A&A 50 to A&A ‘40

House Rule 1 – Straights
The following straights are added to the game board, unlike canals, a player needs only to control one territory to control naval access to the adjacent sea zones. Submarines and air units may move normally.

1. Gibraltar – No sea units may cross the border dividing zones 12 and 13 without control of Gibraltar

2. Denmark – No sea units may enter or exit sea zone 5 without control of Northwest Europe

3. Dardanelles – No sea units, not even subs, may enter or exit sea zone 16 without control of Turkey

House Rule 2 – Changes to Production

1. Industrial complexes are divided into two categories; Major and Minor. Major factories may produce up to 10 units; minor factories may produce up to 3 units. Major factories cost 30 IPCs, and Minor factories 12 IPCs. Factories may not be built on islands. Factories have built in AA gun protection during strategic bombing. Represent major factories by placing two factory pieces on the territory. 
2. Minor Factories may be upgraded to Major factories for 18 IPCs, taking effect on the next turn.
3. Factories may not be built on Islands, or on territories worth 1 IPC or less.
4. One Victory City you control (without a factory in the territory) may produce one infantry per turn so long as you controlled it at the beginning of your turn. 
House Rule 3 - Fighter Escorts and Interceptors 

Fighters can participate in strategic bombing raids. Attacking fighters may escort and protect the bombers, and they can originate from any territory, range permitting. Any or all defending fighters based in a territory that is strategically bombed can participate in the defense of the industrial complex. The number of fighters that will defend is decided after the attacker's Combat Movement phase and before the Combat phase begins. 

1. Interceptors and escorts fire at "1", for one combat round only. Bombers cannot fire. 

2. AA fires at the remaining bombers (not on the fighter-escort). Remove casualties. 

3. Surviving bombers may then strategically bomb.  

· If the attacker or defender has the Jet Power breakthrough their fighters fire with +1 

· If the attacker has the Heavy Bomber breakthrough their bombers fire at a roll of  “1” 

Fighters participating as either an escort or a defender cannot participate in other battles during that turn.

House Rule 4 - A Stronger China

· China begins the game with two additional infantry and an AA Gun that may be placed in any Chinese territory (or territories) of its players choosing during the setup phase.

· When calculating how many infantry China receives, round up instead of down if the Burma Road is intact. (India, Burma, Yunnan are Allied controlled)

· Chinese forces may attack and occupy Burma and French Indo-China; however China does not benefit from these territories when calculating how many units it receives. Control of Burma reverts to the UK.

· If China captures a factory, of either type, it receives a free infantry there during the place-units phase.

House Rule 5 – Russo-Japanese Non Aggression Pact

The first time one power attacks the other in one of its originally controlled territories; all defending units gain a bonus of +1 to their defense value this turn. The Attacker’s unit’s attack value is reduced by 1 during all combat against that power this turn. (Infantry have no attack value when not supported by artillery) 
House Rule 6 – Ports

Territories with a Factory, Victory City, or AA Gun are considered to have a port.

1. To move into port, treat the naval unit as if it was moving onto the adjacent land territory, expending one movement point to do so. These units remain in the original sea zone, mark them with NCMs beneath.
2. While in port, these vessels are not to be included in normal naval combat. They may only be attacked by air or submarine. These units are protected by an AA gun if present; however while in port their defense value is reduced by 1.

3. When attacking a territory with ships in port, the attacker declares which units are attacking the land territory or the port. (Bombers may choose to attack the territory, or strategic bomb, or attack the port)

4. If a territory is captured while ships are in port, they are immediately ejected from port, conduct combat as necessary, both fleets fight using their attack values. No fleet may retreat from this combat

5. Transports may not load or offload to any territory other than the respective port territory while in port.

6. Amphibious invasions may not be launched against territories by unescorted transports if there are enemy combat ships in port.

7. When leaving port, (including after an attack) a movement point does not need to be expended to return to the original adjacent sea zone, units may move there free of charge. Attacking units must return to this sea zone or a friendly territory after attacking a port. 
House Rule 7 – Changes to Units
The following changes are made to all units:
1. Tanks – Tanks now cost 6 IPCs instead of 5; they retain all of their abilities.

2. Battleships – Battleships must return to a friendly port if they are damaged, the repair is free of charge.

3. Carriers – Carriers now cost 17 IPCs, and require two hits to sink, when damaged they can only launch or land one plane. They repair in the same way as battleships (see above).
4. Artillery – During Amphibious invasions, defending artillery shoot preemptively, remove the casualty immediately, as if it had first strike.
5. Bombers – Bombers may now carry paratroops as standard, exactly as outlined in the breakthrough. 

House Rule 8 – Changes to Setup

The following changes are made to the setup of forces:

Germany


1941 – Additional Submarine in Sea Zone 5, Minor Factory in France

1942 – Additional Submarine in Sea Zone 5, Minor Factory in France
Soviet Union


1941 – Minor Factory in Karelia, Caucasus 

1942 – Minor Factory in Karelia, Caucasus
Japan


1941 – Minor Factory in Manchuria, Additional fighter in Japan

1942 – Minor Factory in Manchuria, Additional fighter in Japan
United Kingdom


1941 – Artillery and AA Gun in Gibraltar, Minor Factory in Australia, and East Canada

Ships in SZ 35 and 41 start in port
1942 – Artillery and AA Gun in Gibraltar, Minor Factory in Australia, and East Canada, Additional Infantry in Egypt
Italy


1941 – Additional Infantry in Italy
1942 – Additional Infantry in Libya
United States

1941 – AA Gun in Hawaii, Ships in SZ 56 and 53 start in port, Additional Fighter in SZ 44
1942 – AA Gun in Hawaii, Additional Fighter on Carrier in SZ 53, One transport in port in SZ 10
The following victory cities are added to the game board bringing the total to 24: Players must agree on a victory condition before the game starts.
Johannesburg – Union of South Africa

Cairo – Egypt

Vladivostok – Buryatia S.S.R

Bucharest – Bulgaria Romania

Saigon – French Indo-China 

Helsinki – Finland

House Rule 9 – Changes to Technology
The categories of technological breakthroughs are hitherto divided and modified as such: The player may choose from the following categories. If you achieve two successful tech rolls, you may re-roll your random tech if you desire.
Economic Technology

1 or 2 – War Bonds – As standard A&A Anniversary Edition Rules 

3 or 4 – Rockets – As standard A&A Anniversary Edition Rules

5 or 6 – Increased Production – Repair damage at a cost of ½, Minor Factories may produce 4 units.
Air Technology

1 or 2 – Long Range Aircraft – As standard A&A Anniversary Edition Rules

3 or 4 – Jet Fighters – As standard A&A Anniversary Edition Rules

5 or 6 – Heavy Bombers – Roll 2 dice and apply the better result in combat. Strategic bombing as normal
Naval Technology

1 or 2 – Improved Shipyards – Carriers now cost 14, the other prices change as normal
3 or 4 – Super Subs – As standard A&A Anniversary Edition Rules

5 or 6 – Radar/Sonar – In addition to standard Radar, Destroyers fire at subs preemptively in combat.
Land Technology

1 or 2 – Mechanized Infantry – As standard A&A Anniversary Edition Rules

3 or 4 – Advanced Artillery – As standard A&A Anniversary Edition Rules

5 or 6 – Heavy Armor – All Tanks now cost 7 IPCs but now have an attack and defense value of 4.
