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	1939 France

15 IPC

At war with Germany.
A special case exists for France. When Paris falls the French player immediately surrenders and the following forces are allocated for Vichy or Free-French control:

Vichy France consisting of (Vichy France, Algeria, Madagascar, Indo-China, and Levant States): 4 Infantry and 1 Artillery (Neutral but placed by the axis player in any manner he chooses)

Free-French consisting of (French West Africa and Equatorial Africa): 2 Infantry, 1 Cruiser, 1 Destroyer (If available and controlled by British player).

These are semi-autonomous forces which are indirectly under control of other players. The Free French are basically under control of the British player and Vichy is a new neutral with a diplomatic value of -1. Note: the British do not control the naval units. These can only be activated if the axis attacks Free- French territories or Vichy territories under allied control.



	
	
	
	
	
	Cost
	Move
	Attack
	Defend
	

	6
	1
	
	
	Infantry
	2-4*
	1
	1
	2
	--

	1
	
	
	
	Mechanized
	4
	2
	2
	2
	--

	
	
	
	
	Airborne
	5
	1
	2
	2
	--

	2
	1
	
	
	Artillery
	4
	1
	2
	2
	--

	
	
	
	
	Self-Propelled
	5
	2
	3
	2
	--

	2
	1
	
	
	Armor
	5
	2
	3
	4
	--

	
	
	
	
	Elite Armor
	8
	2
	4
	4
	

	
	
	
	
	
	
	
	
	
	Dogfight

	1
	
	
	
	Fighter
	10
	4
	3
	4
	2/2

	1
	
	
	
	Fight-bomber
	8
	4
	3
	2
	1/2

	
	
	
	
	Bomber
	14
	6
	4
	1
	0/1

	
	
	
	
	Naval Fighter
	8
	2
	3
	2
	2/2

	
	
	
	
	Transport
	8
	6
	0
	1
	0/1

	
	
	
	
	
	
	
	
	
	Anti-Air

	
	
	
	
	Battleship
	20
	2
	4
	4
	2

	
	
	
	
	Carrier
	15
	3
	1
	1
	1

	
	
	1
	
	Cruiser
	15
	3
	3
	3
	3

	
	
	1
	
	Destroyer
	10
	2
	2
	2
	1

	
	
	
	
	Submarine
	8
	2
	2
	2
	0

	
	
	1
	1
	Transport
	8
	2
	0
	1
	0

	
	
	
	
	
	
	
	
	
	

	1
	
	
	
	Factory
	5-15**
	--
	--
	--
	--

	1
	
	
	
	Infrastructure
	3
	1
	0
	0
	--


Order of Play
1. Soviet Union (first turn only)
2. Axis
3. Allied + Soviet
You do not collect any IPC during setup. Players on the same teams perform all turn functions at their own rate before and after “Conduct Combat” phase, which cannot be conducted until each player on the same team has completed “Combat Move” phase.
Action Sequence

1. Collect income 

2. Purchase weapons and development
3. Combat move

4. Conduct combat

5. Non-combat movement

6. Mobile new units

7. Develop weapons

8. Diplomacy
Land Combat

1. Combat move

2. Defense air and land reinforcement move

3. Attacking artillery preemptive fire
4. Strait Interdiction
5. Defender preemptive AA defense 
6. Aerial combat

7. Attacker preemptive air strike

8. Attacker and defense units roll

9. Retreat decision
Naval Combat

1. Air units allocated for naval attack, (CAP), (ASW).
2. Undetected submarines fire, selectively 
(1st cycle only).
3. Other naval units perform Anti-Air against naval attack air units.
4. Battleship fires
5. Naval units are allocated to normal combat or ASW.
6. Detected submarines fire.
7. ASW naval and air perform ASW attack against submarines.
8. Other naval units fire.
9. Naval attack and CAP air units fire.
10. Normal Roll



*Infantry units are constructed at victory cities. Airborne units are constructed at your capital. Other units are constructed at your Industrial Complex. Germany and Soviet Union Infantry Cost Original Capital Victory City (2) Connected Victory City (3) (connected to Capital via contiguous land territories controlled by you or friendly nations) Other Victory City (4).  **Original Major Victory City (5) Original Minor Victory City (10) Occupied Victory City or other (15). Major victory cities are cities with more than 3 VCP (victory city points).








