A&A Global 1940 Quick rule set

Order of play: 

1) Germany
2) Soviet Union
3) Japan

4) United Kingdom

5) ANZAC

6) Italy

7) United States

8) China

9) France

Turn sequence:

1) Tech development

2) Purchase & repair

3) Combat Movement

4) Resolve combat

5) Non combat movement

6) Unit placement

7) Collect income (check bonus & convoys)

Victory conditions

Axis: control 14 VC’s + at least 1 Axis capital

Allies: Control Germany, Southern Italy and Japan + at least 1 Allied capital
Political Situation
Germany/Italy: At war with France and UK/ANZAC. May declare war on SU, USA & China without provoking others. 

SU: Not at war. May not declare war on Germany/Italy until begin of turn 4. 

May declare on Japan. When not at war with Japan, may not move into China.

Japan: At war with China. Allied reinforcement to China is a DOW on Japan. May declare war on UK/ANZAC, SU, USA and France. DOW on UK/ANZAC allows USA to declare war on Japan. 
Acts of war against Dutch is act of war against UK/ANZAC.

UK/ANZAC: At war with Germany/Italy. May declare war on Japan. May not move units into China unless at war with Japan. 
USA: Not at war. While not at war, may not move units adjacent to Europe, Africa, UK or Scotland. 

If provoked by Axis, or Japan provokes UK/ANZAC allowed to engage war at beginning of next turn. 

On turn 3, if not yet at war, allowed to declare war at beginning of Collect Income Phase. 

China: At war with Japan. May not attack Germany/Italy unless provoked

France: At war with Germany/Italy. May declare war on Japan. 

Neutral Territories:
Not allowed to move through or fly over neutral territories. 
Pro-Axis: Axis can move in during NCM, gain control of territory (and the IPC value) and activate the listed # of INF. 

Allies can attack, # of INF will be activated as defense. If attack fails, Axis still need to gain control in NCM. 

Pro-Allies: Same, but vice versa.

Strict Neutral: Can be attacked by either side, but doing so will make all other strict neutrals Pro-other side
Canals/straights:

Canals/straights can only be passed through when relevant territories are under control at the beginning of the turn.
Suez Canal: Control Egypt & Trans-Jordan

Panama Canal: Control Central America

Turkish straights: Control Turkey

Straight of Gibraltar: Control Gibraltar

Danish Straights: Control Denmark

Special/new rules:

- Captured Major IC’s are immediately downgraded to Minor IC’s.  Any damage is reduced to max 6. 

- Kamikaze: Japan can kamikaze up to 6 times, using tokens (not planes). It’s a defense mechanism and occurs before the Resolve Combat sequence when attacked. Only possible after certain territories have been (re)captured. Targets are selected by Japan, not on TP’s and SS’s. 
- Convoy raids: Enemy warships (not TP’s) can raid convoys. This can be done in SZ’s with the “convoy”symbol in it. Sub’s count for 2 IPC’s, others for 1. Max damage is the total IPC value of ALL adjacent territories. During the Collect Income Phase, the country loses IPC for every convoy raid near his territories. 

- Scrambling: Only possible from islands with AB’s. Defender decided at start of Combat phase. Can be done to block Naval Bombardment during amphibious assault (even on other territory then island). 
- Technical research: Back to old system

- Strategic bombing raids: All facilities have “built-in” AA. Attacker designates what facility to strike.  AB/NB max damage 6, inoperative at damage 3
- Escort/Intercept: Fighters (not TAC’s) can escort/intercept. Conduct 1 round of combat. SB’s don’t attack, but can be taken as casualty. Escorting FTR’s attack at 1, defending FTR’s at 2. Battle resolution before AA fire. 
- China: restricted in buying infantry only. Does not have a capitol or IC. May only move into Chinese territories, plus a few more. When Burma Road is open, can also pu
~ Official FAQ & Errata ~
Setup error: 

Philippines get one AB + one NB. 

New Zealand should have no IC, NSW should contain a minor. 

Map ambiguities: 

Sea Zone 5 does not border Korea

Sea Zone 6 does not border Manchuria

New Zealand is an island

Combat:

Attacker Combate moves, defender Scrambles, then Kamikaze

AC’s do not kill TP’s, they have no attack value. 

Allied Destroyers do not negate the defending SS abilities. In a SS attack, they do. 

Always apply the max. possible amount of hits
Other:
Allied aircraft may not cross China when not at war

IC’s can be upgraded after all repair is paid. Can be done in the same turn. 

More to come
. 

Unit characteristics
	Unit
	Cost
	Movement
	Attack
	Defense
	Special

	Land Units

	Infantry
	3
	1
	1
	2
	- When supported by artillery, attacks at 2. 

	Mechanized Infantry
	4
	2
	1
	2
	- Can blitz when paired with a tank

	Artillery
	4
	1
	1
	2
	- Supports (mech) infantry by raising attack to 2

	Tank
	6
	2
	3
	3
	- Ability to blitz

- Supports TAC Bomber by raising attack to 4

- Supports mech infantry by allowing it to blitz

	AA Gun
	6
	1
	-
	1
	Does not defend in SBR’s (bases have their own AA)

	Air Units

	Fighter
	10
	4
	3
	4
	- Supports TAC bomber by raising attack to 4

	Tactical Bomber
	11
	4
	3
	3
	- When matched with Tank or Fighter, attacks at 4

	Strategic Bomber
	12
	6
	4
	1
	Cannot scramble

	Sea units

	Submarine
	6
	2
	2
	1
	- Surprise strike / submerge / ignore other ships
- Cannot be hit by planes

	Transport
	7
	2
	-
	-
	- Carries 1 INF + 1 other land unit. 
- No combat value, not to be chosen as casualty, unless no other options reside

	Destroyer
	8
	2
	2
	2
	- Negates SS abilities

	Cruiser
	12
	2
	3
	3
	- Naval bombardment

	Aircraft Carrier
	16
	2
	-
	2
	- Carries 2 FTR/TAC BMB max

- Can take two hits*

	Battleship
	20
	2
	4
	4
	- Can take two hits

- Naval bombardment

	Facilities

	Major IC**
	30
	
	
	
	- Placed on territory of 3+

- Max 10 units

- Max damage 20

	Minor IC**
	12
	
	
	
	- Placed on territory of 2+

- Max 3 units

- Max damage 6

- Upgrade to Major for 20 IPC

	Airbase
	15
	
	
	
	- +1 movement for all (allied) planes
- Scramble 

	Naval base
	15
	
	
	
	- +1 movement for all (allied) ships
- Repair
- Services ALL adjacent SZ’s


* Planes cannot land or depart from a damaged AC. Allied planes on AC when AC is damaged, are stuck

** Cannot be build on islands, Japan is the exception
