Axis & Allies 1942.2 Redesigned Set up Chart
Carrier: 2 aircraft, TP C8 A0 D1* per TPs group, 1 hit, DD5-SS6-CA8-CV12-BB15

	Soviet Union
Starting income: 24 IPCs
	Germany
Starting income: 41 IPCs

	Russia: 4 Infantry, 1 Artillery, 1 AAA, 2 Tanks, 1 Fighter, Industrial Complex
+ 1 Tactical Bomber + Air Base
	Germany: 3 Infantry, 1 AAA, 2 Tanks, 1 Fighter, 1 Strategic Bomber, Industrial Complex+ 1 Tactical Bomber + Air Base

	Karelia S.S.R.: 4 Infantry, 1 Artillery, 1 Fighter, Industrial Complex+ Air Base
	France: 1 Infantry, 1 AAA, 2 Tanks + Air Base

	Archangel: 1 Infantry, 1 Tank 
	Northwestern Europe: 1 Inf, 1 Tank, 1 Fighter + 1 TcB + Air Base

	Novosibirsk: 1 Infantry
	Norway: 2 Infantry, 1 Fighter + 1 Tactical B + Air Base

	Caucasus: 3 Infantry, 1 Artillery, 1 AAA, 1 Tank, Industrial Complex+ Air Base
	Finland: 3 Infantry

	Kazakh S.S.R.: 1 Infantry
	Baltic States: 1 Infantry, 1 Tank

	Evenki National Okrug: 2 Infantry
	Poland: 2 Infantry, 1 Tank, 1 Fighter + Air Base

	Yakut S.S.R.: 1 Infantry
	Bulgaria Romania: 2 Infantry, 1 Tank, 1 Fighter + 1 Tac Bomber

	Buryatia S.S.R.: 2 Infantry
	Italy: 1 Infantry, 1 AAA, 1 Tank, Industrial Complex + Air Base

	Soviet Far East: 2 Infantry
	Southern Europe: 1 Infantry, 1 Artillery

	Naval Setup: Sea Zone 4: 1 Submarine   Sea Zone 63: + 1 Destroyer
	Ukraine S.S.R.: 3 Infantry, 1 Artillery, 1 Tank, 1 Fighter + Air Base

	Convoy SZs: SZs 4, 63  Deactivated when all adjacent USSR TT are captured.
	Belorussia: 3 Infantry

	United Kingdom
Starting income: 31 IPCs
	West Russia: 3 Infantry, 1 Artillery, 1 Tank

	
	Morocco: 1 Infantry

	United Kingdom: 2 Infantry, 1 Artillery, 1 AAA, 1 Tank, 2 Fighters,

1 Strategic Bomber, Industrial Complex + 2 Tactical Bomber + Air Base
	Algeria: 1 Infantry, 1 Artillery

	Eastern Canada: 1 Tank
	Libya: 1 Infantry, 1 Tank

	Egypt: 1 Infantry, 1 Tank, 1 Artillery, 1 Fighter + Air Base
	Naval Setup:

	Union of South Africa: 1 Infantry
	Sea Zone 5: 1 Cruiser, 2 Submarines, 1 Transport 

	Trans Jordan: 1 Infantry
	Sea Zone 9: 2 Submarines + 1 Submarine

	Persia: 1 Infantry
	Sea Zone 15: 1 Battleship, 1 Transport + 1 Submarine

	India: 3 Infantry, 1 AAA, Industrial Complex + Air Base
	Convoy SZs: 5, 15:    4 IPCs per Convoy SZ

	Burma: 1 Infantry
	Deactivated when any adjacent german territory is captured.

	Eastern Australia: 2 Infantry + Air Base
	Japan
Starting income: 30 IPCs

	Western Australia: 1 Infantry + Air Base
	

	New Zealand: 1 Infantry
	Japan: 4 Infantry, 1 Artillery, 1 AAA, 1 Tank, 1 Fighter,

1 Bomber, Industrial Complex+ 1 Tactical Bomber + Air Base

	Western Canada: 1 Infantry  
Gibraltar: + Air Base
	Manchuria: 3 Infantry, 1 Fighter + Air Base

	Naval Setup:
	Kiangsu: 4 Infantry

	Sea Zone 7: 1 Battleship, 1 Transport
	Kwangtung: 1 Infantry, 1 Artillery

	Sea Zone 10: 1 Destroyer, 1 Transport
	Iwo Jima: 1 Infantry + Air Base

	Sea Zone 14: 1 Cruiser
	Okinawa: 1 Infantry

	Sea Zone 17: 1 Destroyer + 1 Destroyer
	Wake Island: 1 Infantry

	Sea Zone 35: 1 Aircraft Carrier with 1 Fighter, 1 Cruiser, 1 Transport, + 1 TcB
	French Indo-China Thailand: 2 Infantry, 1 Art, 1 Fg+ Air Base

	Sea Zone 39: 1 Cruiser, 1 Transport, 1 Submarine + 1 Destroyer
	Malaya: 1 Infantry

	1 Control Marker = 4 IPCs per Convoy SZ

Deactivated when any adjacent UK territory or island is captured.
	East Indies: 2 Infantry

	Convoy SZs: 3, 7, 8, 10, 13, 23, 34, 35, 40, 45: 3 IPCs
	Borneo: 1 Infantry

	
	New Guinea: 1 Infantry

	United States
Starting income: 42 IPCs
	Solomon Islands: 1 Infantry

	Eastern United States: 2 Infantry, 1 Artillery, 1 AAA, 1 Tank, 1 Fighter,
 1 Strategic Bomber, Industrial Complex + Air Base + 1 Tactical Bomber
	Caroline Islands: 1 Infantry + Air Base

	Central United States: 1 Infantry
	Philippine Islands: 1 Infantry, 1 Artillery + Air Base

	Alaska: 1 Infantry + Air Base
	Naval Setup:

	Western United States: 2 Infantry, 1 AAA, 1 Fighter, Industrial Complex

+ 1 Tactical Bomber + Air Base
	Sea Zone 37: 1 Aircraft Carrier with 2 Fighters, 1 Battleship 
+ 2 Tactical Bomber, +1 Aircraft Carrier

	Midway: 1 Infantry
	Sea Zone 44: 1 Submarine

	Hawaiian Islands: 1 Infantry, 1 Fighter+ 1 Tactical Bomber + Air Base
	Sea Zone 50: 1 Aircraft Carrier with 1 Fighter, 1 Cruiser + 1 TcB

	Yunnan: 2 Infantry
	Sea Zone 60: 1 Battleship, 1 Transport, 1 Destroyer

	Szechwan: 2 Infantry, 1 Fighter + 1 Fighter
	Sea Zone 61: 1 Transport, 1 Destroyer  Sea Zone 62: + 1 Destroyer

	Anhwei: 2 Infantry
	Convoy SZs: 37, 47, 48, 60, 61, 62 : 4 IPCs

Deactivated when any adjacent japanese TT or island is captured.

	Naval Setup:
	Conversion rule from OOB : 2 Fgs = +1 TcB, 1 StB = +1 TcB
Soviet Union: 2 Fgs= +1 Tactical Bomber (TcB)
United Kingdom: 4 Fgs, 1 StB = +3 Tactical Bombers
United States: 5 Fgs, 1 StB = +3 TcBs + 1 Fighter (Fg)

Germany: 6 Fgs, 1 StB = +4 Tactical Bombers
Japan: 6 Fgs, 1 StB = +4 Tactical Bombers

	Sea Zone 11: 1 Destroyer, 2 Transports
	

	Sea Zone 19: 1 Cruiser + 1 Cruiser
	

	Sea Zone 53: 1 Aircraft Carrier with 1 Fighter, 1 Destroyer, 1 Submarine+1Fg
	

	Sea Zone 56: 1 Battleship, 1 Destroyer, 1 Transport + 1 Destroyer
	

	Convoy SZs: 2, 11, 18, 22, 53, 55, 56, 57, 65: 4 IPCs

Deactivated when any adjacent US territory or island is captured.
	


Set up Chart Axis & Allies 50th Anniversary Edition 1941 2planes carrier, DD A1D1C5

	Soviet Union


Starting income: 30 IPCs
	Germany

Starting income: 31 IPCs

	Karelia S.S.R.: 5 Infantry, 1 Artillery, 1 AAA, Industrial Complex + Air Base
	Northwestern Europe: 1 Inf, 1 Fg+ 1 Tac Bomber + 1 AAA+ AirB

	Archangelsk: 2 Infantry
	Germany: 3 Infantry, 1 Artillery, 1 AAA, 1 Fighter, 1 Bomber, 
Industrial Complex + Air Base + 1 Tac Bomber

	Russia: 3 Infantry, 1 Artillery, 1 AAA, 1 Tank, IC + 1 Fg + Air Base
	Norway: 2 Infantry, 1 Fighter  + 1 Tactical Bomber + Air Base

	Evenki National Okrug: 1 Infantry
	Finland: 2 Infantry

	Yakut S.S.R.: 1 Infantry
	Poland: 4 Infantry, 1 Artillery, 2 Tanks, 1 Fighter + Air Base

	Stanovoj Chrebet: 2 Infantry
	Czechoslovakia/Hungary: 2 Tanks

	Soviet Far East: 2 Infantry
	Bulgaria/Romania: 3 Infantry, 1 Artillery, 2 Tanks

	Buryatia S.S.R.: 3 Infantry
	Libya: 1 Infantry, 1 Artillery, 1 Tank

	Novosibirsk: 2 Infantry
	Morocco/Algeria: 1 Infantry

	Kazakh S.S.R.: 2 Infantry
	France: 2 Infantry, 1 Tank + Air Base

	Caucasus: 4 Infantry, 1 AAA, Industrial Complex  +  Air Base
	NAVAL SETUP:

	Eastern Ukraine: 1 Infantry
	Sea Zone 5: 1 Cruiser, 1 Submarine, 1 Transport +  1 Submarine

	Ukraine: 2 Infantry
	Sea Zone 7: 2 Submarines + 1 Submarine

	East Poland: 2 Infantry
	Sea Zone 13: 1 Transport

	Belorussia: 2 Infantry
	Convoy SZs: SZs 5 : 4 IPCs  1 Control Marker = 4 IPCs

	Baltic States: 3 Infantry
	Deactivated when any adjacent german territory is captured.

	NAVAL SETUP:
Sea Zone 4: 1 Submarine  Sea Zone 63: + 1 Destroyer
	Italy


Starting income: 10 IPCs

	Convoy SZs: SZs 4, 63  Deactivated when all adjacent USSR TTs are captured.
	Italy: 1 Infantry, 1 Artillery, 1 AAA, 1 Tank, 1 Fighter, + 1 TcB
Industrial Complex + Air Base

	United Kingdom

Starting income: 43 IPCs
	Balkans: 2 Infantry, 1 Tank 

	United Kingdom: 2 Infantry, 1 Artillery, 1 AAA, 1 Tank, 2 Fighters, +2 TcBs


1 Bomber, Industrial Complex + Air Base
	Libya: 2 Infantry

	Western Canada: 1 Infantry
	NAVAL SETUP:

	Kwangtung: 1 Infantry
	Sea Zone 14: 1 Battleship, 2 Cruisers, 1 Transport+ 1 DD & 1 Sub

	Australia: 3 Infantry, 1 Artillery, 1 AAA + Air Base
	Convoy SZs: SZs 14 : 4 IPCs

	India: 3 Infantry, 1 Artillery, 1 AAA  + Air Base
	Deactivated when any adjacent italian territory is captured.

	Trans-Jordan: 2 Infantry
	Japan


Starting income: 17 IPCs

	Union of South Africa: 2 Infantry
	Okinawa: 1 Infantry

	Egypt: 2 Infantry, 1 Artillery, 1 Tank, 1 Fighter + 1 Fg
	Manchuria: 3 Infantry, 1 Fighter + 1 TacB + Air Base

	Eastern Canada: 1 Tank
	Japan: 4 Infantry, 1 Artillery, 1 AAA, 1 Tank, 1 Fighter,

Industrial Complex + Air Base + 1 Stg Bomber

	Burma: 1 Infantry
	Iwo Jima: 1 Infantry + Air Base

	Gibraltar: + Air Base
	Caroline Islands: 3 Infantry + Air Base

	NAVAL SETUP:
	Formosa: 1 Fighter  + 1 Tactical Bomber

	Sea Zone 2: 1 Battleship, 1 Transport
	French Indo-China/Thailand: 3 Infantry +Air Base

	Sea Zone 6: 1 Destroyer  + 1 Destroyer
	Kiangsu: 3 Infantry

	Sea Zone 9: 1 Destroyer, 1 Transport
	

	Sea Zone 12: 1 Cruiser, 1 Destroyer
	NAVAL SETUP:

	Sea Zone 35: 1 Destroyer, 1 Transport  + 1 Cruiser
	Sea Zone 51: 1 Destroyer, 2 Transports 

	Sea Zone 41: 1 Destroyer, 1 Transport  + 1 Cruiser
	Sea Zone 57: 2 Aircraft Carriers, 4 Fighters + 2 Tac Bs+ 1 Carrier

	Convoy SZs: SZs 3, 8, 9, 17, 34, 35, 38, 46: 4 IPCs
	Sea Zone 62: 1 Transport +1 Destroyer

	United States


Starting income: 40 IPCs
	Sea Zone 61: 1 Aircraft Carrier with 2 Fighters, 1 Battleship,

1 Cruiser, 1 Transport with 1 Infantry & 1 Artillery, 

1 Transport with 2 Infantry

	Eastern United States: 1 Infantry, 1 Artillery, 1 AAA, 1 Fighter,

1 Bomber, Industrial Complex + 1 Tactical Bomber + Air Base
	Convoy SZs: SZs 36, 37, 49*, 50*, 61, 62: 4 IPCs

* Deactivated on starting set-up.

	Alaska: 1 Infantry +Air Base
	Deactivated when any adjacent japanese TT or island are captured.

	Central United States: 1 Infantry
	China

	Western United States: 1 Infantry, 1 AAA, 1 Fighter, 1 Bomber,


Industrial Complex +Air Base + 2 Tac Bomber
	Suiyuan: 1 Infantry

	Midway: 1 Infantry
	Hupeh: 1 Infantry

	Wake Island: 1 Infantry
	Fukien: 1 Infantry

	Hawaiian Islands: 1 Infantry, 1 Fighter +Air Base
	Yunnan: 1 Infantry, 1 Fighter (U.S.) + 1 Fighter

	Philippine Islands: 2 Infantry + Air Base
	Conversion rule from OOB : 2 Fgs = +1 TcB, 1 StB = +1 TcB

	NAVAL SETUP:
	China: 1 Fg = +1 Fighter

	Sea Zone 10: 1 Destroyer, 1 Transport
	Soviet Union: 0 Fg = +1 Fighter

	Sea Zone 44: 1 Aircraft Carrier with 1 Fighter, 1 Destroyer + 1 TcB
	United Kingdom: 3 Fgs, 1 StB = +2 Tactical Bombers, +1 Fighter

	Sea Zone 50: 1 Destroyer, 1 Transport
	United States: 4 Fgs, 2 StBs = +4 TcBs

	Sea Zone 53: 1 Battleship +1 Cruiser
	Germany: 4 Fgs, 1 StB = +3 Tactical Bombers

	Sea Zone 56: 1 Destroyer, 1 Transport  +1 Destroyer
	Japan: 9 Fgs  = +4 Tactical Bombers + 1 StBomber

	Convoy SZs: SZs 2, 10, 18, 19, 53, 55, 56, 57, 65 : 4 IPCs
	Italy: 1 Fg = +1 Tactical Bomber


Axis & Allies AA50 + 1942.2: Mod: StB Cost 5, DD5, SS6, CA8, CV12, BB15, TP8 D1*, 2 planes CV
	
	Cost
	Att.
	Def.
	Move
	

	Inf Infantry
	3
	1-2
	2
	1
	+1A when paired with Art or MA

	MI Mechanized Infantry
	4
	1-2
	2
	2
	+1A when paired with Art or MA / Blitz with Tk or Tk+MA

	Art Artillery
	4
	2
	2
	1
	+1A to Inf or MI, paired 1:1.

	MA Mechanized Artillery
	5
	2-3
	2-3
	2
	+1A/D paired 1:1 with Tank. and Gives +1A to Inf or MI, paired 1:1.

Both bonuses can be combined. Blitz with Tank or Tank+MI 

	Tk Tank
	6
	3
	3
	2
	Blitz, gives blitz to MI, MA or MI+MA. +1A/D to MA if paired 1:1

	AAA 

Anti-Aircraft Artillery
	4
	0
	*or 2
	1 CM**
	*Each round, @1 against up to 3 planes, whichever the lesser, 1 hit,
If no plane: D2, have no attack value but can be taken as a casualty in CM.

	AT Air Transport
	10
	0
	0
	5
	1 hit, Fg or AAA can hit Air Transport and loose Infantry with AAA's hit.
Carries 1 Inf, NCM: can pick Infantry along his way, no mvnt restriction.
CM: both must start in same territory and must drop in 1st hostile TTY.

	Fg Fighter
	7
	2
	2-3
	4-5
	Hit aircraft first (owner's choice), then AAA.

SBR Escort: A2 Intercept: D2 or D3 with AB and Carrier bonus to 1 Fighter

	TcB Tactical Bomber
Pick target, ground or naval

Depth Charge on submerged Submarine
	8
	3
DC 1
	2
DC 1
	4-5
	Pick any 1 enemy's ground or naval unit (not aircraft) as casualty.
TcBR AB & can escort vs IC: A1 D1  Damage on Air Base: 1D6
Anti-Sub Air search and destruction: Depth charge @1, which can hit submerged Submarine, TcB still do regular combat

	Medium Strategic Bomber

Md StB (2 engines planes)
	5
	0
	0
	6-7
	No hit value in regular combat, treat as defenseless, taken last
SBR AB & IC: A1 D0, Damage: 1D6

	Heavy Strategic Bomber
Hvy StB (4 engines planes)
	8
	0
	0
	7-8
	No hit value in regular combat, treat as defenseless, taken last
SBR AB & IC: A1 as AAA vs up to 2 Fgs, whichever the lesser, Damage: 1D6+2

	TP Transport

Carry: 2 Infs or 1 Inf + 1 gr. unit

**1 Inf+ 1AAA may unload CM 
	8
	0
	0***

(1)
	2
	1 Hit value. Control no Sea Zone. Can be ignored on CM/NCM.

*** Owner choose order of casualties, including TPs

(1) Defense @1 per all friendly TPs group

	SS Submarine

Submersible,
Surprise strike,
Stealth Movement,

Cannot Hit Air Units,

Cannot hit Submarines,
Convoy Raid (in Convoy SZ)
Interdict vessels CM NCM
	6
	2
	1
1+
	2
	Does Not Block Enemy Movement: sea unit on CM/NCM ignored Sub, but

Sub blocks amphibious assault if no escorting surface vessel with TPs.
1+ Can interdict Sub or surface vessels CM or NCM moving through SZ, rolls 1 defense @1, up to 1 per moving vessel.
Anti-Sub Vessel blocks 1 Submarine's Surprise strike per 1 ASV.

Aircraft can hit unsubmerged Submarines.
TcB and Destroyer Depth Charge can hit submerging Subs.
Convoy Raid: 1D6 (1-3: 1-3 IPCs damage/4-6: no damage) + 1 IPC damage

	DD Destroyer
Blocks Sub’s Surprise strike

Interdict Subs CM NCM
Depth Charge @1
	5
	1

DC 1
	1

DC 1
1+
	2
	Anti-Sub Vessel: blocks on 1:1 ratio Sub's First strike only

Does not block Stealth movement CM/NCM, or Submerge.
Depth Charge: 1 roll @1

1+ Interdict Sub CM or NCM moving through SZ, up to 1 roll @1 per Sub.

	CA Cruiser
	8
	3
	3
	2
	1 Offshore Bombardment @3, none if naval combat. Max 1/unloaded unit

	CVE Escort Carrier
Blocks Sub’s Surprise strike

Interdict Subs CM NCM
	7
	0
	1

1+
	2
	Carry 1 Fighter or 1 Tactical Bomber, Anti-Sub Vessel as Destroyer

+1 Defense for Fighter, supported by Escort Carrier 1:1

1+ Interdict Sub CM or NCM moving through SZ, up to 1 roll @1 per Sub.

	CV Fleet Carrier, 2 hits,

repair dmg on purchase phase
	12
	0
	2
	2
	Carry 2 planes: Fgs or TcBs / Damaged Carrier cannot carry plane
+1 Defense for Fighter, supported by Fleet Carrier 1:1

	BB Battleship, 2 hits, repair dmg on purchase phase
	15
	4
	4
	2
	1 Offshore Bombardment @4, none if naval combat. Max 1/unloaded unit

	IC Industrial Complex
	15
	NA
	AAG
	0
	Unlimited AAG @1. SBR Maximum damage: double territory IPCs value

	AF Air Fields: all Island Territories and Gibraltar
	NA
	NA
	NA
	NA
	Can scramble 1 Fighter or 1 Tac Bomber in 1 adjacent Sea Zone

Can be in addition to AB scramble

	AB Air Base, AAG as IC

6 Dmg pts: disabled at 3 pts
	12
	0
	AAG
	0
	Gives +1 Defense to 1 Fighter AND added to AF scramble:
Scramble up to 2 Fgs or TcBs in 1 SZ or split in more SZs


SBR STRATEGIC BOMBING RAIDS on Industrial Complex or TcBR TACTICAL BOMBING RAIDS on Air Base
SBR with escorts and interceptors: Fighters can intercept D2 or D3, escort Fgs Attack 2
Strategic Bomber: A1 D0

/ Tac Bomber: A1 D1, can intercept or choose to do only escort.
IC's or AB's AA Gun: D1 roll on all Hvy StB, Md StB and TcB bombing
SBR/TcBR damage: Heavy Strategic Bomber 1D6+2 / Medium Strategic Bomber 1D6 / Tactical Bomber 1D6
Air Retreat: all attacking planes can retreat after 1st rnd, ground or naval units can still fight after air retreat.

Advanced Air Defense: 2 Fgs or 1 Fg & 1 TcB or 2 TcBs can land on a just conquered territory, 1 extra Mvt pt required.
