territory. Add the captured
territory’s incone value to your nationa

pr oducti on.

In addition, you collect all unspent |IPCs from
the former owner of the captured capital. For
exanpl e, if Germany conquers Moscow whil e the
Sovi et Union's player is holding 18 I|PCs,
these are imedi ately transferred to Germany’s

pl ayer.
The former owner of the captured capital is

still in the gane but cannot collect income
fromany territories he or she still controls
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and cannot buy new units and/or research
technol ogies until the capital is |iberated.

That player skips all but the conbat nove,
conduct conbat, and nonconbat nove phases. |f
that power or one on its side liberates the
capital, the owning player can once again
collect income fromterritories he or she
controls, including territories reverting
control to himor her.

Even so, the player cannot yet purchase new
units. It’s a long road back fromlosing a
capital.

If a capital is liberated, any antiaircraft
guns or industrial conplex in that capital
revert ownership to the original owner of the
capital. Territories and industrial conplexes
controlled by the newy liberated capital's
owner but in the hands of friendly powers al so
revert ownership. Antiaircraft guns outside
the newy liberated capital renain under their
pre-liberation ownership.

Capturing a Victory City

VWhen you capture a territory containing an
eneny victory city, replace that power’s
control marker on the Victory Gties Chart
wi th one of yours.

If at the end of the round your side controls
enough victory cities to achieve the victory
condition you decided upon at the start of the
gane, your side wins.

Exanpl e of Conbat

Germany attacks the United Kingdomin India,
which contains the victory city of Calcutta.

Step 1: Place Units on Battle Board. Gernany
is the attacker. Its infantry, tank, and
fighter are placed in the appropriate colums
on the attacker’s side of the battle board
(1,3, and 3, respectively). The United

Ki ngdonis tank, infantry, and antiaircraft gun
are placed in the appropriate colums on the
defender’s side (3,2, and 1, respectively).

Step 2: Conduct Qpening Fire. The U K
antiaircraft gun fires on the German fighter.
The U K's player rolls a1 - a hit! Germany’'s
pl ayer noves the fighter to the attacker’s
casualty zone, and the U K 's player returns
the antiaircraft gun to the gane board.

Step 3: Renove Opening Fire Casualties. The
German fighter is destroyed and renoved from
the battle board.

Step 4: Attacking Units Fire. Germany’s pl ayer
rolls one die for the infantry and gets a 4, a
mss. But rolling one die for the tank
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produces a 2, which is a hit. The UK's
pl ayer chooses the infantry as a casualty and
noves it to the defender’s casualty zone.

Step 5: Defending Units Fire. The U K's

pl ayer rolls one die for the tank, which has a
defense of 3, and one for the infantry, with a
defense of 2 (even though it is in the
casualty zone). The U K 's player rolls a 4
and a 5, both m sses.

Step 6: Renove Casualties. The U. K infantry
is destroyed.

Step 7. Press Attack or Retreat. Germany’s

pl ayer doesn’'t want to retreat, so a new cycle
of conbat starts again at step 2. There is no
activity in steps 2 and 3, however, since
there are no units | eft capable of opening
fire.

(Second) Step 4: Attacking Units Fire.
Germany’ s player rolls one die for the
infantry and rolls a 1, a hit. The U K 's last
remai ning pi ece, the tank, nust becone a
casualty. Germany's player does not roll for

t he tank because the defender has no units
left.

(Second) Step 5: Defending Units Fire. The
U K 's player rolls for the tank (now a
casualty) and scores a 2, a hit. Gernmany's
pl ayer chooses its infantry as the casualty.

(Second) Step 6: Renpbve Casualties. The U K
tank and the Gernman infantry are destroyed.

(Second) Step 7: Press Attack or Retreat. The
U K has lost all units, so Germany wi ns, and
t he conbat is over.

Step 8: Capture Territory.

Germany has captured India, a territory with
an inconme value of 3. Germany’s pl ayer
positions the surviving tank next to the
captured antiaircraft gun in the territory and
pl aces a German control narker there.
Germany’ s nmarker on the National Production
Chart noves up by 3; the United Kingdonis
marker noves down by 3. Germany has al so
captured the victory city of Calcutta.
Germany’ s pl ayer renoves the U. K. control
marker fromthe space by Calcutta on the
Victory Gties Chart. The Axis is one step
closer to victory.
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Speci al Conbat s

Sone special actions and situations occur
during this phase. These are described in
detail bel ow

Anphi bi ous Assaults

In an anphi bious assault, land units offload
fromtransports and attack an eneny coasta
territory (one that borders a sea zone) or

i sland group. The attacker nust declare the
target of an anphi bi ous assault during the
conbat nove phase.

If the eneny has no ships in the sea zone(s)
fromwhich the attack cones, then there is
only an of fl oadi ng and the anphi bi ous assaul t
begi ns i mredi ately. The anphi bi ous assault is
handl ed |i ke any other |and conbat, except
that attacking land units cannot retreat (not
even if they cane from adjacent territories or
noved there over land in support of those
units of floadi ng fromtransports).

An anphi bi ous assault from at |east one
hostil e sea zone is a two-stage conbat, which
begins with sea conbat in the hostile sea
zone(s) followed by the anphibious assault.

Sea Conbat: This is handled |ike any other sea
conbat (only sea and air units participate)

Al'l your sea units (including your transports)
attack all eneny sea units and fighters in
that sea zone. If a sea conbat occurs, your
battl eships fire at the sane tinme as your

ot her attacking units in the sea conbat. They
cannot support the assaulting land units.

Once all defending sea and air units have been
renoved fromthe battle board in the sea
conbat (i.e. sunk or subnerged), then the
anphi bi ous assault begins. If any land units
originally designated for the anphibious
assault survive the sea conbat they nmust now
of fl oad into the anphi bi ous assaul t.

If no land units survived the sea conbat, or
if the attacking sea units retreated fromthe
sea conbat, then any other units that were
designated to participate in the | and attack
(including air units) nust still conduct one
round of land conbat in a regular attack on
the intended hostile territory before they may
retreat.

From sea zones where no sea conbat occurred
and land units offloaded to the anphi bi ous
assault, battleships in the sane sea zone as
at | east one offloading transport can support
t he anphi bi ous assault force with shore

bonbar dnment (see Step 1: Conduct Opening Fire
above). Each battleship fires once during the
opening fire step of the first round of conbat
agai nst eneny units in the territory being

at t acked.

Air Units: A given air unit nay participate in
t he sea conbat or the anphibious assault; it
may not do both. The attacking player nust
declare which air units are involved in each
of the anphibi ous assault and sea conbats and
cannot change their assignnents |ater.

Attacking air units, whether involved in the
sea conbat or anphibi ous assault, may retreat
according to the normal rules.

Defending fighters on aircraft carriers can
defend only in the sea conbat. Defending air
units in a territory can defend only in the
anphi bi ous assault (or in the regular |and
battle if the anphibious assault does not
occur).

Artillery Supporting Infantry

VWhen an infantry attacks along with an
artillery, the infantry's attack increases to
2. Each infantry nust be matched one-for-one
with a supporting artillery: If your infantry
out nunber your artillery, the excess stil
have an attack of 1.

Mul ti nati onal Forces

Units on the same side can share a territory
or sea zone, constituting a multinationa
force. Such forces can defend together, but
t hey cannot attack together.

Mul tinational Defense: When a space contai ni ng

a multinational force is attacked, all its
units defend together. The attacker fires
first as usual. If a hit is scored, the

defenders nutual |y determine the casualty; if
t hey cannot agree, the attacker chooses. Each
defender rolls separately for his or her
units.

Mul tinational Attack: A multinational force
cannot attack the same space together. Any
units in a sea zone in which a battle occurs
that belong to an ally of the attacker may not
participate in the battle in any way. Such
units may not be taken as losses in the sea
conbat and have no effect on defendi ng
submarines. Each attacki ng power noves and
fires its own units on its own turn.

An attacking fighter may | aunch from an
aircraft carrier owned by an ally, but the
ally's carrier may not nove until its
controller’s turn. Simlarly, an attacking
carrier can carry an ally's fighter as cargo
but the ally's fighter cannot participate in
an attack by that carrier.
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An attacking land unit can assault a coasta
territory froman ally's transport, only on
the attacking land unit owner's turn.

Transporting Miltinati onal Forces: Transports
belonging to a friendly power can |oad and
of fl oad your land units. This is a three-step
process.

1. You load your land units aboard the
friendly transport on your turn.

2. The transport’s controller noves it (or
not) on that player’s turn.

3. You offload your land units on your next
turn.

Rocket Stri kes

If you have the Rockets devel opnent, your
antiaircraft guns can act as rocket |aunchers.
You can conduct an econom ¢ attack against an
eneny industrial conplex to “destroy” |PGs.

During the conbat nove phase, declare which
antiaircraft guns are making rocket strikes.
There is no defense against this attack. From
each territory, one antiaircraft gun may
attack an industrial conplex within 3 spaces,

t hough each industrial conplex may be attacked
by only one rocket launcher in a turn.

Roll one die for the rocket. The result of
that roll is the nunmber of |PCs destroyed by
t hat rocket.

The maxi num conbi ned damage inflicted in one
turn by all strategi c bonbing raids on one

i ndustrial conplex and any rocket attack on
the same industrial conplex is the territory's
i ncone val ue. The opponent nust surrender that
many | PCs to the bank (or as many as the

pl ayer has, whichever is the | esser anount).

Strat egi c Bonbi ng Rai ds

A strategi c bonbing raid is an econonic attack
agai nst an eneny industrial conplex to
“destroy” IPCs. Only bonbers may conduct
strategi ¢ bonbing raids.

Resol ve a strategic bonbing raid in the sane
way as a regul ar conmbat. However, it involves
only attacking bonbers and def endi ng
antiaircraft guns, although you nay al so
conduct anot her (conventional) attack on the
sane territory this turn. You cannot use the
sane bonmbers in a strategic bonbing raid and
anot her attack on the sane territory in one
turn.

During the opening fire step, an eneny
antiaircraft gun fires on each attacking
bonber. Any bonbers that survive may attack
the industrial conpl ex.
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Roll one die for each bonber. The result of
that roll is the amount of |PCs destroyed by
t hat bonber.

The maxi num conbi ned danmage inflicted in one
turn by all strategi c bonbing raids on one

i ndustrial conplex and any rocket attack on
the same industrial conplex is the territory's
i ncone val ue. The opponent nust surrender that
many | PCs to the bank (or as many as the

pl ayer has, whichever is the | esser anmount).

The strategi ¢ bonbing raid now ends. Renobve
all bonbers involved in the attack fromthe
battl e board: they cannot participate in any
ot her conbats in that territory. The bonbers
return to a friendly territory.

PHASE 5: NONCOVBAT MOVE

In this phase, you can nove any of your units
that did not nove in the conbat nove phase or
participate in conbat during your turn. This
is a good tine to gather your units, either to
strengthen vul nerable territories or to
reinforce units at the front.

Only aircraft and submarines may nove through
hostil e spaces during this phase.

VWhere Units Can Mve

Land Units: Land units can nove into any
friendly territories. They can never nove into
hostile territories (not even those that
contain no conbat units but are eneny-
controll ed)

Air Units: An air unit may end its nove
("land") in any territory that was friendly at
the start of your turn. Air units cannot |and
in a hostile territory or in a territory you
just captured

Fi ghters (not bonbers) can also land on a
friendly aircraft carrier, even those that
nove during this phase (but not in the mddle
of the carrier’s nove; see bel ow), provided
that there is a free spot on the carrier.

Fi ghters that do not have a valid landing
space at the end of the nonconmbat nobve phase
are destroyed.

You nust have a carrier nove (or remain in
place) to pick up a fighter that would end its
nonconbat nove in a sea zone. You cannot

del i berately nmove any air unit out of range of
a potential safe | anding space (a kam kaze

at t ack).

Exception to nornal fighter |anding spaces
rules: Your fighter nay also end its nove in a
sea zone adjacent to an industrial conplex you
own if you have purchased an aircraft carrier
that turn and will subsequently place that
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carrier in the sea zone where your fighter
ends its turn.

An air unit that flies over an antiaircraft
gun in this phase is not fired upon.
Antiaircraft guns only fire in the conduct
conbat phase against air units that noved in
t he conbat nove phase.

Sea Units: Sea units can nove through any
friendly sea zone. They cannot nobve into or
t hrough hostil e sea zones, except when the
eneny forces consist of only subnerged
submari nes.

Transports can nove to friendly coasta
territories and load or offload cargo, unless
t hey noved during the conbat nove phase.

Aircraft carriers can nove to sea zones to
allow friendly fighters to | and. They nust
nove there if they have not noved in conbat
and the friendly sea zone is the only valid
| anding zone for the fighters. An aircraft
carrier nust end its nove once a fighter has
| anded on it.

Submarines cannot end their nonconbat nove in
hostil e sea zones, except when the eneny
forces consist of only submerged submari nes

At the end of this phase, all subnerged
submarines resurface. This does not trigger
conbat, even if there are eneny units in that
sea zone - this turn's conduct conbat phase is
over. However, a player who begins a conbat
nove phase with units in a sea zone contai ni ng
eneny submarines may choose to not nove and

i nstead attack the submarines

PHASE 6:
MOBI LI ZE NEW UNI TS

During this phase, you deploy all the units
you purchased during the purchase units phase.
Move the newly purchased units fromthe
nobi | i zati on zone on the gane board to
territories containing industrial conplexes
you have controlled since the start of your
turn. (You can’t yet use industrial conplexes
that you captured this turn.)

Restrictions on Placenent

You can nobilize only a nunber of units up to
the incone value of the territory containing
the industrial conplex. Excess units are | ost.

You cannot place your new units at an

i ndustrial conpl ex owned by a friendly power,
unless its capital is in eneny control and you
have taken control of the industrial conplex
froman eneny power after the friendly power's
capital was captured

Pl ace I and units and bonmbers only in
territories containing eligible industrial
conpl exes. They do not enter play on
transports or aircraft carriers

Pl ace sea units only in sea zones adjacent to
territories containing eligible industrial
conpl exes. New sea units can enter play even
in a hostile sea zone. No conbat occurs
because the conduct conbat phase is over.

Newl y built fighters can be placed into
territories containing an industrial conpl ex
controll ed by your power fromthe start of
your turn, or they may be placed on an
aircraft carrier owned by your power in a sea
zone adjacent to a territory with such an

i ndustrial conplex. The aircraft carrier may
be an existing one or it may be a newy built
carrier. You may not place a new fighter on a
carrier owned by a friendly power.

Pl ace new i ndustrial conpl exes in any
territory that you have controlled since the
start of your turn and that has an incone
value of at least 1. You can never have nore
t han one industrial conplex per territory.

PHASE 7: COLLECT | NCOVE

In this phase, you earn production inconme to
finance future attacks and strategies. Look up
your power’s national production |evel
(indicated by your control marker) on the
Nat i onal Production Chart, and collect that
nunber of |1 PCs fromthe bank. Double-check
your income by counting up the value of al

the territories you control.

If your capital is under an eneny power’s
control, you cannot collect incone. A power
cannot lend or give IPCs to another power,
even if both powers are on the sane side.

ENDI NG YOUR TURN

Once you have conpleted the collect incone
phase of your turn, the next player now takes
his or her turn. Once all powers’ turns are
conpl ete, check for victory.
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CHECK FOR VI CTORY

At the end of each U. S. turn, check to see if
ei ther side has achieved the victory
conditions set at the start of the gane.

Victory Victory
Condi ti on Cities
Controlled
M nor 8
Mbder at e 9
Maj or 10
Tot al 12

If your side controls enough victory cities to
achi eve the predeterm ned victory condition,
you all win the war.

O herwi se, start a new turn and continue the
conflict.

I ndi vi dual W nner

Although Axis & Allies is a teamgane, it's
al so possible to declare an individual w nner.
(This is optional, as nmany players val ue the
t eam aspect of the game nore than individual

glory.)

Subtract the beginning national production

| evel for each menber of the winning side (as
marked on the National Production Chart) from
its final national production |evel.

The player of the power that has increased its

nati onal production level the nost is the
i ndi vi dual wi nner.
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APPENDI X 1 :

UNI T PROFI LES

This section provides detailed information for

description, then lists the unit’s cost in |IPCs,

each unit in the gane. Each entry has a short
its attack and def ense val ues, and the nunber of

territories or sea zones it can nove. Each unit type al so has special abilities, which are

summari zed bel ow t hese statistics.

LAND UNI TS

Infantry, artillery, tanks, and antiaircraft guns can attack and defend only in territories. Only
infantry, artillery, and tanks can capture hostile territories. Al but industrial conplexes can be
carried by transports. Industrial conplexes are located in territories but cannot nove, attack,

defend, or be transported.

J I nfantry
Description: Sol diers who nake up the backbone
of any ground force.
Cost: 3
Attack: 1 (2 when supported by artillery)
Defense: 2
Move: 1
Special Abilities
Supported by Artillery: Wen an infantry
attacks along with an artillery, the
infantry’s attack increases to 2. Each
infantry nust be matched one-for-one with a
supporting artillery unit. If your infantry
out nunber your artillery, the excess infantry
units still have an attack of 1. For exanpl e,
if you attack with two artillery and five
infantry, two of your infantry have an attack
of 2 and the rest, 1. Infantry are not
supported by artillery on defense.

L3 Artillery

Description: Heavy gun batteries that can
support infantry attacks.

Cost: 4

Attack: 2

Def ense: 2

Move: 1

Special Abilities

Support Infantry: Wen an infantry attacks
along with an artillery, the infantry' s attack
increases to 2. Each infantry must be matched
one-for-one with a supporting artillery unit.
Artillery does not support infantry on

def ense.

o Tanks

Description: Arnmored units that pack a mgjor
punch.

Cost: 5

Attack: 3

Defense: 3

Move: 2

Special Abilities

Blitz: Tanks can "Blitz" by noving through an
unoccupi ed hostile territory as the first part
of a 2 space nove that can end in a friendly
or hostile territory. This conpl ete nove nust
occur during the conbat nove phase. By
blitzing, the tank establishes control of the
first territory before it noves to the next.
The second territory can be friendly or
hostile, or even the space the tank came from
A tank that encounters eneny units in the
first territory it enters nust stop there,
even if the unit is an antiaircraft gun or

i ndustrial conpl ex.
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’: Antiaircraft Quns

Description: Gun batteries that shoot down
invading air units.

Cost: 5

Attack: -- (1 die IPCloss with Rockets)
Defense: 1 (Opening Fire only)

Move: 1 (Nonconbat only)

Special Abilities

Cannot Attack: An antiaircraft gun can never
nove during the conbat nove phase (other than
being carried on a transport if the
antiaircraft gun was | oaded on a prior turn).
It cannot attack, other than to | aunch a
rocket strike (see "Rocket Strikes").

Shoot down Air Units: Antiaircraft guns can
shoot down attacking air units. Wenever an
air unit enters a territory containing an
eneny antiaircraft gun, the antiaircraft gun
fires during the opening fire step of conbat.
Roll one die for each attacking air unit (but
only one antiaircraft gun in a territory can
fire, even if they are controlled by different
powers). For every roll of 1, one attacking
air unit is destroyed.

Usabl e by Invading Forces: If a territory is
captured, any antiaircraft guns there are al so
captured. Their new owner is the player owning
the territory at the end of this turn. They
can be used by their new owner in future
conbats. Antiaircraft guns are never

destroyed, except when a transport carrying
one is sunk. If you nmove an antiaircraft gun
into a friendly territory, place one of your
control markers under it.

Weapons Devel opnent - Rockets: |If you have the
Rocket s devel opment, your antiaircraft guns
can act as rocket launchers. You can attack
eneny production with your rockets during the
opening fire step of conbat. This is the only
situation in which antiaircraft guns can
attack. Fromeach territory, one rocket nay

[ aunch an attack. It attacks an industria
conplex within 3 spaces. Any industrial
conpl ex may be attacked by only one rocket

| auncher in a turn. The maxi mum conbi ned
danage inflicted in one turn by all strategic
bonbi ng raids on one industrial conplex and
any rocket attack on the sane industrial
conplex is the territory's inconme value. The
opponent mnust surrender that many IPCs to the
bank.
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dll | ndustri al Conpl exes
Description: Factories that produce new units.
Cost: 15

Attack: -

Def ense: -

Move: -

Special Abilities

Cannot Attack, Defend, or Myve: An industrial
conpl ex can never attack, defend, or nove. It
cannot be transported. It is never placed on
the battle board. Wen struck by rockets or a
strategi c bonbing raid, the industrial conplex
is not destroyed; instead, its controller
surrenders | PCs.

Mbbi i zation sites: You may nobilize units
only in territories containing industrial
conpl exes you have controlled since the start
of your turn. You can nobilize only a nunber
of units up to the inconme value of the
territory containing the industrial conplex
(for exanple, an industrial conplex built in
Eastern Canada may nobilize up to three units
per turn). You can place new industrial
conplexes in any territory that you have
controlled since the start of your turn and
that has an inconme value of at least 1. There
can never be nore than one industrial conplex
per territory.

Usabl e by Invading Forces: If a territory is
captured, an industrial conplex there is also
captured. The capturing player can use it on
the turn after it is captured. Industria
conpl exes are never destroyed. You cannot

pl ace your new units at an industrial conplex
owned by a friendly power, unless its capita
is in eneny hands. Even if you liberate a
territory with an industrial conplex init,
you cannot use the conpl ex; the origina
controller can use it on his or her next turn.
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AlR UNI' TS

Fi ghters and bombers can attack and defend in territories. Both can attack in sea zones. Fighters
stationed on carriers can defend in sea zones. They can land only in friendly territories or (in
the case of fighters) on friendly aircraft carriers. Your air units cannot land in territories you
just captured, whether they were involved in the conbat or not. Air units can nove through hostile
territories and sea zones as if they were friendly. However, they are exposed to antiaircraft fire
during conbat novenent whenever they enter a hostile territory that contains an antiaircraft gun.

To deternmine range, count each space your air unit enters “after takeoff.” Wen noving over water
froma coastal territory or an island group, count the first sea zone entered as 1 space. Wen
flying to an island group, count the surrounding sea zone and the island group itself as 1 space
each. (An island is considered a territory within a sea zone; air units based on an island cannot
defend the surroundi ng sea zone.) Wen noving a fighter froma carrier, do not count the carrier’s
sea zone as the first space - your fighter is in that sea zone. To participate in conbat, a fighter
nust take off fromits carrier before the carrier noves, otherwise it is cargo.

You cannot send air units on “suicide runs”, deliberately noving theminto conbat with no place to
land afterward. If there is any question about whether an attack is a "suicide run", then in the
conbat nove phase, you nust declare, prior to rolling any battles, sone possible way (however
renote the possibility is) for all your attacking air units to land safely that turn. This could

i ncl ude a conbination of conbat nmoves. It could also include nonconmbat noves by a carrier. If it
does i nclude nonconbat noves by a carrier, then the carrier may not nove in the conbat nove phase.

In order to denonstrate that an air unit MAY have a safe | anding zone, you may assune that all of
your attacking rolls will be hits, and all defending rolls will be msses. You nay NOT, however,
use a planned retreat of any carrier to denonstrate a possible safe | anding zone for any fighter.

If you declared that a carrier will nmove during the nonconbat nove phase to provide a safe | anding
zone for a fighter noved in the conbat nove phase, you nmust follow through and nove the carrier to
its planned location in the nonconbat nove phase unless the fighter has | anded safely el sewhere or
has been destroyed before then.

your fighter based on your attacking carrier

*" ; | aunches before conbat (even if it is not
_Fl_ght ers ) participating in conbatg, and if it survives,
Description: Small, fast aircraft that can retreat to a friendly territory or carrier
threaten everything on Iand or sea. within range. If any fighter has no place to
Cost: 10 l'and by the end of the nonconbat nove phase,
Attack: 3 _ _ it is destroyed.
Defense: 4 (5 with Jet Fighters)
Move: 4 (6 with Long-Range Aircraft) Weapons devel opnent - Jet Fighters: If you
Speci al Abilities have the Jet Fighters devel opnent, all your
Land on Aircraft Carriers: Fighters may be fighters defend on a 5 instead of a 4, and
carried by aircraft carriers. Up to two they cannot be fired at by antiaircraft guns.
fighters may be on a friendly aircraft carrier
at atine. A fighter nust be | aunched fromthe Veapons Devel opment - Long-Range Aircraft: If
carrier’s initial position to participate in you have the Long-Range Aircraft devel opnent,
conbat this turn. However, it may land on a all your fighters can nove 6 spaces instead of
carrier in the nonconbat nove phase (even if 4.

retreating) or during any ot her nonconbat
nove. (A fighter may not land on a carrier
during the carrier’s novenent). Your aircraft
carrier can nove to a sea zone where one of
your fighters has ended its nove (and in fact,
it must do so if it is able) but cannot nove
any farther that turn.

A fighter based on a defending carrier that is
destroyed in conbat must try to land. It nust
nove 1 space to a friendly territory or
aircraft carrier, or be destroyed. However,
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=3 Bonber s

Description: Mammoth, long-range aircraft that
drop bonbs on their targets.

Cost: 15

Attack: 4 (roll twi ce with Heavy Bonbers)
Defense: 1 (roll twi ce with Heavy Bonbers)
Move: 6 (8 with Long-Range Aircraft)

Special Abilities

Strategi ¢ Bonbi ng Raids: a bonber can make an
econoni ¢ attack agai nst an eneny industrial
conplex. During the opening fire step of
conbat, bonbers that survive any antiaircraft
fire may attack the industrial conplex. Rol
one die for each surviving bonber. The
opponent mnust surrender that many IPCs to the
bank. The naxi mum conbi ned damage inflicted in
one turn by all strategi c bonbing raids on one
i ndustrial conplex and any rocket attack on
the same industrial conplex is the territory's
i ncome val ue

Weapon Devel opnent - Heavy Bonbers: If you
have t he heavy bonbers devel opnment, roll two
di ce for each bonber, then sel ect the best of
the two dice. A heavy bonber hits on attack if
either dieis a4 or less and it hits on
defense if either die is a 1. The hi gher of
the two dice plus “1” is the IPC | oss
inflicted in a strategic bonbing raid. The
maxi mum conbi ned damage inflicted in one turn
by all strategic bonbing raids on one

i ndustrial conplex and any rocket attack on
the same industrial conplex is the territory's
i ncome val ue

Weapon Devel opnent - Long-Range Aircraft: If
you have the Long-Range Aircraft devel opnent,
al | your bonbers can nobve 8 spaces instead of
6
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SEA UNI TS

Battl eshi ps, destroyers, aircraft carriers, transports, and subnarines attack and defend in sea

zones. They can never nove into territories.

Al sea units can nmove up to 2 friendly sea zones.

They cannot nove into or through hostile sea

zones, except when the eneny forces consist of only submerged submarines (see Subnarines, bel ow).
If eneny units other than subnerged subnarines occupy a sea zone, your sea units end their novenent

and enter conbat. Submarines are an exception:

They can pass through a hostile sea zone without

stopping, unless there is a destroyer present (see Destroyers, below).

Sone sea units can carry other units. Transports can carry only land units. Aircraft carriers can

carry only fighters.

=il Batt| eshi ps

Description: Powerful and nearly

i ndestructi bl e nonarchs of the sea.

Cost: 24

Attack: 4

Defense: 4

Move: 2

Special Abilities

Two Hits to Destroy: A battleship requires 2
hits to destroy. If a battleship is hit, turn
it onits side to nmark its damaged status but
do not nove it to the casualty zone of the
battle board unless it takes a second hit in
the same conbat. If a battleship survives a
conbat having taken 1 hit, return it upright
to the gane board

Shor e Bonbardment: In an anphi bi ous assaul t,
your battleships in the same sea zone as the
of fl oadi ng transport can conduct shore
bonbardment. Each battleship fires once during
the opening fire step against eneny land units
inthe territory being attacked. (Any eneny
units hit by the shore bonbardment do not fire
back, but are imediately lost.) A battleship
cannot conduct shore bonbardment if it was
involved in a sea conbat prior to the
anphi bi ous assaul t.

—®= Destroyers

Description: Small, fast warships that hunt
submari nes.

Costs: 12

Attack: 3

Defense: 3

Move: 2

Special Abilities

Submarine Disruption: A destroyer cancels the
special abilities of subnmarines (see
Subnarines, below). Eneny submarines cannot
nove freely through a sea zone containing your
destroyer. If you have a destroyer in a
conbat, the casualties of enenmy submarines can
return fire. Also, eneny subnarines cannot
subnerge while your destroyer is present on
the battle board.

Weapons Devel opnent - Conbi ned Bonbardnent: |If
you have the Conbi ned Bonbardnent devel opnent,
i n an anphi bi ous assault your destroyers in

t he sanme sea zone as the offloading transport
can conduct shore bonbardnent, just |ike

battl eshi ps. Each destroyer fires once during
the opening fire step (using its attack of 3)
against eneny land units in the territory
being attacked. (Any eneny units hit by the
shor e bonbardnent do not fire back, but are

i mredi ately lost). A destroyer cannot conduct
shore bonbardment if it was involved in a sea
conbat prior to the anphibious assault.
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=b— Aircraft Carriers

Description: G ant seaborne platforns from
which fighters can take off and |and.

Cost: 16

Attack: 1

Def ense: 3

Move: 2

Special Abilities

Carry Fighters: An aircraft carrier can carry
up to two fighters, including those bel ongi ng
to friendly powers. Fighters fromfriendly
powers can take off and land from your
carriers, but only during the power’s turn.
Any fighters belonging to the aircraft carrier
owner nove independently of the carrier. These
fighters can nmake a conbat nove fromthe
carrier's original sea zone, or they can
remain in the original sea zone until the
nonconbat nove phase. Fighters belonging to
friendly powers on attacking carriers are

al ways treated as cargo, as it is not their
turn. Your aircraft carrier can nove to or
remain in a sea zone where one of your
fighters will end its nonconbat nove (and in
fact, it nust do so if it is able).

Fi ghter Defense: Whenever a carrier is
attacked, its fighters (even those bel ongi ng
to friendly powers) are considered to be
defending in the air and can be chosen as
casualties rather than the carrier. (However,
a fighter can't be chosen as a casualty froma
submarine hit, because submari nes can attack
only sea units)

—*= Submari nes

Description: Predators that attack from
beneat h the surface.

Cost: 8

Attack: 2 (Opening fire step) (3 with super
submari nes)

Defense: 2 (Qpening fire step) (3 with super
submari nes)

Move: 2

Special Abilities

Treat Hostile Sea Zones as Friendly: A
submari ne can nove through a sea zone that
contains eneny units. However, if it ends its
conbat nove in a hostile sea zone, conbat wll
occur. A submarine cannot end a nonconbat nove
in a hostile sea zone, except when the eneny
forces consist of only submerged submari nes

If a submarine enters a sea zone containing an
eneny destroyer, it must end its novenent

t here.

Sneak Attack: Submarines always fire in the
opening fire step, whether on attack or
defense. They can fire only on sea units.
Casualties fromthis attack will be destroyed
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before they can return fire, unless an eneny
destroyer is present on the battle board. (Any
sea or air unit can hit a submarine.)

Subnerge: An attacking subnmarine may retreat
fromconbat after all attacker and def ender
units have fired, at the sane tine as all
other attacking units retreat. It may retreat
on the surface to a sea zone fromwhich at

| east one attacking sea unit cane. If it
retreats on the surface, it nust retreat to

t he same space as all other sea units that
retreat. One or nore attacking subnari nes nay
al so retreat by subnergi ng

Def endi ng submarines may retreat by subnerging
after any round of conbat. One or nore

def endi ng submari nes may submerge, regardl ess

of whether there are any other defending units
left in play.

If any submarine subnerges, it is returned to
t he game board, and is placed on its side to
indicate it is subnerged. It remains submerged
until the end of the nonconbat nove phase. The
submarine then resurfaces regardl ess of

whet her eneny units are still there; this does
not trigger conbat. Eneny sea units may nove
freely into or through a hostile sea zone
contai ning a subnerged subnarine, and eneny
transports may | oad or offload there.

The presence of an eneny destroyer on the
battl e board prevents a submarine from
subner gi ng but does not prevent an attacking
submarine fromretreating on the surface

Weapons Devel opnent - Super Submarines: [f you
have the super subnarines devel oprment, al
your submarines attack at 3 and defend at 3.
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=% Transports

Description: Vessels that carry land units to
conbat .

Cost: 8

Attack: O

Defense: 1

Move: 2

Special Abilities

No Attack Fire: A transport has an attack
value of 0, so it can never fire in the
attacking units fire step. However, it may be
part of an attacking force. If it is the only
attacking unit left, it nust survive the
defender fires step before it can retreat. If
a transport is destroyed, its cargo is
destroyed as wel | .

Carry Land Units: A transport may carry |and
units belonging to you or to friendly powers.
Its capacity is any one land unit, plus one
additional infantry. Thus, a full transport
may carry a tank and an infantry, an artillery
and an infantry, an antiaircraft gun and an
infantry, or two infantry. A transport can
never carry an industrial conplex. Land units
on a transport are cargo; they cannot attack
or defend while at sea. They are destroyed if
their transport is destroyed.

Land units belonging to friendly powers nust

| oad on their controller’s turn, be carried on
your turn, and offload on a later turn of
their controller.

Loadi ng onto and/or offloading froma
transport counts as a land unit’s entire nove
it cannot nove before |oading or after

of fl oadi ng. Place the land units al ongside the
transport in the sea zone. If the transport
noves in the nonconbat nove phase, any nunber
of units aboard nay offload into only one
friendly territory.

Loading and O fl oading: A transport can | oad
cargo before, during, and after it noves. A
transport can pick up cargo, nove 1 sea zone
pick up nore cargo, nove 1 nobre sea zone, and
of fl oad the cargo at the end of its novenent.
It may also remain at sea with the cargo stil
aboard (but only if the cargo renaining aboard
was | oaded in a previous turn or was | oaded
this turn in the nonconbat nove phase). A
transport can offload into a hostile territory
only during an anphi bi ous assault (see bel ow).

VWhenever a transport offloads, it cannot nove
again that turn. If a transport retreats, it
cannot offload that turn. A transport can
never offload in two territories during a
single turn, nor can it offload cargo onto
anot her transport. If a sea zone contains
hostile units, the transport may not | oad or
offload in that sea zone (unless the only

hostile units are subnerged submari nes)

Bridging: A transport can |oad and offl oad
units w thout noving fromthe sea zone it is
in. This is referred to as “bridging.” Each
such transport is still limted to its cargo
capacity. It can offload in only one
territory, and once it offloads, it cannot
nove, load, or offload again that turn. A
transport cannot bridge in a sea zone that
contains hostile units, unless the eneny
forces consist of only submerged submari nes
Bridging counts as the transport's nove for
the turn.

Anphi bi ous Assaults: A transport may begin or
take part in an anphibious assault by

of fl oading at |east one of its cargo units
into a hostile territory during the conbat
nove phase. If it does so, it nust offload al
units that have been | oaded during this conbat
nove phase, and it may offload any nunmber of
units owned by the transport's power that

al ready were on board at turn start. If eneny
sea units are present in the sea zone in which
the transport is to offload, a sea conbat nust
be fought first. If the transport survives
that conmbat, then after all defending sea
units are destroyed (or subnerged), it may
offload into the hostile territory.
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Qur Sovi et Union player, Katarina, is taking
her first turn, which is the first turn of the
gane. She starts with 24 I1PCs and all the
units listed on her Reference Chart. She is

al ready threatened by Germany to the west.

Phase 1. Devel op Weapons
Katarina decides to try researching the
Rocket s devel opnent. She spends 5 I PCs to buy
a single research die. She rolls and gets
lucky - a 2! Her antiaircraft guns will now be
able to fire on eneny industrial conpl exes
begi nning on Katarina's next turn.

Phase 2: Purchase Units

Katarina has 19 IPCs | eft. She thinks she'l
need nore tanks to deal with the German
threat. So she purchases three tanks, as well
as one artillery unit, and places themall in
t he nobilization zone.

Phase 3: Conbat Move

Katarina cannot wait for Gernmany to build up
further, when it already has troops right next
door to her capital of Moscow She strikes the
German forces in West Russia. Three infantry
and a tank attack from Archangel, and two
infantry and a fighter join themfromKarelia
S.S. R

Phase 4: Conduct Conbat

Katari na resol ves her attack agai nst West
Russia. She puts her five infantry in colum 1
on the attacker’s side of the battle board and
her tank and fighters in colum 3. Franz puts
his artillery and infantry in colum 2 and his
tank in colum 3 on the defender’s side.

No units in this conbat can conduct opening
fire, so Katarina (the attacki ng player) now
rolls for her units.

She handles the infantry first, getting two 1s
out of the five rolls for two hits. Next she
rolls for the fighter and tank. She gets a 2
and a 4, for one hit. Germany has taken three
casualties; Franz noves all three infantry to
t he defender’s casualty zone
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Franz now rolls as the defender. He rolls
three dice for the infantry (even though they
are all casualties) and one for the artillery,
needing a 2 on each. One cones up a 1, a hit.
He rolls one die for the tank but msses with
a 5. Katarina noves one infantry to the
attacker’s casualty zone. Then both players
renove their casualties

As the attacker, Katarina could choose to
retreat now, but she senses victory and
presses the attack. She rolls four dice for
her infantry and gets three 1's -overkill
Franz noves his remaining units to his
casualty zone. He fires back and hits with a 2
for the artillery but nmsses with a 6 for the
| uckl ess tank. Katarina noves one of her
infantry to her casualty zone.

After both players renove their casualties,
Katarina places all her surviving attackers in
West Russia (except the fighter, which wll
land in Russia in the nonconbat nove phase -
it is placed in Wst Russia for now).

She now takes control of West Russia, placing
one of her control markers in the territory.
Her control narker noves up 2 spaces on the
Nati onal Production Chart, indicating her new
producti on of 26, and Gernmany’ s noves down 2
spaces to 38

Phase 5: Noncombat Mve

Archangel looks a little bare to Katarina, so
she noves two infantry and one artillery into
Archangel from Russia. She noves both tanks
fromRussia to Karelia S.S.R Then she noves
her submarine 2 spaces into sea zone 6. She
noves her fighter from Wst Russia to Russia.

Phase 6: Mobilize New Units

Katarina places the three tanks and one
artillery that she bought earlier in the
Caucasus, next to one of her industrial

conpl exes. This is the maxi mum nunber of units
she can nobilize in this territory, which has
an incone value of 4.

Phase 7: Coll ect |ncome
Katarina collects 26 | PCs fromthe bank

It’s now Gernmany’s turn, and Franz is itching
for payback.
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Veteran players may wi sh to vary the play experience.

The following optional rules set out national

advant ages for each power in the game, sinulating its historic strategies or benefits. A power may
not share its national advantages with friendly powers.

A nunber of these advantages apply to a territory controlled by a given power at the beginni ng of
the game and can take effect only if that territory is still controlled by that power. For exanple,
t he Sovi et Union begins play controlling the red territories on the ganme board, so a national
advantage that refers to a “red territory” can only take effect if that territory is still

controll ed by the Sovi et Union.

If you want to use these optional rules, decide on the nunber of national advantages each power
wi Il get. Each player chooses that nmany advantages for his or her power.

U. S.S.R National Advantages

el. Russi an W nt er

RUSSI A' S GREATEST ALLY WAS | TS WNTER COLD. GERVANY' S

I NVAS| ON STOPPED DEAD AS THE SNOWS CAME DOWN.

Once during the gane in your collect incone
phase, you can declare a severe winter. Until
the start of your next turn, your infantry
defend on a 3.

ez. Nonaggr essi on Treaty

THE JAPANESE REFRAI NED FROM ATTACKI NG THE Sovi ET UNiON
DUR NG MOST OF THE WAR. THEY ALREADY HAD ONE BEAR COM NG AT
THEM FROM THE EAST.

The first tinme in the gane that the Japanese
forces attack any red territory, you may place
four of your infantry for free in that
territory before resolving conmbat. |If Japan
attacks nmore than one red territory in that
turn, you may deci de which such territory
receives the infantry. If you attack an orange
territory before Japan attacks you, you |lose
this national advantage.

e& Mobi | e I ndustry

| N RESPONSE TO THE THREAT FROM THE RUSSI AN FRONT, THE
Sovi ETS MOVED THEI R FACTORI ES EAST. THEY PRODUCED 5, 000
TANKS EAST OF THE URALS IN 1942,

Your industrial conplexes each may nove 1
territory during your nonconbat nove phase. It
may be used in the sane turn to place units
(up to a maxi mum of the new territory's

val ue). They cannot nove during the conbat
nove phase. |f an opponent captures them that
opponent cannot nove them You may nobilize at
a conplex if you controlled both the
industrial conplex and it's newterritory at
the start of your turn.

®4. Sal vage

AFTER THE BATTLE OF KURSK IN 1943, THE GERMANS LEFT THE
SHELLS OF THEI R WRECKED TANKS BEH ND. THE SOVI ETS FOUND

I NTERESTI NG USES FOR THEM

If you retain control of a red territory

agai nst attacking tanks and at | east one
attacking tank is destroyed, you may place one
free Soviet tank in that territory.

es. Lend- Lease

WTH THE UKRAI NE LOST AND FACTCRIES MVI NG EAST, THE

Sovi ET UNI ON COULD NEI THER FEED NOR REBUILD | TSELF. THE
ALLI ES CAVE TO | TS RESCUE.

During your nobilize new units phase, you can
convert one U K and one U.S. land unit into
Soviet units if they are in a red territory.
Rermove the affected units from play and
replace themwith the sane units of your own
col or.

ea. Trans- Si beri an Rai | way

THE TRANS- SIBER AN Ral LwaY sPANNED 10, 000 Ki LOVETERS
FROM MDSCOW TO VLADI VOSTOK, THE LONGEST MAIN LINE IN THE
VORLD.

In the nonconbat nove phase, your infantry,
antiaircraft guns, and artillery may nove 2
territories per turn only anong these
territories: Russia, Novosibirsk, Yakut
S.S.R, and Buryatia S.S.R
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Germany National Advant ages

$1. U-Boat Interdiction

THE UNTERSEE BOATS SWARVED ALLIED SHI PPI NG LANES, S| NKI NG
SHI PS REGARDLESS OF THEI R CARGO. SOME “ CARGD WAS
NONCOVBATANTS.

During the collect income phase of the U K
and U S. turns, subtract 1 IPC fromthe

col l ecting power's income for each of your
submari nes on the ganme board.

$2. Atl antic Wall

THE GERVANS FORTI FI ED THE EUROPEAN ATLANTI C COAST W TH
MASSI VE DEFENSI VE SYSTEMS FROM NORwWAY TO SPAI N.

During any anphi bi ous assault agai nst a gray
territory, all your infantry defend on a 3
during the first cycle of conbat.

$3. Panzerblitz

THE COLOSSAL PANZERS RUMBLED ACROSS EUROPE AND NORTH

AFRI CA. THEY WOULD BREACH ENEMY LI NES, THEN TURN AND WREAK
HAVOC ON THE DEFENDERS.

If your attacking forces destroy all defending
units in a territory in one cycle of conbat,
any of your surviving tanks in the attacking
forces may nove 1 territory during the
nonconbat nove phase.
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$4. Wl f Packs

WOLF PACKS OF U- BOATS PROALED THE ATLANTIC, WORKI NG
TOGETHER TO DOWN ALLI ED CONVOYS. THE ONLY SURE THI NG ABOUT
A U- BOAT WAS THAT THERE ALVWAYS WAS ANOTHER NEARBY.

Your subnarines attack on a 3 (4 if you have

t he Super Subnarines devel opment) if there is
nore than one of themat the start of the
conbat cycle. Wen there are |l ess than two
submarines at the start of a conbat cycle,
this ability is lost. Wl f Packs do not

i mprove defendi ng submarines. Eneny destroyers
do not affect this National Advantage. The
submarines may cone fromdifferent sea zones,
but they nmust attack the sane sea zone.

$5. Luftwaffe Di ve-Bonber

EUROPE WAS BLI TZED AND BOMBED. THE JU- 87 STUKA DI VE-
BOMBER, A SMALL PLANE, PLAYED A BI G ROLE. | TS SCREAM NG
SI REN GENERATED TERRCR ON ALL BATTLE FRONTS.

Your fighters may conduct first round tactical
bonbi ng runs. They are subject to antiaircraft
fire as normal. In the first cycle of conbat,
if there are no defending fighters present,
the fighters hit on aroll of 5 or less. In
succeedi ng cycles of conbat, the fighters hit
normal ly. If defending fighters are present,
this first cycle ability is cancelled.

$6. Fortress Europe

THE GUSTAV LINE IN | TALY WAS ORDERED TO HOLD AT ALL COSTS.
THOSE COSTS | NCLUDED TENS OF THOUSANDS OF MEN ON BOTH

SI DES.

Your artillery in gray territories defends on
a 3.
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U. K. National Advantages

@ 1. Radar

BRI TAIN S RADAR ALERTED I T TO THE THREAT OF GERVAN PLANES
CROSSI NG THE CHANNEL.

UK owned antiaircraft guns in tan territories
hit air units on aroll of 1 or 2.

®2. Joint Strike

THE MOST PONERFUL STRIKE | N THE WAR WAS THE JOINT ALLIED
ASSAULT ON NORMANDY. THE PLANNI NG REQUI RED TO LAUNCH TH S
SI MILTANEOUS | NVASI ON HAS NEVER BEEN EQUALED.

Once during the gane at the start of a round
(before the Russian turn), you may declare a
joint strike. That round, you conplete your
turn as normal, except you nust skip conbat
nove, conduct conbat, and nonconbat nove
phases. On those phases of the U S. turn, the
U. S. player uses your units in his or her
conbat nove, conduct conbat, and nonconbat
nove phases together with his own units. You
and the U S. player nmust agree on attacking
casualties, or the opposing player gets to
choose them Antiaircraft fire is rolled
separately against each nationality of air
units; all anti-U K dice are rolled before
any anti-U. S. die is rolled. Wapons

devel opnents or national advantages still only
apply to the units of the power that gai ned

t he devel opment or has the advantage. A joint
stri ke may not be called off once it is

decl ar ed.

@ 3. Eni gma Decoded

WORKI NG I N A SECRET FACI LI TY I N BLETCHLEY PARK, ALAN

TUR NG S CRYPTOGRAPHERS BROKE THE CODES OF THE Nazi ENIGWA
MACHI NES. THEY COULD THEN SEND FALSE MESSAGES BACK.

Once per gane, when Germany finishes its
conbat nove phase, but before its conduct
conbat phase, you nay make one speci al nove.
You may nove any nunber of your units from any
one adj acent space into one friendly space
being attacked by Germany (Germany noving sea
units to an enpty sea zone does not count).
Alternatively, you may nove any nunber of your
units froma space being attacked by Gernany
into an adjacent friendy space, but you nust

| eave at | east one of your units behind. This
special nove otherwise follows the rules for a
nonconbat nove. |f your units survive, they
renain in the space to which they were noved.

94. M deast G|

THe UNITED KiNeDoM s 1920 DI Vi SION OF THE M DDLE EAST
TAPPED | NTO THE POWER FROM THE SANDS. THE GERVANS TRIED TO
GET THAT POWER FOR THEMSELVES.

If an air unit you own | ands in Angl o- Egypt,
Trans-Jordan, or Persia during your nonconbat
nove phase, it may then nove an additi onal
nunber of spaces equal to its normal novenent.

@ 5. French Resi stance

FRANCE FELL QUICKLY TO THE GERMANS. THOUSANDS OF FRENCH
PATRI OTS WHO WOULD OTHERW SE HAVE DI ED | N BATTLE ON THE
FRONTLI NES LATER ROSE UP AGAI NST THE OCCUPI ERS.

Once per gane, if the Allies control Western
Europe, you nay place three of your infantry
there for free during the nobilize new units
phase of your turn.

@ 6. Colonial Garrison

WRLD WAR | | REPRESENTS THE HEI GHT OF THE UNI TED

KINGDOM S COLONI AL EMPIRE.  TWD DECADES LATER THE
COWONWEALTH WAS A SHADOW OF | TS WORLD- SPANNI NG FORVER
SELF.

You begin the gane with one additional
industrial conplex in any tan territory with
an inconme value of at least 1. (You still
can’t have nore than one industrial conplex in
aterritory.)
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Japan National Advant ages

;glill Tokyo Express

THE JAPANESE Hi GH COMMAND USED DESTROYER CONVOYS TO FERRY
I NFANTRY. ALLI ED FORCES AT GUADALCANAL DUBBED THI S THE

“ Tokyo EXPRESS” .

Each of your destroyers nmay act as a transport
for one infantry. These destroyers follow the
sane rules for |oading and of floading units as
transports do. Destroyers are still allowed to
conduct shore bonbardnment if they have the

" Conbi ned Bonbar dnent” weapons devel opnent
even when unl oadi ng si nul t aneously.

;;%Ii' 2. Kam kaze Attacks

A TERRI FYI NG DEVELOPMENT WAS THE W LLI NGNESS OF JAPANESE
PILOTS TO FLY THEI R PLANES DIRECTLY INTO U. S. SHPS. THeY
EVEN DEVELOPED “ FLYI NG BoMBS” PI LOTED BY THE SOLDI ERS

I NS DE.

At the start of a sea conbat (both attack and
defense qualify - but never on |land), the
Japanese pl ayer desi gnates any nunber of his
fighters (not bonbers) as Kam kaze fighters.
Your attacking air units may make a conbat
nove without having to land in a friendly
space afterward, using their full range of
novenent (4 regular, 6 with Long Range Air) to
reach the target sea zone. In the first cycle
of conbat, Kami kazes hit in the opening fire
step of conmbat (neaning, their casualties
cannot hit back) - each Kam kaze specifies one
specific eneny unit, which it tries to hit
(several Kam kazes could specify the sane
target unit, but they cannot call off an
attack or change targets once conduct conbat
begi ns). Kam kazes hit on a 4 in attack and
defense (5 on defense with Jets). Kam kazes
cannot be hit by eneny units! Instead, they
automatically die after the first cycle of
conbat, whether they have hit or not.
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Eéli' 3. Kaiten Tor pedoes

LIiKE THE YOKOSWKA MXY7 OHKA “ FLYI NG BOMB, " THE KAI TEN
TORPEDO HAD A HUMAN PI LOT INSIDE. ONCE THE PILOT CLOSED THE
HATCH, HE WOULD NEVER OPEN | T AGAI N.

At the start of a sea conbat (both attack and
defense qualify - but never on |l and), the
Japanese pl ayer desi gnates any nunber of his
submarines as Kaiten torpedoes. In the first
cycle of conbat, Kaitens hit in the opening
fire step of conbat (neaning, their casualties
cannot hit back) - each Kaiten specifies one
specific eneny unit, which it tries to hit
(several Kaitens could specify the sane target
unit, but they cannot call off an attack or
change targets once conduct conbat begins).
Kaitens hit on a 3 in attack and defense (4 in
attack and defense with Super Subnarines)

Kai tens cannot be hit by eneny units! Instead
they automatically die after the first cycle
of conbat, whether they have hit or not. Eneny
destroyers have no effect on Kaitens.

If you have BOTH Kai tens and Kami kazes, you
may use themin conjunction with each ot her
per the above rules.

;§IEI4 Most Powerful Battl eships

THE LARGEST AND MOST POAERFUL BATTLESHI PS I N HI STORY SAI LED
UNDER THE JAPANESE FLAG. THE YAMATO AND NUSASHI WERE NEVER
EQUALLED BY ANY OTHER BATTLESHI P.

Your battleships attack and defend on a 5.

;;%Ii' 5. Dug-1n Defenders

MaNY JAPANESE TROOPS DEFENDI NG PACI FI C | SLANDS ELECTED TO
D E I N THEI R BUNKERS RATHER THAN SURRENDER.
Al'l your infantry on islands defend on a 3.

;§IEI6 Banzai Attacks

A FEARSOME RALLYI NG CRY OF THE | MPERI AL JAPANESE ARMY,
“BaAaNzAI ! " MEANT, “ MAY YOU LI VE TEN THOUSAND YEARS. ”
VWhen you begin an attack with only infantry,
all those infantry attack on a 2. This also
applies to any anphi bi ous assault in which all
your attacking units in the land conbat (other
t han those conducting shore bonbardnent)
consist of only infantry.”
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U.S. National Advantages

61. | sl and Bases

MACARTHUR S FORCES BU LT MANY Al RBASES ON THE | SLANDS THEY
CONQUERED. FROM THESE BASES, THEY COULD LAUNCH ATTACKS
DEEPER | NTO JAPANESE- HELD TERRI TCRY.

VWhen noving your air units, you nmay treat
island groups as part of the sea zones
containing them For exanple, a fighter (nove
4) could travel fromMdway to the East Indies
in one turn, assum ng your side controlled
both island groups.

62. Chi nese Di vi si ons

THE CHI NESE HAD THREE HUNDRED DI VI SIONS IN 1942,

PRESI DENT ROOSEVELT SPENT MUCH OF THE WAR TRYI NG TO GET
CH ANG KAl - SHEK TO DO SOMETHI NG W TH THEM

During your nobilize new units phase, you nay
pl ace one of your infantry for free in one of
the following territories if you control it:
China, Sinkiang, or Kwangtung. This free unit
is in addition to the group of units you just
pur chased.

63. Mar i nes

“SEND IN THE MARINES! 7 waS A PCPULAR U. S. RALLYI NG CRY
IN WRLD WAR | | .

Your infantry attack on a 2 in the first cycle
of the land conbat portion of an anphi bi ous
assault. Even if supported by artillery, their
attack remains 2.

64. Mechani zed Infantry

WTH I TS FLEET OF TRUCKS, THE U. S. ARW WAS THE MOST
MOBI LE FORCE OF SOLDIERS IN WORLD WAR | | .

Your infantry have a nove of 2 and may blitz
as tanks do.

65. Fast Carriers

THE U. S. S. | NDEPENDENCE WAS THE FI RST OF NI NE LI GHT
CARRI ERS CONSTRUCTED | N CLEVELAND- CLASS CRU SER HULLS.
Your aircraft carriers have a nove of 3.

66. Superfortresses

THE B- 29 SUPERFORTRESS FLEW H GHER THAN ANY OTHER PLANE
INTHE U. S. ARSENAL.

The defender rolls two antiaircraft guns for
each superfortress. The total of 2 die nust
add to 3 or less to shoot the superfortress
down in the opening fire step.
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