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Scenario #1 The Unholy Alliance

Historical Reference: From October to November 1940, the German Soviet Axis talks discussed the
possibility of the Soviet Union being the fourth Axis power during World War 2. After two days of
negotiations from November 12 to November 14, Germany presented the Soviets with a draft written Axis
pact agreement defining the world spheres of influence between the four proposed Axis powers of
Germany, Italy, Japan, and the Soviet Union.




* |n this scenario, the Soviet Union is now the fourth power in the Axis alliance. They start the
game at war with Britain, France, China and ANZAC. They can declare war against the United

States at anytime.

* Turn order: Germany, Britain, Soviet Union, Japan, United States, China, ltaly, ANZAC, France

* Winning the Game: The Allied powers must control three of the four Axis capitals (Berlin, Rome,
Moscow, Tokyo) for one complete round (until the end of Italy’s turn) while still in control of at
east one Allied capital (London or Washington). The Axis powers must control 12 Allied cities,
including either London or Washington, for one complete round (until the end of France’s turn
while still in control of at least two Axis capitals (Berlin, Rome, Tokyo, Moscow).




New Bonus IPCs:

Germany-
“3 IPCs 1f Moscow has not been captured” replaces the “5 IPCs representing wheat and oil from the Soviet Union” bonus

“4 IPCs 1f the Soviet Union controls Caucasus™ replaces the “5 IPCs if an Axis power controls Caucasus” bonus

The ““5 IPCs per territory if Germany controls Novgorod (Leningrad), Volgograd (Stalingrad), and/or Russia (Moscow)” bonus 1s removed

The “2 IPCs per territory if Germany controls Iraq, Persia, and/or Northwest Persia” bonus 1s removed

Soviet Union-

“2 IPCs per each original Allied territory the Soviet Union controls” replaces the “3 IPCs for each original German, Italian, or pro-Axis
that the Soviet Unlon controls” bonus




Scenario #2 Sino-German AxIs

* |n this scenario, China replaces Japan as the third Axis power, with Japan
becoming a separate power.

e Turn order: Germany, China, Soviet Union, Japan, United States, Britain, ltaly,
ANZAC, France

» Winning the Game: The Allied powers must control Berlin, Rome, and Tokyo for
~acomplete round (until the end of ltaly's turn) while still in control of at least one




 China does not have a capital, and therefore does not have to surrender its income. China is only able to
purchase infantry with one exception. So long as Germany and the Soviet Union are not at war with one
another, China is able to purchase artillery, anti-aircraft, and mechanized infantry, which are supplied by
Germany. These can be placed in any Chinese territory including those liberated on the same round.

 Thanks to Germany’s support, China has successfully beaten the Communist Chinese forces, enabling
the Chinese Army to pursue interests outside of China’s borders. This means that Chinese units are
allowed to move outside of Chinese territories.

e |[f an industrial complex is built on a Chinese territory and that territory is later recaptured by the Chinese,
liberated by another Axis power, or captured by an Allied power, it iIs removed from game. However, it
_ Chlna recaptures a terrltory Contalnmgan mdustrlal Complex Wh|Ie Germany and_the SowetUmon are at_ :




 New Bonus IPCs: 2 IPCs it Germany and the Soviet Union are not at war. Note- The Burma
Road no longer provides bonus |PCs.

* China Starting Setup: Income- 17
Szechwan- 2 infantry, 1 fighter
Yunnan- 4 infantry, 1 fighter
wangsi- 3 infantry, 1 mechanized infantry
1angsi- 3 infantry, 1 artillery
1angsu- 4 infantry, 1 mechanized infantry, 1 artillery, 2 fighters
nhwe- 2 infantry




Scenario #3 The Mongol Hordes

* |n this scenario, World War 2 is not fought by the alliances of Allies and Axis powers, but rather by a
collection of nations against one of the largest empires in history: the Mongol Empire.

e Turn Order: Mongol Empire, Germany, United States, Japan, Britain, ltaly, ANZAC, France

 Winning the Game: The Mongol Empire must control 16 victory cities for one complete round of play (until
the end of France’s turn) while still being in control of Ulaanbaatar. The Allies must control Ulaanbaatar by

the end of the Mongol Empire’s next turn while still being in control of at least 3 Allied capitals (London,
Washington, Paris, Berlin, Tokyo).




* Mongol Empire Setup (use Soviet Union pieces): Income 56
Ulaanbaatar- 1 infantry, 6 mechanized infantry, 1 anti-aircraft
Buyant-Uhaa- 2 infantry, 1 tank

Central Mongolia- 1 infantry

Dzavhan- 1 infantry

Manchuria- 1 infantry, 6 mechanized infantry, 3 tanks, 2 fighters, 2 tactical bombers, 1 anti-aircraft, major factory, airbase, naval base
Korea- 4 infantry

Jehol- 3 infantry, 1 artillery

Shangtung- 3 infantry, 1 artillery

Kiangsu- 4 infantry, 2 fighters, 1 anti-aircraft

Kiangsi- 1 infantry

Kwangsi- 1 infantry

Kwangtung- 3 mechanized infantry, 2 artillery, minor factory, naval base
Yunnan- 1 infantry, 4 mechanized infantry

Afghanistan- 4 infantry

Eastern Persia- 3 mechanized infantry, 2 artillery

Persia- 1 infantry

Irag- 3 infantry, 1 naval base

Turkey- 4 mechanized infantry, 1 tactical bomber, minor factory, naval base




Scenario #4 Flocking to the Axis

* |n this scenario, numerous countries, including Spain and Vichy France, take on a more Pro-Axis stand in the
war, signing the Little Tripartite to fight alongside the German Reich.

 Turn Order: Germany, Little Tripartite, Soviet Union, Japan, United States, China, Britain, Italy, ANZAC

* Creation: Once Paris is captured by the Axis powers, all French territories (excluding Normandy/Bordeaux,
—-rench Equatorial Africa, and French Indochina) along with Spain, Rio de Oro, Portugal, Angola,
Mozambique, and Portuguese Guinea become Little Tripartite territories. These territories are Impassable for
ooth sides until the start of Germany’s next turn. Remove all remaining French units remaining from the




* The Little Tripartite is dissolved when Paris is liberated. All non-former French territories that were Little
Tripartite become Strict Neutral. Any non-Tripartite units in those territories must move to a friendly territory

within range or board a friendly transport on their respective turns. Otherwise, they are removed from the
board. Remove all Tripartite units in those territories from the board.

* All French territories that were Little Tripartite become French again. Any Axis units in those territories must

move to a friendly territory within range or board a friendly transport on their respective turns. Otherwise, they
are removed from the board.

 Little Tripartite Setup: Income- 13

Southern France (capital)- 3 infantry, 1 artillery, 1 fighter, minor factory, naval base
SR A lnianty, L mechanized lofantes. J.tan«, [inor Jactony....




Scenario #5 Axis, Allies, Aul3erirdische

The German Antarctic Expedition, under Navy captain Alfred Ritscher, was the third of the official
expeditions to the continent by the German Reich. The main objectives were of economic nature, to
decrease the Reich's dependence on imports by establishing a whaling station along with acquiring new
fishing grounds for the German commercial fleet.




* |n this scenario, Germany has access to five new advanced units.
Though they are all available at the start of the game, the German
player only selects one type of unit to purchase each turn.

 The Research Centre: At the beginning of the game, the German
player secretly places the Research Centre in any of the territories
they control at the beginning of the game. They do not reveal its
location to the other players. So long as Germany is in control of the




* Raktenjagers (The Rocket Hunters): Rocket Hunter units are able to move through
hostile territories as it they are friendly and are capable of landing within territories
you captured that round. They cannot move through sea zones. Raktenjagers are
not subject to anti-aircraft fire. Raktenjagers cannot be paired with artillery.

 The German player spends 5 IPCs to upgrade a normal infantry unit to a Rocket
Hunter. That infantry unit must be in an original German territory (a territory

Germany controlled at the beginning of the game) in order to be upgraded. Only 8

Raktenjagers can be on the board at any given time.




« M V-2 Guided Missile Launcher: The German player spends 10 IPCs to upgrade an anti-aircraft unit
to the V-2 Guided Missile Launcher unit. That AAA must be in an original German territory in order to
be upgraded.

* Only a single V-2 Guided Missile Launcher units can be on the board at a time.

* During the Strategic Bombing Raid step of the Conduct Combat phase, the V-2 Guided Missile
Launcher can make a single rocket attack against either enemy units or an enemy facility within 3
spaces by rolling two dice. The total damage, or total number of units destroyed, is determined by
the sum of the dice. Attacks made by the V-2 Launcher are not subject to anti-aircraft fire.

* Non-Combat Move @ 1
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e Ju

89 Gespenst (Spook): The German player can spend 8 IPCs to upgrade a tactical bomber to

a Ju 89 Gespenst. That bomber must be in an original German territory in order to be upgraded.

Gespenst move and act in the same manner as tactical bombers except they cannot be paired
with tanks.

e Attack @ 4 Defend @ 2 Move @ 4

'prise Attack- Before general combat, each attacking Ju 89 Gespenst may choose to make a
prise Attack @ 3. After each Gespenst has chosen whether to make a Surprise Attack,
mbat proceeds normally.




