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Faces Of Global War
PBEM Edition
OPERATIONS MANUAL

INTRODUCTION

PRELUDE TO WAR
The Faces of Global War PBEM Edition is a stand alone house rules set played on the Global War map available on request. The rules are suitable for play by email with the Battlemap program at www.flames-of-europe.de.
You may find that 1D6 is not always your regular dice. If you need a specific roll like 1D4 or 1D20, visit www.irony.com/mailroll.html fill in the form and have the outcome mailed to you and your opponent. This concerns among others Event Table and paratroopers. We hope that FOE is able to produce a dicey that has all necessary features.
LIST OF ABBREVIATIONS
FOGW:

Faces Of Global War

PBEM:

Play By E-Mail

CM:

Combat Movement Phase

NCM:

Non Combat Movement Phase
OOL:

Order Of Loss
n/a:

not available

SBR:

Strategic Bombing Raid

TBR:

Tactical Bombing Raid
CREDITS

Global War Map by Joern Lechner


FOE alias: Leuchtturm
FOGW operations manual by Delája Schuppers
FOE alias: Delaja
TO ALL PLAYERS

In Faces Of Global War you are one of the highest ranking military leaders of your power. It is 1939 and the political leaders of the world order their generals and marshalls to go to war. You must follow up on their orders. You must plan the attacks as effective as possible. You must place orders to produce military equipment and train your soldiers to fight. You must hold defensive positions or attack to capture resources and territories. Sometimes your political leaders make decisions you disagree with. But orders are orders. You better make the best of it. This is Faces Of Global War. Face this challenge!
(OPTIONAL RULE)
If “(OPTIONAL RULE)” is mentioned behind a rule, it means you should agree with your opponent on using it. If a game starts without mutual agreement, the optional rules are disregarded.
THE TOOLBAR
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1st Colomn Top to Bottom: Japanese Flag, USSR Flag, CCP Flag, USA Flag, KMT FLAG, German Flag, Italian Flag, UK/English Flag, UK/Canadian Flag, UK/African Flag, UK/Asian Flag, UK/Australian Flag, French Flag, Dutch/Belgian Flag, Neutral Flag.

2nd Colomn: Extra IPC by Oil Production
3rd Colomn: Merchant Marine

4th Colomn: Infantry

5th Colomn: Infantry defending on a 3 or less
6th Colomn: Paratroopers

7th Colomn: Artillery

8th Colomn Top to Bottom: Japanese Rhikusentai, Russian Guards, CCP not available, US Armored Infantry, KMT not available, German SS-Grenadiers, Italian not available, UK Commandos, UK/Canadian not available, UK/African not available, UK/Asian Ghurkas, UK/Australian not available, French Légion Étrangère, Dutch/Belgian not available
9th Colomn: Armor

10th Colomn Top to Bottom: USSR Partisans, US Marines, SS-Panzer, French Partisans
11th Colomn: Fighter

12th Colomn: Heavy Fighter

13th Colomn: Bomber

14th Colomn: Heavy Bomber

15th Colomn: Transport

16th Colomn: Submarine

17th Colomn: Destroyer

18th Colomn: Hit Aircraft Carrier

19th Colomn: Aircraft Carrier

20th Colomn: Cruiser

21st Colomn: Hit Battleship

22nd Colomn: Battleship

23rd Colomn: Anti Air Gun

24th Colomn: Industrial Complex

25th Colomn Top to Bottom: D-day units, Major Port, Dutch/Belgian collaborating infantry, Dutch/Belgian collaborating artillery, Minor Port, Banzaï, UK may not and never again attack this neutral territory, Vichy Infantry, Vichy Artillery, Vichy armor, Vichy Fighter, German Sub Pen, Italian Sub Pen, Kamikaze Flag, Vichy Flag
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CHAPTER 1
UNIT EXPLANATION
1.1
LAND UNITS
1.1.1
Infantry
Attack: 1


Defence: 2 or less

Movement: 1

Build on: Infantry may be built on any territory under the following conditions: A) Your territory must have a printed IPC-value. B) The territory was yours at the beginning of your turn. C) The maximum number of infantry that may be built in the territory may not exceed the printed IPC-value of the territory. Example: South Africa is worth 2 IPC > 2 infantry may be placed there.
Home Defence: Home defence only counts for the original owner. The original owner’s infantry on Japan and Great Britain defend on a +1. Once these infantry leave the territory their defensive value reverts back to normal. 

National Guard: If a US territory is attacked for the first time, the USA may immediately place 6 infantry in the 6 USA regions. Additionally 1 fighter may also immediately be placed in any of the 6 USA regions. The National Guard may only be placed once per game.

Mountains: Regular infantry units of any nation in Afghanistan and Switzerland hit on a +1 in defence. Once they leave the territory their defensive value reverts back to normal. 

Banzaï: The Japanese player may designate a maximum of 3 banzaï attacks per turn/impulse. A banzaï attack is carried out against 1, 2 or 3 territories. Japan may use 1, 2 or 3 banzaï attacks against the same territory in different rounds of combat. All infantry involved in a single banzaï attack hit on a 2 or less for one round of combat. Land units involved in a banzaï attack may not retreat. Aircraft may retreat from a banzaï attack.

Marines: Beginning on game turn 2, once per turn the USA player may upgrade one infantry to marine on one of its original territories at no cost. In an amphibious attack marines hit on a +1.
1.1.2
Heavy Infantry 
Attack: 2 or less

Defence: 3 or less

Movement: 2
Build on: Légion Étrangère may be placed under infantry rules in French territories. Ghurka may be placed under infantry rules in friendly India as long as Nepal is neutral. Russian Guards may be placed in friendly Moscow. All other Heavy Infantry must be placed exclusively on the capitol. Italy, CCP, KMT and Belgium/Netherlands have no heavy infantry.
Heavy Infantry Turn Table

TURN 1: 
USA may build 1 Armoured Infantry/turn

Cost: 4 IPC/unit 

TURN 2: 
Germany may build 1 SS-Panzer-Grenadiers/turn.
Cost: 4 IPC/unit

UK may build 1 Commando/turn.



Cost: 3 IPC/unit

France may build 1 Légion Étrangère/turn.

Cost: 5 IPC/unit
Japan may build 1 Rikusentai/turn.


Cost: 3 IPC/unit

USSR may build 1 Russian Guards/turn.

Cost: 3 IPC/unit

TURN 3:
UK may build 1 Ghurka/turn.



Cost: 4 IPC/unit
Légion Étrangère: French Heavy Infantry is the only unit that can enter deserts. It can not blitz through deserts. Once it enters or leaves a desert its movement stops for that turn. It can only be attacked by aircraft if situated in a desert.

Ghurka: Ghurka can ‘blitz’ through enemy occupied territories, but loses the ability to retreat.

1.1.3
Paratroopers

Attack: 2 or less

Defence: 2 or less

Movement: 1
Build on: USSR, KMT and CCP may place paratroopers on a factory. All other nations may place paratroopers on their capitol if a factory is present.
Functions: Paratroopers are dropped with the help of a bomber unit. A bomber unit can carry or drop a maximum of 2 paratroopers using the bomber’s range. Bomber + paratrooper(s) have to start in the same territory. If a bomber is lost due to AA, the paratroopers it was carrying are lost too. Roll 1D4 per paratrooper that is succesfully dropped from a bomber. On a roll of 1 your paratrooper lands on target and you may allocate its hits to land units of your choice. 

1.1.4 Partisans

Attack: n/a


Defence: 1



Movement: n/a

Build on: Partisans can only be built by USSR and France and may be placed under the following conditions: A) The occupied territory was originally yours at the start of the game. B) No enemy land or air unit is present. You may build 1 partisan per territory per turn.

Functions: Partisans block railroad and blitzkrieg and prevent the occupying player from placing new units and collecting the IPC of the territory the partisan is in. In the combat movement phase you can link up two or more partisans in the same territory to one infantry. Replace all partisans for one infantry. This infantry liberates the territory it is in. Partisans are immediately taken off the board if an Allied land unit enters or moves through the territory. Partisans can not be transported.
1.1.5 Artillery
Attack: 2 or less

Defence: 2 or less

Movement: 1
Build on: Factory
Functions: An artillery unit increases the attack value of any infantry type unit by +1 in an attack on the same territory on a 1 to 1 basis.

1.1.6 Armor
Attack: 3 or less

Defence: 3 or less

Movement: 2
Build on: Factory
Functions: In NCM a USSR armor may transport an infantry on a 1 to 1 basis. Armor may blitz through empty and friendly territories.

Heavy Armor: When USA is at war all major powers can only build heavy armor. Heavy armor attacks on a 4 or less. Other charts stay the same.
1.1.7
SS Panzer (Germany only)

Attack: 4 or less

Defence: 5 or less

Movement: 2

Build on: Factory in the German capitol only.

TURN 4: 
Germany may build 1 SS-Panzer/turn.


Cost: 6 IPC/unit

1.1.8 Anti Aircraft Gun
Attack: n/a


Defence: 1



Movement: 1 in NCM
Build on: Factory
Functions: A defending AA has a first shot attack and fires before the attacker in the first round of combat only. The defender chooses wether AA shoots at air or at land units. Roll 1D6 per fighter and bomber or 1D6 per heavy infantry, armor, heavy armor and SS panzer. Every hit destroys one targeted unit immediately. You can not switch from shooting at air units to shooting at land units or vice versa during a battle. An AA may be used to satisfy a loss. You may have multiple AA in a territory. All AA defend. If a territory only contains an AA when it is captured the AA is salvage to the conquering player. AA also shoots at aircraft flying over it. AA is active in CM and NCM.
1.2
Oil Production & Neutrals
Territories with the Oil Production symbol on it (like Iran and Caucasus) produce oil. The purple symbol produces 1 oil per turn in the income phase. The black symbol produces 2 oil per turn in the income phase. You can transport this oil by land in non combat movement. It has a movement of 1. It can also be transported by transport. Oil counts as infantry for transport purposes. If you bring the oil to a factory it can be turned into cash at the beginning of the next turn. Neutrals may build units from the oil they produce. Oil is captured if a territory oil is in is captured. The USA player plays the neutrals. Neutrals may not attack. If a neutral has 3 or more oil it must purchase infantry. Anyone can build partisans for neutrals that have been captured by a power you are at war with and that power has no units in that initially neutral territory. 2 neutral partisans liberate the neutral territory and form 1 infantry.
1.3
STRUCTURES

Movement: n/a

1.3.1 Factory

Attack: n/a

Defence: 1D8 against aircraft hitting on a 1.
Build on any territory with an IPC-value, that was yours at the start of the game.

Functions: Allows the placement of newly purchased land and air units, if the factory was yours at the start of your turn. The maximum number of units (excluding infantry) and the maximum number of infantry that may be placed on a territory with a factory is equal to the IPC-value of that territory. Factories can be used by a conquering player in the next turn.
Scorched Earth: If a USSR territory containing a factory is captured, the USSR player may opt to destroy it. 
1.3.2
Minor Port
Attack: n/a

Defence: 1D8 versus unloading transports on a 1.

Build on: You can not build minor ports.

Functions: Allows the owner to build one cruiser, destroyer, submarine or transport if the minor port was yours at the start of your turn. In your NCM a port allows your naval units a movement of 3 to move from one friendly port to another friendly port if both port owners are at war.

1.3.3 Major Port

Attack: n/a

Defence: 1D8 versus unloading transports on a 2 or less.

Build on: You can not build minor ports.

Functions: Allows the owner to build two naval units if the major port was yours at the start of your turn. In your NCM a port allows your naval units a movement of 3 to move from one friendly port to another friendly port if both port owners are at war.
1.3.4 Sub Pen (Germany & Italy only)

Attack: n/a

Defence: 2 or less*
Build on: German & Italian coastal area. 

Defence: *1D6 per aircraft per round of combat on a 2 or less.

Functions: 2 subs per pen are protected from air attacks. The subs in a pen can not be attacked by naval units and can not help defend a friendly fleet which is attacked. Allied aircraft are designated to 1) fighting a present fleet or 2) attacking a pen with subs in it. If the pen is attacked by aircraft any friendly fleet in the sea zone bordering the pen can not help defend the pen. Hits on the pen are designated first to subs and last to the pen itself. It takes 2 hits to destroy the pen. It is auto-repaired at the end of the turn. Sub Pens do not effect fly overs. Subs in a pen have no zone of control. State in your OOL if subs are in a pen.
1.4
AIR UNITS
1.4.1
Fighter
Attack: 3 or less

Defence: 4 or less   

Movement: 4

Cost: Germany: 11 IPC. France: 14 IPC. USA: 10 IPC. China: 16 IPC. All other nations: 12 IPC.
Build on: Factory. Newly purchased fighters may be placed on A)an existing carrier adjacent to the factory where the fighter is produced. B)a newly purchased carrier adjacent to the factory where the fighter is produced. Fighters adjacent to a newly built carrier may land on that carrier as well in the build new units phase. 
Functions: Fighters may not land in newly conquered territories.

Kamikaze: (see 5.2.1)
Heavy Fighter: When USA is at war all major powers can only build heavy fighters. Heavy fighters attack on a 4 or less. Other charts stay the same.
1.4.2 Bomber
Attack: 4 or less

Defence: 1
        

 Movement: 6

Build on: Factory
Functions:
Paradrop: Bombers can drop paratroopers (See 3.1.3).

SBR: Bombers can perform a Strategic Bombing Raid (SBR) against a factory. If a bomber survives the AA fire, it may roll 1D6. The targeted player must pay the outcome in IPC to the bank. Bomber(s) can never do more damage in a SBR than the value of the territory the factory is in.

TBR: Bombers can perform a Tactical Bombing Raid (TBR). Your bomber may pick a land unit. If the bomber survives any AA firing, it gets one round of combat and hits on a 4 or less. If a hit is scored the chosen target is destroyed immediately. Political and Military leaders can not be targets. If a bomber flies a TBR/SBR mission it can not transport units.

Kamikaze: (see 5.2.1)
1.5
NAVAL UNITS
Movement: All naval units have a movement of 2.

Shore Bombardment: Some naval units can perform shore bombardment. Before an amphibious attack the naval unit may bombard the attacked territory, if the sea zone was unoccupied by enemy naval units at the beginning of your turn. Casualties from a shore bombardment may not fire back at attacking land/air units.
1.5.1 Aircraft Carrier
Intact Carrier

Submarine Detection Roll: 1 (see 2.4)
Attack: 2 or less

Defence: 3 or less
Build in: a sea zone containing one of your major ports.
Functions: Provides a landing space for a maximum of 2 friendly fighters. The fighters take off from a carrier before the carrier moves and land on a carrier after the carrier has moved. If the only safe place to land fighters after an attack is an aircraft carrier, then that carrier should be and stay within reach of the fighters to provide this landing spot. If the fighter(s) was/were lost in battle, the carrier must still be moved to a place where it could have provided the only landing spot if the fighter(s) had survived. It takes 2 hits to destroy a carrier. If a carrier is hit once replace it for a hit carrier from the toolbar.
Damaged Carrier

Submarine Detection Roll: 1 (see 2.4)
Attack: 1


Defence: 1

Functions: A damaged carrier can not provide a landing space for aircraft. You can only repair a damaged carrier in your political phase and if it is in a seazone containing a friendly port. If you decide to repair roll 1D8, pay the outcome to the bank and replace the hit carrier for an intact carrier.

1.5.2 Battleship

Intact Battleship

Submarine Detection Roll: 2 or less
(see 2.4)
Attack: 4 or less

Defence: 4 or less
Shore Bombardment: 4 or less
Build in: a sea zone containing one of your major ports.
Functions: It takes two hits to destroy a battleship. A damaged battleship is replaced by a hit battleship from the toolbar.

Damaged Battleship
Submarine Detection Roll: 2 or less (see 2.4)
Attack: 2 or less

Defence: 2 or less
Shore Bombardment: 2 or less
Functions: You can only repair a damaged battleship in your political phase and if it is in a seazone containing a friendly port. If you decide to repair roll 2D6, pay the outcome to the bank and replace the hit battleship for an intact battleship.
1.5.3 Cruiser

Submarine Detection Roll: 2 or less (see 2.4)
Attack: 3 or less

Defence: 3 or less
Shore Bombardment: 2 or less

Build in: a sea zone containing one of your ports.
1.5.4 Destroyer

Submarine Detection Roll: 4 or less (see 2.4)
Attack: 2 or less

Defence: 2 or less
Build in: a sea zone containing one of your ports.
Functions: A destroyer denies the first strike ability of attacking subs. A destroyer denies a sub to submerge to escape from battle. Destroyers can lay sea mines.
1.5.5
Submarine
Attack: 2 or less

Defence: 2 or less
Functions: All submarines have a first shot attack and roll at the beginning of a combat round. If a hit is scored by a sub a naval unit is immediately destroyed (hit in the case of an intact battleship/carrier). Submarines can’t hit aircraft. After any round of combat attacking submarines may retreat from a naval battle.  First the attacker decides whether he will retreat any subs. Then the defender decides whether he will submerge any subs (except if an enemy destroyer is present).
German Wolf Pack: Every 3 German submarines in the same battle attack on a 3 or less.
1.5.6 Transport

Attack: n/a


Defence: n/a

Functions: Transports can transport land units. A transport can pick up units from different territories, but may unload to one territory only. Its cargo can differ. A load may exist of 1 infantry type unit and/or one land unit of your choice (except partisans). Transports may not move during the combat movement phase unless they load or unload land units to participate in an amphibious attack. If a transport is sunk its cargo is lost. Amphibiously attacking units from a sunk transport are lost too.
CHAPTER 2
GAME RULES
2.1 Victory Conditions

The Axis must be in control of East Germany and Japan to claim a major or minor victory. The Allies must be in control of Western US, North Eastern US, Great Britain and Moscow to claim a major or minor victory. Every game has victory conditions set to major victory unless agreed otherwise.
2.1.2
Major Axis Victory: The Axis win if Western US and North Eastern US are Axis controlled at the end of a turn. Check rule 2.1!
2.1.3
Major Axis Victory: The Axis win if Great Britain is Axis controlled and USSR is reduced to a partisan state. Check rule 2.1!
2.1.4
Minor Axis Victory: The Axis win if either Great Britain or Moscow is Axis controlled. Check rule 2.1!
2.1.5
Major Allies Victory: The Allies win if both Japan and East Germany are under Allies control. Check rule 2.1!
2.1.6
Minor Allies Victory: The Allies win if either Japan or East Germany is under Allies control. Check rule 2.1!
2.2
Unconditional Surrender & Capitols
2.2.1
Unconditional Surrender
A player who unconditionally surrenders, must immediately take his country specific units and naval units including air units on carriers off the board. The remaining land and air units (including those currently involved in defending a territory or sea zone against the invaders) may not be moved until your capitol is liberated. Conquered neutrals revolt back to their initial placement. Aircraft of your allies may not land in surrendering territories. If a land unit of any player enters a territory containing surrendering units it either liberates the territory if it belongs to one of his allies or conquers the territory in all other cases. USSR & CCP never liberate. A player can not blitz through a territory containing surrendering units. If a multinational land force exists in one of your surrendering territories, your ally sharing the territory takes control (even if there are only aircraft or AA. Apply the salvage rule.

2.2.2
Salvage: The surrendering units are salvage to the entering player. He may replace all but infantry type units for his own. These infantry type units of the surrendering player are then removed from play. Structures are salvage.
2.2.3
Berlin
When East Germany falls, the German player immediately pays half of his IPC (round down) to the conquering player. Hitler commits suicide and no more rolls may be made on the Hitler Assassination Table. All SS units surrender and are taken off the board immediately. If Germany fell and the remaining german units can not recapture Germany in the next turn, the German (and Italian) player(s) surrender unconditionally.

2.2.4
Tokyo
The Japanese player has one turn left to liberate Japan, should it fall. Japan may purchase new units. The units on the board may try to liberate Japan in Japan’s next turn. If the attempt fails or if no attempt can be made, Japan surrenders unconditionally.
2.2.5
London
If Great Britain is conquered the USA will be at war with Germany and Japan immediately. If Great Britain is conquered by an Axis player the UK player has to give the conquering player 10 IPC from its cash. A Government in Exile is formed in Quebec, India, South Africa or New South Wales. The new capitol is now worth double the IPC value for the UK player only. If Great Britain is liberated the UK player may decide to bring the government back to Great Britain and if it choses so the new capitol bonus IPC are lost.
If the new UK capitol falls, the UK player has to give 6 IPC to the conquering player. The rest of the money goes to the bank. Make a roll for every UK territory and naval unit on the board. Roll 1D6 for every British territory on the board. If USA or French units are present, the territory becomes a Free Commonwealth Territory immediately. On a roll of 1-2 the territory becomes a Sea Lion Pact Territory. (Replace the UK units for neutral units and place the Axis marker of the conqueror of the second Capitol on all Lion Pact Territories. The Axis player will now receive income from the Sea Lion Pact Territories.) On a roll of 3-6 the territory becomes a Free Commonwealth Territory. (Replace the units for USA units and place a US marker. The US player will now receive income from the Free Commonwealth Territory) Roll 1D6 for every British naval unit on the board. On a roll of 1 replace the naval unit for an Axis unit. On a roll of 2-4 the naval unit is scuffled. Take the unit off the board. On a roll of 5 replace the naval unit for a neutral unit. It is moved to the nearest Sea Lion Pact Territory regardless reach or is destroyed if no Sea Lion Pact Territory exists. On a roll of 6 replace the naval unit for a US naval unit. Treatment of Sea Lion Pact territories and units is the same as treatment of Vichy territories and units. If Great Britain is liberated, all Sea Lion Pact territories join the United Kingdom. All free commonwealth territories join the United Kingdom again, but any free commonwealth units in it remain under the control of the USA.
2.2.6 Moscow

If Moscow falls, the USSR capitol is moved to a different originally USSR territory. The new capitol is now worth 8 IPC and Moscow is worth 1 IPC to the conquering player. Only the capitol is moved, not the factory! The capitol can only be moved once. If the new capitol falls, the territory will be worth its initial IPC-value. Moscow will stay 1 IPC and the capitol bonus IPC are lost, until Moscow is liberated and a capitol can be established again. If no originally USSR territory is available for the new capitol, USSR would be a partisan state. USSR never liberates a territory for the other Allies.

2.2.7 Washington
The Axis instantly receive a total victory if North Eastern US falls into Axis hands.

2.2.8 KMT & CCP
China has no capitol. If all Chinese territories are captured, KMT an CCP receive no income, but its cash may be saved until the Allies/USSR liberate Chinese territories. USSR liberates for CCP. USA, UK, Belgium/Netherlands & France liberate for KMT.

2.2.9 Paris
When an Axis player conquers France for the first time, the British player gives the conquering player 3 IPC from the French cash. The British player then rolls 1D6 for each French naval unit in the Atlantic and Mediterranean. On a roll of 1 the French naval reverts to Germany. On a roll of 2 to 4 the naval unit is scuttled and removed from play. On a roll of 5 the naval unit becomes Vichy French and is moved to the nearest Vichy land/sea area. In the rare case that no Vichy territory exists after the Vichy territory roll, the Vichy naval units are rolled for again. The naval unit will be destroyed if a 5 is rolled. On a roll of 6 the naval unit resorts to Free French. Units that join the Free French or Germans must move to an existing friendly fleet within range, but may only stay in the sea zone where they are if all existing fleet is out of range.

The British player then rolls 1 D6 for the following French territories: Morocco, Algeria, Tunisia, Syria, Saigon & French Indo China. The territory Vichy France becomes Vichy automatically. On a roll of 1 to 3 the territory becomes Vichy, and on a roll of 4 to 6 the territory remains Free French. The German player then places Vichy control markers on all Vichy territories in Africa and the Middle East and removes any non French Forces from play, and adjusts his IPC level accordingly. The Japanese player would then do the same for French Indo-China & Saigon if a Vichy government is established there. The British player will then make the adjustments on the French IPC level, subtracting the points for any territories that France may have lost due to Vichy rolls.

2.2.10
Brussels & Amsterdam

The first time Belgium/Netherlands is captured by an Axis player, its parliaments flee to Britain. Roll 1D6 for Belgian Congo. On a 2 or less these units collaborate with the Axis. Replace them for Collaborating units (see toolbar) and place an Axis marker. Treat this territory as “Vichy” territories. On a 4-6 the territory remains free Belgium/Netherlands.
2.2.11
Rome

The first time Northern Italy falls to an Allied player makes the Italian and German units sharing territories or sea zones battle over control, with the Germans being the attacker. After these battles any remaining originally Italian territories declare their independence. Replace Italian units for neutral units. If an Axis player captures Italy again, place an Axis marker. Italy will then be a captured Ally. All Italian controlled originally Allied territories may be attacked and liberated normally. If Comintern captures Northern Italy, all Italian units stay in the game and fight on the side of the Germans to recapture Rome. 
2.3
Railroad

A player may use his railroad to strategically move his units over his own territories in NCM only. The player must be able to trace a line that is un-interrupted by an enemy territory or territory of his allies, does not cross a neutral border and does not cross a sea, ocean, mountain, river or desert area. Canals and straits do not block rail movement. Only land units that did not move in the combat movement phase of your turn are eligible to use rail movement. You may only rail units into territories that were yours at the start of your turn/impulse. France: Has no railroad. French units may not use British railroad. USA railroad is also applicable to the friendly Canadian territories.

German & Italian Rail: 4 units 
Japan Rail: 2 units
UK Rail: 2 units

France: n/a 

Belgium/Netherlands: n/a
USSR Rail: 4 units


CCP Rail : 1 unit
USA Rail: 6 units



KMT Rail: 2 units

2.4
Sub Detection Roll
If you want to attack subs, you first need to detect them. The units that hava a sub detection roll, roll 1D6 before the naval battle. If any of the units makes the roll, the sub is detected and combat rounds can begin. If a sub is in a fleet with other units and no attacking units make the detection roll, it is up to the owning player to let the subs participate in defending the fleet or not. If it helps to defend the fleet, than the sub(s) is automatically detected and can be used as a casualty.
2.5
Order of Play
Turn 1: Japan, USSR/CCP, KMT, USA, Neutrals

Turn 2: First Impulse Germany, Second Impulse Germany/Italy, UK/France, Belgium/Netherlands*, Japan, USSR/CCP, KMT, USA, Neutrals.

Turn 3: Germany/Italy, UK/France, Belgium/Netherlands*, Japan, USSR/CCP, KMT, USA, Neutrals.

Turn 4 and beyond as per turn 3.
*Belgium/Netherlands may be played before or after Britain/France.
2.6
Explanation of Phases
A
Event Table (optional rule)
B
Technologies (optional rule)
C
Politics: Influences and assassination attempts. Lend Lease. 
D
Combat Movement (see 2.6)
If fighters attack and their only landing site after combat is an Aircraft Carrier, the Carrier MUST move to a sea zone in order to provide this landing spot, even if the fighters are destroyed in combat.

E
Non Combat Movement

You may move, not rail, land units into just conquered territories. Aircraft may not land in just conquered territories until the next turn/impulse.

F
Place New Units

You may only place units in territories you controlled at the beginning of your turn, or territories that were influenced successfully. Your newly purchased fighters and your fighters that are in a bordering territory may be placed on newly build carriers.

G
Check Victory Conditions
H
Adjust Production & Receive Income

2.7
Combat Order Example A=Attacker, D=Defender

· A: Rockets (optional rule (Tech Table))
· D: AA shoots at fly-overs
· D: Sea mines (see 3.2.2 optional rule)
· A: Sub detection roll (see 2.4)

· A & D: Sub first strike
· A & D: Naval Battle
· D: Port shoots at unloading transports
· A: Shore Bombardment
· D: AA fires (see 1.1.8)

· A: SBR and/or TBR (see 1.4.2)

· A: Atomic Bomb (optional rule (in combination with Tech Table))
· D Land mines (see 3.2.1 optional rule)
· A Paratroopers on target (see 1.1.3)
· All other attacking units
· All other defending units
CHAPTER 3
GERMANY (AXIS)
3.1
INITIAL PLACEMENT & INCOME
	CASH: 30 IPC PRODUCTION:     26 IPC
	Infantry
	Paratrooper
	Artillery
	Armor
	Fighter
	Bomber
	AA
	Factory
	Major Port
	Minor Port
	Transport
	Submarine
	Destroyer
	Cruiser
	Battleship

	E Germany/SBA
	4
	1
	2
	2
	2
	1
	1
	1
	1
	-
	1
	-
	-
	-
	1

	W Germany/SKA
	4
	1
	2
	2
	2
	1
	1
	1
	-
	1
	-
	1
	1
	-
	-

	Romania
	1
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Austria
	1
	-
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Bulgaria
	3
	-
	1
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Norwegian SZ
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-

	Iceland SZ
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-

	Cap Finisterre
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-

	Mid-Central Atlantic
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-

	Cape Verde SZ
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	1
	-


3.2
COUNTRY SPECIFIC RULES

3.2.1
Country Specific Units
SS-panzergrenadiers: (See 1.1.2)
SS-panzer: (See 1.1.7)
Sub Pen: (See 1.3.4)
3.2.2 Influence
Iraq: Germany may influence neutral Iraq at the start of every turn that an Axis player controls Egypt. A 1D6 is rolled and on a 2 or less neutral Iraq and its forces join Germany immediately.
3.2.3 Double Impulse
Turn 1 is played without Germany. In turn 2 Germany has a double impulse.
Turn 2 First Impulse Germany
Political Phase (Event Table, Tech Table, Hitler Assassination), Purchase New Units Phase, Combat Movement Phase, Combat Phase, Non Combat Movement Phase, Place New Units Phase.

Turn 2 Second Impulse Germany
Combat Movement Phase (All units may move again in the second impulse), Combat Phase, Non Combat Movement Phase (aircraft may land in territories taken in 1st impulse), Collect Income Phase.
3.3
DECLARATION OF WAR

3.3.1
Declaration Of War

Germany declares war: In turn 2 Hitler declares war against Poland. As a result Germany is at war with France and the UK.
3.3.2 War against neutrals: Germany may attack all neutral territories. If it attacks any neutral on the continents North and South America it is immediately at war with the USA. Baltic States, East Poland and Bessarabia may not be attacked by the German player as long as it is at peace with Russia. Germany pays a penalty of 10 IPC to the bank if it attacks Switzerland.
3.3.3
War against the USSR (Molotov-Ribbentrop Pact): Germany and USSR signed the Treaty of Non-aggression between Germany and the USSR. In FOGW the treaty is represented by the following rules:
A) According to the treaty Germany and USSR may not attack each other.
B) Germany will not attack the Baltic States, East Poland & Bessarabia.

C) USSR will not attack West Poland & Romania.

D) Germany receives 5 IPC from the USSR cash in the income phase at the end of both a German turn and impulse representing resources.
Rules A-D apply as long as Germany & USSR are at peace. Germany may break the treaty whenever it wants to. USSR may break the treaty in turn 6 (or due to an Event Table Outcome (optional rule)). 
3.3.4
War against the USA: Germany may declare war against the USA at any moment in the game. The USA may declare war against Germany in turn 6. If Germany captures Great Britain it is immediately at war with the USA. USA will also be at war with Germany if Japan declares war against the USA, UK, France or Belgium/Netherlands
3.4
RESTRICTIONS
3.4.1
Romania: Romania is neutral at the start of the game, but contributes its production to Germany. Units in Romania may not move, but Romania becomes active when Germany is at war with the USSR. Romanian restrictions are then ignored and the German player may immediately make complete use of Romania. Per turn Germany may build up to 4 IPC worth of land units in Romania. German units may move/rail through neutral Romania. USSR may attack Romania without being at war with Germany and prior to game turn 5, but needs to pay Germany 20 IPC in reparations before the attack is made. 
Bessarabia is a Romanian region. The Molotov-Ribbentrop pact allows USSR to attack Bessarabia without being at war with Germany, but if Bessarabia falls Romanian restrictions are ignored.
3.4.2
Bulgaria: Bulgaria is inactive at the start of the game, but becomes active when Germany and/or Italy attack either Yugoslavia, Greece or USSR, Bulgaria.
3.4.3
Finland: Neutral infantry in Finland defends on a 3. In turn 1 USSR may try to conquer Finland. If Finland is neutral at the end of turn 1 or if the Russian attack failed, it is under the protection of Germany. Add its production to Germany and place a marker. The defensive bonus is lost and USSR may not attack Finland until at war with Germany. Germany may not move into or build in neutral Finland and may not move the Finnish infantry until at war with USSR.
3.5
MULTINATIONAL FORCES
3.5.1
Germans and Italians: German units may always share territories and sea zones with Italian units. A multinational force may effect Italy’s declaration of war. (see 4.3.1) The Germans and Italians attack and defend simultaneously and in case of a German/Italian multinational force the German player decides on casualties. Control over a territory captured by such a multinational force goes to the German player if at least one German land unit survived the attack.
3.5.2
Germans and Japanese: German units may share territories and sea zones with Japanese units when both are at war with the Allies. Axis units defend simultaneously.
3.6
GERMAN INTELLIGENCE & THE USSR MILITARY PURGE
At the end of a German turn before turn 6 Germany influences Stalin with forged documents. The USSR will receive no income for that turn.
 CHAPTER 4
ITALY (NEUTRAL/AXIS)
4.1
Initial Placement & Income

	ITALY
CASH: 11 IPC PRODUCTION:     11 IPC

	Infantry
	Artillery
	Armor
	Fighter
	Bomber
	AA
	Factory
	Major Port
	Transport
	Submarine
	Cruiser
	Battleship

	N Italy
	2
	1
	1
	1
	1
	1
	1
	-
	-
	-
	-
	-

	N Italy/TYR
	-
	-
	-
	-
	-
	-
	-
	1
	1
	1
	1
	1

	N Italy/ADR
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	S Italy
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Libya
	2
	1
	1
	-
	-
	1
	1
	-
	-
	-
	-
	-

	Sicily*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Italian East Africa/IEA
	1
	1
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-

	* Territory with a convoy route.


4.2 COUNTRY SPECIFIC RULES
4.2.1 Country Specific Units

Italy has no country specific units.

4.2.2 Influence

Italy can not influence any territories.

4.2.3 Double Impulse

Italy is inactive during Germany’s first impulse. It immediately becomes and stays active as soon as West Poland has been German occupied. Italy may purchase new units at the start of Germany’s second impulse.

4.3 DECLARATION OF WAR

4.3.1 Declaration of War

Italy is neutral during the first impulse of Germany, but Mussolini (Italy player) may declare war against the UK & France at the start of the second impulse of Germany. A multinational force of Germans and Italians is also considered an act of war against UK and France. All other Italian declarations of war resemble Germany’s declarations of war. (see 3.3)
4.4 RESTRICTIONS (see 3.4)
Italy’s restrictions are identical to Germany’s restrictions. Except Italy may not build in Rumania, Finland and Bulgaria.
4.5 MULTINATIONAL FORCES

Italians & Germans: Italian units may always share territories and sea zones with German units. A multinational force may effect Italy’s declaration of war. (see 4.3.1) The Germans and Italians attack and defend simultaneously and in case of a German/Italian multinational force the German player decides on casualties. Control over a territory captured by such a multinational force goes to the German player if at least one German land unit survived the attack.
Italians & Japanese: see 3.5.2

CHAPTER 5
JAPAN (AXIS)
5.1
INITIAL PLACEMENT & INCOME
	JAPAN
CASH: 25 IPC PRODUCTION:     22 IPC 
	Infantry
	Artillery
	Armor
	Fighter
	Bomber
	AA
	Factory
	Major Port
	Minor Port
	Transport
	Submarine
	Destroyer
	Cruiser
	H Carrier
	Battleship

	Japan/WJS
	8
	3
	2
	2
	2
	1
	1
	1
	-
	3
	-
	1
	-
	-
	1

	Hokkaido/EJS*
	2
	1
	-
	-
	-
	-
	-
	-
	-
	2
	-
	-
	1
	-
	1

	Okhotsk*
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Korea/YES
	5
	2
	2
	2
	-
	1
	1
	-
	1
	-
	-
	-
	-
	-
	-

	Okinawa/RYU*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	1
	-
	-
	-

	Bonin/BON*
	1
	-
	-
	2
	-
	-
	-
	-
	-
	-
	1
	-
	1
	2
	-

	Caroline/CAR*
	1
	-
	-
	-
	-
	-
	-
	-
	1
	1
	-
	-
	1
	-
	-

	Thailand
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Marshall/MAR*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	Palau*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Mariana*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Formosa/ECS*
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	Hainan/SCS*
	2
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	1

	* Territory with a convoy route.


5.2 COUNTRY SPECIFIC RULES
5.2.1 Country Specific Units

Rhikusentai: (see 1.1.2)
Banzaï: (see 1.1.1)
Kamikaze: Japan may perform one kamikaze attack per turn, not per impulse! One kamikaze aircraft (fighter or bomber) picks its target within its total range and hits its target on a 5 or less for one round of combat only. A successful kamikaze destroys its target and itself immediately, or in the case of an intact battleship or heavy carrier damages it immediately. The kamikaze unit is destroyed after the first round of combat. If a kamikaze attack successfully hits a light carrier, the fighter on it gets a movement of 1 space to find a legal landing place (another carrier, a friendly island or land territory). Kamikaze can only attack naval units. If a 6 is rolled, the aircraft missed its target and is destroyed immediately.
5.2.2
Double Impulse

Japan may do 1 double impulse attack which may come at the latest in the 6th game turn but it can only be used once in a game. (See 1.1.1 & 5.2.1 for banzaï and kamikaze details during the sneak attack.)

First Impulse Sneak Attack by Japan

Event Table, Tech Table, Political Phase, Purchase New Units Phase, Combat Movement Phase, Combat Round, Non Combat Movement Phase, Place New Units Phase

Second Impulse Sneak Attack by Japan

Combat Movement Phase (All units may move again in the second impulse), Combat Round, Non Combat Movement Phase, Income Phase.
5.2.3
Influence
Vichy Saigon: The Japanese player may at the cost of 1 IPC per turn make one attempt to influence Saigon in its political phase if a Vichy government has been established there. On a roll of 1 Vichy Saigon and all her land, air and possible sea units resort to Japan. Replace Vichy units for Japanese units.
Vichy French Indo China: The Japanese player may at the cost of 2 IPC per turn make one attempt to influence French Indo China in its political phase if a Vichy government has been established there. On a roll of 2 or less Vichy French Indo China and all her land, air and possible sea units resort to Japan. Replace Vichy units for Japanese units. 
DECLARATION OF WAR

5.3.1
Declaration of War

Japan starts the game by being at war with China (both KMT and CCP).
5.3.2 War against neutrals

Japan may attack all neutral territories. If it attacks any neutral on the continents North and South America it is immediately at war with the USA. Japan pays a penalty of 10 IPC to the bank if it attacks Switzerland.
5.3.3
War against the USSR: Japan may declare war against the USSR starting turn 6. The USSR may declare war against Japan starting turn 5. In the turn that Japan captures Western or Eastern Mongolia, Russia may declare war against Japan. In the turn that Japan holds both Western and Eastern Mongolia, Japan may declare war against USSR.
5.3.4
War against the USA: Japan may declare war against the USA in any turn in the game. The USA may declare war against Japan starting turn 6. If Japan attacks the UK, France or Belgium/Netherlands it is immediately at war with the USA. USA will also be at war with Japan if Germany declares war against the USA.

5.3.5
War against the UK, France and Belgium/Netherlands: If Japan attacks the UK, France or Belgium/Netherlands it is immediately at war with UK, France, Belgium/Netherlands and the USA.

5.4
RESTRICTIONS

5.4.1
Thailand

Thailand is inactive at the start of the game. Japan may build in and move to/through Thailand, but units in Thailand stay there until Japan declares war against the UK, France, Belgium/Netherlands or USA. If so Thailand becomes active.
5.5
MULTINATIONAL FORCES
5.5.1 Japanese and Germans units (see 3.5.2)
Japanese and Italian units (see 3.5.2)

5.5.2 CHAPTER 6
UNITED KINGDOM
6.1.1 INITIAL PLACEMENT & INCOME English, Canadians & Asians (ALLIES)
	UK English
CASH:

3 IPC minimum
	infantry
	artillery
	armor
	fighter
	bomber
	AA
	factory 
	Minor Port
	Major Port
	transport 
	submarine 
	destroyer
	cruiser
	H-carrier
	battleship

	G.Britain/CEL
	2
	1
	1
	2
	1
	1
	1
	-
	1
	-
	-
	-
	-
	-
	-

	G.Britain/NOR
	-
	-
	-
	1
	-
	-
	-
	-
	-
	1
	-
	-
	-
	1
	1

	G.Britain/ATL
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-

	G.Britain/ECH
	-
	-
	-
	-
	-
	-
	-
	-
	-
	2
	-
	-
	1
	-
	-

	G.Britain/HOL
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-

	GSL
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	1
	-
	-

	Scotland
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	North Ireland
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Gibraltar/WOG
	1
	-
	-
	1
	-
	-
	-
	-
	-
	-
	1
	-
	-
	1
	-

	Windward
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Falkan/FAL
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-
	-

	South Georgia
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Malta
	1
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Cyprus
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Seychelles/EIO
	-
	-
	-
	1
	-
	-
	-
	1
	-
	-
	-
	-
	-
	1
	1

	Maldives
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	New Hebrides
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Fiji
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-


	UK Canadian
CASH:

3 IPC minimum
	infantry
	artillery
	armor
	fighter
	AA
	factory 
	Minor Port
	Major Port
	transport 
	destroyer
	cruiser
	H-carrier

	Quebec/LAB
	1
	1
	-
	1
	1
	1
	-
	1
	-
	1
	-
	1

	Newfoundland*
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Nova Scotia
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Baffin
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Ontario/HUD
	1
	-
	1
	-
	-
	-
	-
	-
	1
	-
	1
	-

	Alberta
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	British Columbia/NEP
	2
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-

	NW Territory
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-


	UK/Asian
CASH:

3 IPC minimum
	infantry
	artillery
	armor
	fighter
	Bomber
	AA
	factory 
	Minor Port
	Major Port
	transport 
	submarine 
	Destroyer
	cruiser
	H-carrier
	battleship

	India/SES
	2
	1
	-
	1
	-
	1
	1
	-
	1
	1
	-
	1
	1
	-
	-

	Ceylon*
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Pakistan
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Bangladesh
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Burma
	1
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Malaya/NIO
	1
	-
	-
	-
	-
	-
	-
	1
	-
	-
	1
	-
	-
	-
	-

	Hong Kong/SCS
	2
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-

	* Territory with a convoy route


6.1.2 INITIAL PLACEMENT & INCOME African & Australian (ALLIES)
	UK/African
CASH:

3 IPC minimum
	Infantry
	Artillery
	armor
	fighter
	AA
	factory 
	Major Port
	transport 
	submarine 
	destroyer
	cruiser

	S.Africa/PEI
	1
	-
	-
	-
	1
	1
	1
	-
	-
	-
	-

	S.Africa/WEI
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-

	Nigeria/ASC
	1
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-

	Gold Coast
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Rhodesia
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Kenya
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Uganda
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Sudan
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Trans-Jordan
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Egypt/EMD
	1
	1
	-
	1
	-
	-
	-
	1
	-
	-
	1

	El Alamein
	2
	
	1
	-
	-
	-
	-
	-
	-
	-
	-


	UK/Australian
CASH:

3 IPC minimum
	infantry
	Artillery
	armor
	fighter
	AA
	factory 
	Minor Port
	Major Port
	transport 
	submarine 
	destroyer

	NS.Wales/TAS
	1
	-
	1
	1
	1
	1
	-
	1
	1
	-
	1

	N.Zealand/NZS*
	1
	-
	-
	-
	-
	-
	1
	-
	-
	-
	1

	Queensland
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Solomon*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	N.Guinea*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	N.Territory
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	W.Australia
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	S.Australia
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Borneo/MAK*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-

	Brunei/SUL*
	1
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	* Territory with a convoy route.


6.1.3 Cash at Start, Production & Distribution of Income
The UK starts with 30 IPC in cash. UK production starts at 55 IPC. The United Kingdom is divided into regions. All regions receive at least 3 IPC from the income at the start of the UK turn. The remainder of the income can be distributed among the regions as the UK player wishes.
6.2
COUNTRY SPECIFIC RULES
6.2.1 Country Specific Units

Commando (see 1.1.2)

Ghurka (see 1.1.2)

6.2.2 Influence
Saudi Arabia: At the beginning of a UK turn in which Egypt is enemy held, the UK player may attempt to influence Saudi Arabia to join the UK. The UK player pays 1 IPC and rolls a die. On a 2 or less replace the neutral unit for a UK unit and add up the IPC value on the Income Track.
Poland: If West Poland is not conquered in Germany’s 1st turn it joins the UK. If East Poland is not conquered at the end of the 2nd turn it joins the UK. In these cases the English may immediately replace Polish units for English units and place an English marker.
6.2.3
D-Day Preparations
Every turn the UK player may perform D-Day preparations until the USA player performs D-Day Landings. The UK player may decide to not move certain units. At the end of the UK turn these units together with the units placed on or around Scotland and Great Britain must be indicated with a D-day units marker from the toolbar. In the USA turn, the USA player may use these marked units to perform D-Day Landings. The UK still rolls for these units. After every USA turn the D-day units markers are taken off the board. UK may perform D-Day preparations until D-Day Landings have taken place. For a description of D-Day Landings see 9.2.3.
6.2.4
Lend Lease
The UK may give a maximum of 2 IPC lend lease cash to France if a British territory borders a French territory. UK may give lend lease once per turn. France may immediately use the lend lease money for purchases. No Axis roll can be made to intercept the lend lease money.
6.3
DECLARATION OF WAR
Germany declares war: In turn 2 Hitler declares war against Poland. As a result Germany is at war with France and the UK.
6.3.1 War against neutrals

The UK may not attack neutrals in North or South America and Europe and colonies belonging to those neutrals. If the UK wants to declare war against a neutral it must ask permission from its parlament. To represent the parlaments permission roll 1D6. The outcome must be higher than the value of the neutral territory you attack. This roll is made in the political phase, before the CM. If you roll equal or less to that value, you’ll receive 5 IPC less at the end of your turn and the UK may never again attack that neutral (and colonies/regions) again. Place a UK may not and never again attack this neutral territory-marker from the toolbar.
6.3.2 War against Italy
Italy is neutral during the first impulse of Germany, but Mussolini (Italy player) may declare war against the UK & France at the start of the second impulse of Germany. A multinational force of Germans and Italians is also considered an act of war by UK & France. All other Italian declarations of war resemble Germany’s declarations of war. (see 3.3) If there is no Italian/German multinational force and Italy does not attack UK & France, Italy remains neutral and may not be attacked by the UK & France.
6.3.3 War against Japan

Japan may attack UK & France in any turn. UK may attack Japan starting turn 6. If Japan attacks France, Belgium/Netherlands or the USA, UK is at war with Japan immediately.
6.3.4
War against USSR (see 10.3.4)

UK may not attack USSR, unless attacked first or unless USSR attacks neutral Ireland.
6.4
MULTINATIONAL FORCES
UK units may always share sea zones and territories with (Free) French units and may attack and defend simultaneously. UK may never share sea zones and territories with USSR, KMT or CCP units. UK is not allowed to enter or fly over USSR, KMT or CCP territories. UK is allowed to share sea zones and territories Belgium/Netherlands & USA if at war with Japan and units may defend simultaneously. The only time UK and USA units may attack simultaneously is during D-day (see 9.2.3).
CHAPTER 7
FRANCE (ALLIED)
7.1 INITIAL PLACEMENT & INCOME

	FRANCE

CASH: 15 IPC PRODUCTION:22 IPC


	infantry
	artillery
	armor
	fighter
	AA
	factory 
	Minor Port
	Major Port
	transport 
	submarine 
	cruiser
	H-carrier
	battleship
	merchant

	France/BIB
	5
	2
	2
	1
	1
	1
	-
	1
	1
	1
	1
	-
	1
	1

	Vichy France/GOL
	2
	-
	-
	-
	-
	-
	-
	1
	1
	1
	1
	-
	-
	-

	CAT
	-
	-
	-
	1
	-
	-
	-
	-
	-
	1
	-
	1
	-
	-

	F.Guyana*
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Morocco
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Algeria
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Tunisia
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Syria
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	W.Africa
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	F.W.Africa
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	F.E.Africa
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Cameroon/ASC
	1
	1
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-

	Madagascar/MCH*
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	F.Indo China
	2
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Saigon
	1
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Line/SPO
	
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-

	* Territory with a convoy route.


7.2 COUNTRY SPECIFIC RULES

7.2.1 Country Specific Units

Légion Étrangère: (see 1.1.2)

7.2.2
Operation Dynamo

At the end of the first combat round in France in turn 2 only, the UK player may decide to go ahead with Operation Dynamo; Any French infantry that survives the first round of combat in France may be moved to the friendly territory Great Britain. If the UK player opts for Operation Dynamo, all remaining units defend their retreat. Operation Dynamo is not possible if the English Channel was enemy occupied at the start of the impulse.
7.3 DECLARATION OF WAR

France may not attack any neutrals. All other French declarations of war are identical to UK’s declarations of war. (see 6.3)

7.4 MULTINATIONAL FORCES

France multinational forces rules are identical to UK’s multinational forces rules. (see 6.4)

CHAPTER 8
BELGIUM/NETHERLANDS (NEUTRAL/ALLIES)

8.1 INITIAL PLACEMENT & INCOME

	Belgium & the

Netherlands

CASH: 4 IPC until at war

Production:

11 IPC
	infantry
	artillery
	armor
	AA
	factory 
	Minor Port
	transport 
	submarine 
	cruiser

	Netherlands Belgium/HOL
	1
	-
	1
	1
	1
	1
	-
	-
	-

	Belgian Congo
	1
	1
	-
	-
	-
	-
	-
	-
	-

	Sumatra/CIO*
	1
	-
	-
	-
	-
	1
	1
	-
	1

	Java/JAS*
	1
	-
	-
	-
	-
	-
	-
	-
	-

	Celebes/CES*
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Dutch New Guinea/BAN*
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Papua/BIS*
	1
	-
	-
	-
	-
	1
	-
	-
	-

	New Britain
	-
	-
	-
	-
	-
	-
	-
	-
	-

	* Territory with a convoy route.


8.2 COUNTRY SPECIFIC RULES

8.2.1 Country Specific Units

The Dutch fleet in Sumatra/CIO may move from the start of the game.

8.3 DECLARATION OF WAR

8.3.1 War against neutrals

Belgium/Netherlands are not allowed to attack neutrals.

8.3.2 War against Germany

Belgium/Netherlands may attack Germany if USA is at war with the Axis. Belgium/Netherlands may be attacked by Germany from the start of the game.

8.3.3 War against Japan

Belgium/Netherlands may attack Japan if USA is at war with the Axis.

Belgium/Netherlands may be attacked by Japan from the start of the game.

8.3.4
War against USSR (see 10.3.4)

Belgium/Netherlands may not declare war against USSR, unless attacked first.
8.4 MULTINATIONAL FORCES

Belgium/Netherlands starts the game being neutral. If Belgium/Netherlands is at war with an Axis power, it may share territories and sea zones with the other Allies. USSR, KMT & CCP territories are always off limit to Belgium/Netherlands units. Belgium/Netherlands may not share sea zones with USSR & CCP.
CHAPTER 9
UNITED STATES OF AMERICA (ALLIES)

9.1 INITIAL PLACEMENT & INCOME

	USA
CASH: 17 IPC

PRODUCTION: 30 IPC


	Infantry
	Artillery
	Armor
	Fighter
	Bomber
	AA
	Factory
	Major Port
	Minor Port
	Transport
	Submarine
	Destroyer
	Cruiser
	H-carrier
	Battleship
	Merchant

	N.E.USA/UEC
	1
	-
	1
	1
	1
	1
	1
	1
	-
	2
	-
	-
	1
	-
	1
	-

	S.E.USA
	1
	-
	-
	-
	-
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	C.E.USA
	
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	West Indies*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Panama/WIS
	
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-

	Panama/GLP*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	1
	-
	1
	-
	-
	-

	Manila/PHS*
	1
	-
	-
	-
	-
	-
	-
	-
	1
	-
	1
	-
	-
	-
	-
	-

	Mindanao/SPS*
	2
	-
	-
	1
	-
	-
	-
	-
	1
	1
	-
	-
	-
	-
	-
	-

	Wake*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Midway*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Gilbert*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	1
	1
	-
	-
	-
	-
	-

	Johnston*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	CPA
	
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-
	1
	-
	1
	-
	-

	Hawaï/HIS*
	2
	-
	-
	1
	1
	-
	-
	1
	-
	1
	-
	-
	1
	-
	2
	-

	Alaska
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	N.W.USA
	1
	-
	-
	-
	-
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	W.USA/UWC
	1
	1
	1
	1/2
	1
	1
	1
	1
	-
	1
	1
	-
	1
	1
	-
	1

	* Territory with a convoy route.


9.2 COUNTRY SPECIFIC RULES

9.2.1 Country Specific Units

Marines: (see 1.1.1)

Armoured Infantry: (see 1.1.2)
Liberty Ship: (see 9.2.4)
US fighter in Szechwan: The fighter in Szechwan (KMT) is a US unit. It may be replaced by another US fighter if destroyed. It fights on the side of KMT, but only against Japanese units and must always land in China.

9.2.2 Influence

The USA may influence all neutrals on the continents of North and South America, Iceland (and Greenland if Denmark is German occupied).

Influence of Neutrals: In the Political Phase the USA decides which countries are to be influenced. The USA pays double the IPC-value of the territory it wants to influence and rolls 1D6 per territory. If the roll is equal or less than the value of the territory, the country adds its IPC to the USA and neutral units are replaced for USA units.
Chile & Argentina: The German player waits until the USA attempts Economic Conquest of Chile or Argentina and pays any number of IPC to the bank. The USA must then match the additional IPC or give up the attempt, in which case all the money from both sides is forfeited to the bank. If the German player decides not to attempt influence the USA may go ahead and make a normal influence roll and not risk losing Argentina or Chile to the Germans. (Example: Chile is worth 2 IPCs. The USA must pay 4 IPCs for the attempt. The German player decides he will spend 2 IPCs and pays the bank. The USA must now pay an additional 2 IPCs or give up the attempt. It the USA pays the 2 IPCs he may then precede with the attempt, but with a greater risk. On a roll of 1 or 2 the attempt is successful and the USA adds Chile to his territories, however on a roll of 6 Chile joins Germany.)
9.2.3
D-Day Landings
In the combat movement phase the USA player may perform one attack with all UK units marked with D-Day units markers against one of the following German occupied territories: France, Belgium/Netherlands, West Germany or Denmark. The D-Day landings take place only once per game. The USA may support such an attack with USA units. It is the only time in the game that a multinational attack of UK & USA is allowed. French units do not take part in the D-Day Landings.
9.2.4
Liberty Ship: The USA must build 2 liberty ship per turn for the cost of 6 IPC per piece starting turn 3 as long as Roosevelt is alive. Roosevelt lives in North Eastern US. Liberty ship are placed in a US port and don’t count towards the port its production limit. Liberty ship have no attack or defence value. Liberty ship have a movement of 2 in non combat movement only. Liberty ship can only move if accompanied by a cruiser, destroyer, battleship or aircraft carrier. Liberty ship may not be used as casualties in a naval battle. Use the (KMT) empty marker (between the US marines and SS Panzer in the toolbar) to represent liberty ship. If a fleet containing liberty ship is attacked and all defending naval units are destroyed, the liberty ship are destroyed too. If liberty ship without any other naval units are attacked, the liberty ship are destroyed without any defensive roll. Liberty ship have no zone of control. A neutral USA can only declare war over attacked liberty ship if these ship were bordering a US coastal area. If the USA manages to get a liberty ship in a sea zone bordering a friendly UK capitol, the USA player may decide to take the liberty ship off the board and the region owning the UK capitol then receives 6 IPC from the bank. If the USA manages to get a liberty ship in a sea zone bordering a friendly USSR coastal area, the USA player may decide to take the liberty ship off the board and the USSR player then receives 6 IPC from the bank. Liberty ship may only be sent to countries that are at war with an Axis player.
9.3
DECLARATION OF WAR

The USA is neutral at the beginning of the game. 
9.3.1 War against neutrals

The USA may not attack any neutral.
9.3.2
War against Axis

The USA may declare war against any Axis player starting turn 6. The USA will be at war with all Axis immediately when USA is attacked (exception: liberty ship & the Szechuan fighter) or when the territory Great Britain falls to an Axis player. The USA will be at war with all Axis immediately if Japan attacks Belgium/Netherlands, France and/or UK.

9.3.3
War against USSR & CCP

The USA can not declare war against USSR & CCP, unless attacked first (exception: Szechuan fighter). USA may declare war against USSR or CCP if either or both attack any neutrals in North or South America. (see 10.3.4)

CHAPTER 10
USSR (COMINTERN)

10.1
INITIAL PLACEMENT & INCOME

	USSR
 CASH: 15 IPC

PRODUCTION:     

40 IPC
	Infantry
	Artillery
	Armor
	Fighter
	AA
	factory
	Minor port
	Transport
	Submarine
	cruiser

	Moscow
	2
	-
	1
	1
	1
	1
	-
	-
	-
	-

	Leningrad/NBA
	1
	-
	-
	1
	1
	1
	1
	-
	-
	-

	Karelia/WHI
	1
	-
	-
	-
	-
	-
	1
	1
	1
	-

	Archangel
	1
	-
	1
	-
	-
	-
	-
	-
	-
	-

	Smolensk
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Belorussia
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Ukraine
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Caucasus
	1
	-
	-
	-
	1
	1
	1
	1
	-
	1

	Volgarod
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-

	Uzbek
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	E.Kazakh
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Kansk
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Irkutsk
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Vladivostok
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Sichote-Alin
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Soviet Far East
	2
	1
	1
	1
	1
	1
	1
	1
	-
	1


10.2 COUNTRY SPECIFIC RULES
10.2.1 Country Specific Units

Russian Guards: (see 1.1.2)

Partisans: (see 1.1.4)
10.3
DECLARATION OF WAR
USSR is neutral at the beginning of the game.
10.3.1 War against neutrals
USSR may attack any neutral it wants, but risks war with the USA if it attacks any neutral in North or South America. (see 9.3.3)
10.3.2 War against Germany (see 3.3.3)
10.3.3
War against Japan (see 5.3.3)
10.3.4
War against Allies

USSR may attack UK, France, Belgium/Netherlands and/or USA, but will be at war with all of them.

10,3,5
War against KMT

USSR may not attack KMT territories. Instead USSR may give aid to CCP in their war against KMT. (see 12.2.2)
	KUOMINTANG
CASH: 14 IPC PRODUCTION:     14 IPC
	Civil War
	Infantry
	Artillery
	AA
	Factory
	Fighter
	Kuomintang: Chinese Nationalist Party or KMT. KMT and USA are played simultaneously by the US player. The fighter in Szechwan is an American unit, that fights alongside KMT.

	Chungking
	
	3
	-
	1
	1
	-
	

	Kwangsi
	
	4
	1
	-
	-
	-
	

	Shantung
	
	3
	-
	-
	-
	-
	

	Szechwan
	
	3
	-
	1
	-
	1
	<- Fighter is a USA unit.

	Kwangtung
	
	3
	1
	-
	-
	-
	

	Tsinghai
	
	2
	-
	-
	-
	-
	

	Northern China
	
	1
	-
	-
	-
	-
	

	Singkiang
	
	1
	-
	-
	-
	-
	

	Manchuria
	X
	4
	2
	-
	Manchuria, Hopei, Inner Mongolia, Anhwe & Suiyuan are in a state of civil war. There is civil war in a Chinese territory if both KMT and CCP have an equal amount of units in the territory.

	Hopei
	X
	2
	-
	1
	

	Inner Mongolia
	X
	3
	1
	-
	

	Anhwe
	X
	2
	1
	-
	

	Suiyuan
	X
	3
	-
	-
	


CHAPTER 11 KUOMINTANG (ALLIES)
11.1 INITIAL PLACEMENT & INCOME
11.2 COUNTRY SPECIFIC RULES

11.2.1 Civil War

CCP and KMT are enemies. However they may share territories. Control over a territory goes to the Chinese player who has the most units in the disputed territory. If both sides have an equal amount of units in a territory none of the players can claim control, nor receive income from it. Structures, mines and AA do not count towards the total of units.

11.3 DECLARATION OF WAR
11.3.1 War against CCP

KMT and CCP start the game by being at war with eachother. KMT units that share the same territory with CCP units may not attack CCP units in a different territory. If they engage CCP units, they have to fight the CCP units they share the territory with. KMT units from different territories may join such an attack as long as there are no CCP units in the territory they come from or in the territory they blitz through in case of armor. KMT & CCP block each other’s railroad. If KMT retreats all units must stay in the embattled territory. KMT may non combat units into territories containing CCP units as long as at least one KMT unit is present. KMT can attack a territory that is under complete control of CCP. The KMT player may decide not to attack CCP units in the same territory. KMT may non combat units out of a territory containing CCP units.
11.3.2 War against Japan

KMT and Japan start the game by being at war with eachother. KMT units that share the same territory with CCP units are free to attack Japanese units or blitz through territories containing CCP units to join an attack on the Japanese.
11.3.3 War against Neutrals: KMT may not attack neutrals.
11.3.4
War against USSR: KMT may not attack USSR unless attacked first.
CHAPTER 12
CCP (COMINTERN)
12.1 INITIAL PLACEMENT & INCOME

	CHINESE COMMUNIST PARTY

CASH: 0 IPC

PRODUCTION:

0 IPC


	Civil War
	Infantry
	Chinese Communist Party: CCP in short. CCP and USSR are played simultaneously by the USSR player. USSR may not attack Chinese territories. CCP receives 2 infantry in the placement phase and receives cash from production. Placement of CCP infantry/units only in territories containing CCP units/IC.

	Manchuria
	X
	2
	Hopei, Inner Mongolia, Anhwe & Suiyuan are in a state of civil war. 

	Hopei
	X
	3
	

	Inner Mongolia
	X
	4
	

	Anhwe
	X
	3
	

	Suiyuan
	X
	3
	


Besides the 2 infantry that CCP receives regardless cash, other units may be purchased from cash generated from possible production. Placement restrictions per value of the territory/capacity of the IC. Placement should always occur in territories that contained CCP units at the start of your turn.
12.2 COUNTRY SPECIFIC RULES

12.2.1 Civil War (see 11.2.1)
12.2.2 USSR Aid

USSR infantry type units are never allowed to enter CCP territories. Starting turn 6 USSR may enter territories under complete CCP control with its units. At the end of the USSR/CCP turn the USSR player must swap USSR units in CCP territories for CCP units. CCP may use these formerly USSR units as his own starting the next turn.
12.3
DECLARATION OF WAR
12.3.1
War against neutrals

CCP may not attack any neutrals, with the exception of Tibet, Vichy French Indo China & Vichy Saigon.

12.3.2 War against KMT (see 11.3.1)

KMT and CCP start the game by being at war with eachother. CCP units may enter KMT territories in the combat movement phase, but do not necessarily have to engage in combat. CCP may only non combat units into territories already containing CCP units. 

12.3.3
War against Germany & Italy
CCP can only be at war with Germany & Italy if it is attacked first by one of them.

12.3.4
War against Japan

CCP and Japan start the game by being at war with eachother. CCP units that share the same territory with CCP units are free to attack Japanese units or blitz through territories containing KMT units to join an attack on the Japanese.

12.3.5 War against Allies
CCP may attack UK, France, Belgium/Netherlands and/or USA, but will be at war with all of them.
13 NEUTRALS & TERRITORY SPECIFIC RULES
13.1
INITIAL PLACEMENT NEUTRALS
	NEUTRALS

INITIAL PLACEMENT
	Infantry
	Artillery
	Armor
	Fighter
	AA
	Factory
	Major Port
	Minor Port
	Transport
	Submarine
	Destroyer
	Cruiser

	W.Poland
E.Poland
	4
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Denmark

Greenland/DEN*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Sweden
	4
	-
	1
	1
	1
	1
	-
	-
	-
	-
	-
	-

	Norway/NCO
	2
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-
	-

	Baltic States
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Bessarabia
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Switzerland
	4
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-

	Yugoslavia
	4
	-
	-
	1
	-
	-
	-
	-
	-
	-
	-
	-

	Spain/EOG

-Rio de Oro

-Canarish Isl
	3
	1
	1
	1
	1
	1
	-
	1
	1
	1
	-
	-

	
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	Greece
	2
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Iceland/ICE*
	1
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	Ireland/ATL*
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Portugal/EAT

- Azores

- Cape Verde

- Angola

- Mozambique
	1
	-
	-
	-
	-
	-
	-
	1
	-
	1
	-
	-

	
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	
	-
	-
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Ethiopia
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Liberia
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	W.Turkey/AEG
E.Turkey
	3
	-
	1
	1
	1
	1
	-
	1
	1
	-
	1
	-

	
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Iraq
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Iran
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	S.Arabia/GOP
	1
	1
	-
	-
	-
	-
	-
	1
	-
	-
	-
	-

	Aden
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Oman
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Afghanistan
	3
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Nepal
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Tibet
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	W.Mongolia

E.Mongolia
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Mexico
	2
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	C.America
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Colombia
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Venezuela
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Peru
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Bolivia
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Brazil/RDJ
	3
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Chile
	2
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Argentina
	3
	1
	-
	-
	1
	1
	-
	1
	1
	-
	-
	1

	* Territory with a convoy route.


13.2 TERRITORY SPECIFIC RULES

13.2.1
Treatment of Vichy Territories

Germany and Japan may not reinforce or build in Vichy territories. If an Axis player attacks a Vichy territory or fleet, all other Vichy territories and units will resort to Free French immediately. Axis players may blitz through Vichy territories, but may not retreat to or end their movement in a Vichy territory. If a Vichy fleet exists and the territory the fleet belongs to is attacked by sea the fleet will fight the attacking fleet.

If a Vichy territory is liberated by an Allied player and Vichy naval units are present, these navel units resort to Free French. Vichy fleet never blocks a sea zone unless attacked. Vichy units never move. If an Allied/USSR player fails the attack on a Vichy territory, the territory and a possible fleet stay Vichy. If France is liberated all Vichy territories and units resort to Free French. The USSR player never liberates a territory for the Allies. USSR may keep whatever it captures.
13.2.2
Switzerland: When invading Switzerland the attacking player must pay the bank 10 IPC. All Swiss infantry defend on a 3 or less. If an attack on Switzerland fails, Switzerland stays neutral. The attacking player has to pay 10 IPC to the bank for every next attempt to capture Switzerland, which immediately receives its neutral initial placement.
13.2.3 West and East Poland: 

If West Poland is not captured by Germany before the UK turn in round 2, it joins UK in the political phase. A USSR attack on West Poland is a declaration of war against Germany. A German attack on East Poland is a declaration of war against USSR. If East Poland is not captured by USSR before the UK turn in round 3, it joins UK in the political phase. 
13.2.4
Mongolia: Japan and USSR may fight over control of Eastern and Western Mongolia without a declaration of war.
13.2.5
Spain: As soon as Germany is at war with USSR, neutral Spain provides Germany with one extra infantry per turn. This Spanish Blue Division (SBD/anti-communist-infantry-division) may be placed in the political phase to boost German defences against the communist threat and must be placed in a territory bordering a USSR territory. SBD attack and defend normally. Use German infantry to represent the SBD. If Spain falls, all SBD are taken off the board immediately.
13.2.6
Neutrals with  Colonies

Portugal and Spain have colonies.

If Spain or Portugal is attacked by an Allied player, its colonies will join Germany. 

If Spain or Portugal is attacked by an Axis player and the attack fails, the Spanish or Portugese colonies will join the UK.

If Spain or Portugal is attacked by an Axis player and the attack succeeds, the Spanish or Portugese colonies declare independence.
13.2.7
Territories and Islands without an IPC value
Apply the following rules:
1. Aircraft take off from these territories without a movement point.

2. Aircraft land on these territories without a movement point.
13.3
CANALS & STRAITS
Naval units are only allowed to pass through a canal or strait if the owning player gives permission.

13.3.1
Suez Canal: Connects the Eastern Mediterranean with the Red Sea. If a player owns Egypt at the beginning of his turn, he may move his naval units through the Suez Canal and allow or deny others to do the same.
13.3.2
Panama Canal: Connects the West Panama Sea Zone with the Winward Islands Sea Zone. If a player owns Panama, he may move his naval units through the Panama Canal and may allow or deny others to do the same. 
13.3.3
Bosporus Strait: Connects the Aegean Sea with the Black Sea. If a player owns Western Turkey, he may move his naval units through the Bosporus Strait and may allow or deny others to do the same.
13.4
GEOGRAPHY
13.4.1
Deserts

Deserts are impassable for all units but légion étrangère. See Heavy Infantry rules for details. Sahara, Out Back & Gobi are deserts.

13.4.2 Mountains

Mountains are impassable for all units but infantry type units and aircraft during CM. In NCM all units may pass a mountain, but must end their movement after passing the mountain. Anden, Alpen, Caucasus Mountains, Ural Mountains, Sajan, Hindukusch, Himalayas & Rocky Mountains are mountains.

13.4.3 Rivers

Rivers are passable for all units. If land units attack a territory after passing a river, this attack is considered an amphibious attack. You can not retreat your land units from such an attack. Your units can not blitz after passing a river. Land units must end their movement in NCM if they pass a river. St. Lawrence River, Five Big Seas, Rhein, Donau, Weichel, Niger, Nil, Congo river, Don, Volga, Lena, Kolyma, Amur, Huang-He, Hangshuiho, Ganges, & Saluen are rivers
13.5 MERCHANT MARINE
A Merchant Marine has no defensive value, but can be used to satisfy a loss. It has a transport capacity of 2 infantry type units in non combat movement, but moves only 1 sea zone per turn and has to end its movement bordering a friendly land territory. Merchant Marines cost 4 IPC.
CHAPTER 14
EVENT TABLES (OPTIONAL RULE)
Roll 1D20 in the beginning of your turn. Execute that rule if applicable.

EVENT TABLE

	Roll 
	EVENTS TABLE GERMANY
	How it works:

	1
	Sabotage
	Partisans sabotage railroad. No railroad this turn.

	2
	Fire Bombing
	Fire bombing of Hamburg costs you 2 IPC.

	3
	Concentration Camps
	Deportation costs you 6 IPC, unless Hitler is dead.

	4
	Atlantic Wall
	Receive a sub pen in friendly France or friendly Norway.

	5
	Finland
	You may build in Axis Finland.

	6
	Neutral Spain
	Roll 1D4. On a roll of 1 neutral Spain and colonies join the Axis.

	7
	Neutral Spain Embargo
	Franco can not offer you an extra infantry this turn.

	8
	Milice
	Receive one Vichy infantry (unmoveable) in Vichy France.

	9
	Shelling
	All your artillery may fire once at a bordering territory of a player you are at war with, before combat movement.

	10
	Implementation of Total War
	Children and women are employed. Represent this by 1 infantry on Germany for free.

	11
	Principle of Collaboration
	Roll 1D4. On a roll of 1 Axis may replace Vichy units for its own and use them immediately.

	12
	Werwolf
	Up to 2 infantry this turn cost you 2 IPC per infantry.

	13
	Gestapo
	The Gestapo discovers an undercover operation. The UK loses 2 IPC cash.

	14
	Schutzstaffeln
	1D6. 3 or less: your SS units attack on a +1 this turn.

	15
	Volkssturm
	Up to 3 infantry this turn cost you 2 IPC per infantry.

	16
	Neutral Switzerland
	The penalty for invading Switzerland is 5 IPC for this turn only.

	17
	Neutral Chile
	Pay 5 IPC. You may make an influence roll. 2 or less is German, 6 is USA. 

	18
	Neutral Argentina
	Pay 5 IPC. You may make an influence roll. 2 or less is German, 6 is USA

	19
	Rommel in Africa
	Receive an armor unit in Libya if you control Libya.

	20
	Hitler’s order
	This turn your units may not retreat from a battle, unless Hitler is dead.


Roll a 1D20 for the event table at the start of your turn. Apply the rule if applicable.

	Roll
	EVENTS TABLE 

UK & France
	How it works:

	1
	Sabotage
	Partisans sabotage railroad. No railroad this turn.

	2
	Fire Bombing
	Fire bombing of London costs the UK player 2 IPC.

	3
	IRA Bombing
	IRA bombing costs the UK player 6 IPC. If (North) Ireland is Axis occupied disregard this rule.

	4
	Italian Navy
	An attack on the Italian navy makes your attacking units hit on a +1 for the first round of combat only.

	5
	Azores
	Neutral Portugal allows you the use of the Azores. Place a UK marker.

	6
	RAF Fighter Control System
	For the rest of the game Allied AA and Fighters in Great Britain defend on a +1. Reroll if you already rolled this rule.

	7
	Colonial Defence
	All UK territories that have no IPC value receive 1 infantry.

	8
	French Volunteer Legion
	De Gaulle forms FVL. Receive 1 French infantry in the UK.

	9
	Montgomery in Africa
	Receive 2 infantry in Kenya if Kenya is UK held.

	10
	Local Defence Volunteers
	Up to 3 infantry build in the UK this turn cost you 2 IPC per infantry.

	11
	Nepal
	If Nepal is neutral, receive 1 Ghurka in an Asian UK territory.

	12
	Technology
	A technology roll costs you half the IPC’s. (round up)

	13
	Disease
	Lose 1 infantry in Asia.

	14
	POW
	If at war with Japan 1 infantry bordering a Japanese territory is ambushed during a Japanese patrol and taken off the board.

	15
	Queen’s Own Rifles
	Place 1 heavy infantry in Quebec. (represent QOR by commando)

	16
	Légion Étrangère
	Place 1 heavy infantry in French Indo China (Vichy or Free French)

	17
	Market Garden
	If you attack occupied Belgium/Netherlands the Axis units there defend on a -1 for the first round of combat only with a minimum of 1.

	18
	Clear Weather
	Clear weather makes all sub detections succesfull on a 5 or less.

	19
	Fighter Production
	If you build a fighter on Great Britain this turn it costs you 8 IPC.

	20
	Bad Weather
	This turn you can not prepare for D-day.


	Roll
	EVENTS TABLE JAPAN
	How it works:

	1
	Sabotage
	Due to sabotage actions by partisans no railroad is possible this turn.

	2
	Fire Bombing
	Fire bombing of Tokyo costs you 2 IPC.

	3
	Burma Thai Railway
	If at war with UK your railroad is doubled this turn.

	4
	Tokyo Express
	This turn your cruisers can transport 1 infantry but if they do may not perform shore bombardment

	5
	Bataan Death March
	If the Philippines are Japanese occupied pay 6 IPC for camps.

	6
	Thailand
	You may build in neutral Thailand this turn.

	7
	Minor Port
	Build a minor port on a land/sea border of your choice.

	8
	Pacific Defences
	All your territories that have no IPC value receive 1 infantry.

	9
	Shelling
	All your artillery may fire once at a bordering territory.

	10
	Collaboration
	One UK infantry on the Asian mainland collaborates with the Japanese. This infantry must be in a territory adjacent to a Japanese territory and go there.

	11
	
	

	12
	Kamikaze
	One kamikaze attack may be done for free. This attack hits on a 2 or less and affects no Japanese air units on the board.

	13
	Manchurian Production
	Receive one AA gun in Manchuria if Japanese held.

	14
	Manchurian Production
	Receive one artillery unit in Manchuria if Japanese held.

	15
	Manchurian Production
	Receive an armor in Manchuria if Japanese held.

	16
	Pearl Harbour
	If you attack a neutral USA this turn, all US naval units in or adjacent to Midway- Hawaii- and Philippines Sea Zones defend at 1 less with a minimum of 1. If you are already at war with the USA disregard this rule. 

	17
	
	

	18
	
	

	19
	
	

	20
	
	


	Roll
	EVENTS TABLE USSR
	How it works:

	1
	Sabotage
	Partisans sabotage railroad. No railroad this turn.

	2
	USSR the Aggressor
	This rule may only apply in turn 3 or 4. USSR is ready for the invasion of Germany. USSR may attack Germany/Romania without further restrictions. USSR is not limited to one counter attack. 

	3
	The Patriotic War
	In one territory your infantry attack on a +1 against the Germans this turn.

	4
	Operation Barbarossa
	Remove two USSR tanks of your choice. If this rule has already been used or if you are neutral with Germany this rule is disregarded.

	5
	Battle of Kursk
	In an attack against a German occupied originally USSR territory remove 2 German armor units immediately. If this rule has already been used it is disregarded.

	6
	Universal Labour Conscription
	Receive 2 IPC extra due to extra labour.

	7
	Artillery
	Receive an artillery in a territory of your choice.

	8
	Camps
	Deportation costs you 5 IPC.

	9
	Shelling
	All your artillery may fire once at a bordering territory.

	10
	Siege of Leningrad
	If at war with Germany, lose up to 2 infantry in Karelia.

	11
	Conscription
	Receive one infantry in unoccupied Soviet Far East and Orel.

	12
	Georgia Oil Fields
	USSR armor & artillery units have a movement of +1 this turn.

	13
	Georgia Oil Fields
	If Georgia is friendly, receive 4 IPC cash.

	14
	6th Army Surrenders
	Choose an originally USSR territory east of Moscow that is under German control and attack it this turn. All defending German units that roll a 6 surrender and are taken off the board before the casualties are designated. Disregard if used.

	15
	
	

	16
	
	

	17
	Battle of Stalingrad
	If Georgia is under German control and USSR attacks Georgia this turn, all USSR hits count double in Georgia. The battle of Stalingrad is fought only once in the entire game. If this rule has already been used it is disregarded. 

	18
	
	

	19
	
	

	20
	
	


	Roll
	EVENTS TABLE

USA & China
	How it works:

	1
	Burma Road
	Receive an AA gun in Chungking if KMT held.

	2
	Fire Bombing
	Fire bombing of Chungking costs KMT 2 IPC.

	3
	Burma Road
	Receive one armor unit in Chungking if KMT held.

	4
	Camps
	All Axis civilians in the USA are put in camps. This costs the USA 6 IPC.

	5
	Burma Road
	Receive an artillery unit in Chungking if KMT held.

	6
	Nationalists & Communists
	1 KMT infantry is lost due to fights between nationalists and communists in China.

	7
	Flying Tigers
	USA may place a KMT fighter in Chungking if it pays 10 IPC to the bank.

	8
	Shelling
	All your artillery may fire once at a bordering territory.

	9
	Neutral Chile
	No Axis intervention for Chile this turn.

	10
	Neutral Argentina
	No Axis intervention for Argentina this turn.

	11
	D-Day Rangers
	If UK made D-day preparations and you decide on a combined attack on France, all your infantry that attack amphibiously attack on a +1. If supported by an artillery this +1 bonus is disregarded.

	12
	
	

	13
	
	

	14
	
	

	15
	
	

	16
	
	

	17
	
	

	18
	
	

	19
	D-Day
	“High winds on the drop zone. No jump today!” The D-Day operations are cancelled due to bad weather.


CHAPTER 15

TECH TABLE (OPTIONAL RULE)
	Tech

Type

	Tech
Roll
	Tech
Development
	How it works:
	G

E

R

M

A

N

Y
	U

K
	J

A

P

A

N
	R

U

S

S

I

A
	U

S

A

	1. AIR

1 die = 14 IPC
	1-2
	Long Range Bombers
	Bomber movement +2.
	
	
	
	
	

	
	3
	Heavy Bombers
	Bombers attack with 2D6.
	
	
	
	
	

	
	4-5
	Long Range Fighters
	Fighter movement +2.
	
	
	
	
	

	
	6
	Jet Power
	Fighters attack and defend on a +1.
	
	
	
	
	

	2. AIR DEFENCE

1 die = 10 IPC
	1-3
	Heavy Anti Air Gun
	Anti Air Guns defend on a +1.
	
	
	
	
	

	
	4-6
	Industrial Decentralization
	Per enemy SBR-die subtract 2 IPC from the outcome.
	
	
	
	
	

	3 LOGISTICS

1 die = 10 IPC
	1
	Trucks
	Infantry has a movement of +1 in non combat only.
	
	
	
	
	

	
	2-3
	Improved Transport
	Transports can carry one additional infantry.
	
	
	
	
	

	
	4-5
	Transport Bombers
	Bombers can move 2 infantry units in Non Combat Movement.
	
	
	
	
	

	
	6
	Improved Rail
	Rail Capacity doubled.
	
	
	
	
	

	4. NAVAL ATTACK

1 die = 8 IPC
	1-3
	Wolf Packs
	Subs attack on a +1 if more than one sub attack in the same battle.
	
	
	
	
	

	
	4-6
	Intelligence
	Allows Shore Bombardment after a naval battle or without an amphibious attack.
	
	
	
	
	

	5. INDUSTRIAL

1 die = 7 IPC
	1-3
	Industrial Technology
	All air and naval units cost 1 IPC less.
	
	
	
	
	

	
	4-6
	V2 Rockets
	One free rocket attack per turn against an enemy factory from one of your AA guns, range 3.
	
	
	
	
	

	6. MISCELANEOUS

1 die = 9 IPC
	1-2
	Heavy Anti Tank
	Anti Tank Guns defend on a +1.
	
	
	
	
	

	
	3-4
	Long Range Artillery
	Artillery has a movement of +1.
	
	
	
	
	

	
	5
	Combined Arms
	Re-roll all infantry rolls in one round of combat per turn.
	
	
	
	
	

	
	6
	Espionage *
	Roll one die in a tech type of your choice and gain the technology rolled.
	
	
	
	
	


How it works: Roll one die per turn after the event table roll and decide if you want to roll for that tech type. If you decide to roll pay the requested amount of IPC to the bank and roll 1 die (you can’t buy more than one). The next roll you make decides what tech you have developed. Example: Germany rolls a 6 on the tech type table. Germany decides to pay 9 IPC to the bank and rolls another die. A 2 is rolled. From now on every German Anti Tank Gun defends on a +1. Germany is then marked for having Heavy Anti Tank (* Espionage is never marked). If a tech is rolled again keep rolling within the tech development until you roll for a tech you not yet have. 
CHAPTER 16
LEADERS (OPTIONAL RULE)
4.1
FACES OF GLOBAL WAR POLITICAL LEADERS 
Political leaders do not absorb hits and have no attack or defence value. 

Instead they are captured when the territory they are in is captured.
4.1.1
Hitler
Hitler starts in Germany. Starting turn 2 the German player must make one roll per turn on the Hitler Table, until Hitler is killed or captured. The roll must be made in the Political Phase. No more rolls can be made when Hitler is killed. Roll 1D6. On a roll of 2 to 6, you must roll again in the next turn.

1 On a roll of 1 Hitler dies in a beer hall bombing in Munich. Place a German marker in the Hitler Assassination Box and receive 5 IPC per turn. Do not roll on this table again.

2 On a roll of 2 Rommel (if alive) is forced to kill himself.
3 On a roll of 3 Germany may not retreat in Europe this turn.

4 On a roll of 4 the Gestapo arrests the assassins planning an attempt. 

5 On a roll of 5 Germany may not retreat in Africa this turn.
6 On a roll of 6 an assasination attempt fails. Lose 5 IPC to the bank.
4.1.4
Hirohito

Hirohito lives in Japan and is captured if Japan falls. Hirohito was considered a descendent from God. As long as Hirohito is the Tenno Heika (son of heaven), Japan may ‘Hirohito’-kamikaze every enemy naval unit that enters the Eastern or Western Japan Sea Zone in the enemy’s combat movement phase. Japan may use one ‘Hirohito’-kamikaze per naval unit. Japan may use all its aircraft to inflict as much damage as possible. If an amphibious attack is part of the combat movement into the Japanese Sea Zone the ‘Hirohito’-kamikaze attack is considered a naval battle. After rolling for ‘Hirohito’-kamikaze shore bombardment can not take place (unless the attacker has Intelligence Technology). Unloading transports that are hit by ‘Hirohito’-kamikaze are lost with their amphibious cargo before reaching Japanese shores.

4.1.6
Roosevelt

"Admiral, I think this ship will do us very well. She'll carry a good load. She isn't much to look at, though, is she? A real ugly duckling." Roosevelt’s comments on the liberty ship. 
4.1.5
Stalin

Stalin lives in Moscow and is killed if Moscow falls.
Stalin’s Xenophobia Rule
Allied air units may not fly over USSR territories. The Allies may liberate originally USSR territories, but the liberation force is taken off the board in the political phase of the USSR player. Infantry are interned and for each armor or artillery the USSR gets 2 IPC from the bank.
Collapse of Comintern
If Stalin is killed the USSR factories may not be moved or destroyed anymore and infantry costs 3 IPC. With Stalin dead disregard Stalin’s Xenophobia Rule. Liberation forces may stay in the liberated territory, but may not move to other USSR territories. Allied aircraft may fly over and land in USSR territories.
4.2
FACES OF GLOBAL WAR MILITARY LEADERS
Military leaders can absorb hits, but may not be the target of a TBR.
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4.2.1
Rommel
One armor unit that starts in West Germany in the initial placement is replaced by Rommel. Rommel represents an armor unit that attacks on a +1. If Rommel is killed it should be obvious that he can’t be ‘rebuilt’. Rommel can also be eliminated by a 2 on the Hitler roll. See 4.1.1.
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4.2.2
Montgomery

Starting turn 3 once per game you may replace one infantry in Africa for Montgomery. Montgomery represents an infantry unit that attacks on a +1. Montgomery can’t be ‘rebuilt’ if killed. 
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4.2.3
Nagumo

The Aircraft Carrier that starts in the Bonin Island Sea Zone has Nagumo on board and attacks on a +1. If it is destroyed, Nagumo is killed too. Nagumo can’t be ‘rebuilt’.

[image: image10.png]


4.2.4
Zhukov
The armor unit that starts in Soviet Far East in the initial placement is replaced by Zhukov. Zhukov represents an armor unit that attacks and defends on a +1.
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4.2.5
Patton

The armor unit that starts in the Eastern United States in the initial placement is replaced by Patton. Patton represents an armor unit that attacks on a +1 and may blitz after crossing a river.
Keep track of the military leaders by stating in the log where they are.

CHAPTER 17

ATOMIC BOMB (OPTIONAL RULE)
15.1
Atomic Bomb Technology
The Atomic Bomb is an optional rule. It is a technology that is automatically gained if a player obtains both Long Range Bombers and Transport Bombers technologies.

15.2 Manhattan Project

Once the Atomic Bomb Technology is gained, you have to build the bombs. One atomic bomb costs 20 IPC. It can only be placed on your Capitol.

15.3 Dropping the Atomic Bomb

Once you built the atomic bomb it can be dropped in a future turn. A bomber must carry the atomic bomb and both must initially start from your capitol. If an atomic bomb is dropped by a player it should be the first attack in the combat round phase. Start with AA fire. If AA misses, the bomber can drop its deadly cargo. Atomic Bombs can only be dropped on territories.
15.4 The Explosion

If an Atomic bomb is dropped succesfully, the attacking player rolls 1D6. The IPC value of the attacked territory is permanently reduced by the outcome to a minimum of 0 IPC. You may also destroy a structure and two land units of your choice in the attacked territory.
LITTLE BOY AND FAT MAN
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On August 6 1945 the first (uranium) atomic bomb named ‘Little Boy’ was dropped on Hiroshima from the superfortress Enola Gay. Just 25 minutes before a reconnaisence superfortress had set off the alarm. People were just coming out of the shelters thinking it was yet another false alarm. On impact over 75.000 people died in a blast that reached 4.000°C. The whole city was destroyed and ten thousands of people were wounded. Raindrops black with ash and radioactive material dropped from the sky, minutes after the explosion. Three days later the second (plutonium) atomic bomb named ‘Fat Man’ was dropped on Nagasaki, killing about 40.000 and wounding another 25.000. Soon after the second bomb Japan capitulated and World War II came to an end. Long after the war people died of the concequences of the radiation.
THE END

COST TABLE
COST TABLE
	UNIT
	Germany
	UK English
	UK Canadians
	UK Africans
	UK Asian
	UK Australian
	France
	Belgium/Netherlands
	Japan
	USSR
	CCP
	USA
	KMT
	Neutrals

	Infantry
	3
	3
	4
	3
	3
	3
	3
	3
	3
	2
	2
	4
	2
	3

	Heavy Infantry
	4
	4
	-
	-
	4
	-
	5
	-
	4
	3
	-
	5
	-
	-

	Paratroopers
	4
	4
	5
	4
	4
	4
	4
	4
	4
	3
	4
	5
	4
	-

	Partisans
	-
	-
	-
	-
	-
	-
	2
	-
	-
	1
	-
	-
	-
	5

	Artillery
	4
	4
	5
	4
	4
	4
	5
	5
	4
	4
	4
	5
	4
	-

	Armor
	5
	6
	6
	6
	6
	6
	7
	7
	6
	5
	8
	6
	8
	-

	SS Panzer
	6
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Anti Air Gun
	4
	4
	5
	4
	4
	4
	4
	4
	4
	4
	6
	5
	6
	-

	Fighter
	11
	12
	10
	12
	12
	12
	14
	14
	12
	12
	16
	10
	16
	-

	Bomber
	15
	16
	15
	16
	16
	16
	18
	18
	14
	15
	20
	14
	20
	-

	Aircraft Carrier
	18
	16
	16
	16
	16
	16
	16
	18
	14
	18
	35
	16
	35
	-

	Battleship
	24
	22
	24
	22
	22
	22
	22
	26
	22
	26
	30
	24
	30
	-

	Cruiser
	14
	13
	14
	13
	13
	13
	13
	16
	13
	16
	21
	14
	21
	-

	Destroyer
	12
	11
	12
	11
	11
	11
	11
	14
	11
	14
	20
	12
	20
	-

	Transport
	8
	7
	7
	7
	7
	7
	8
	8
	8
	8
	9
	7
	9
	-

	Submarine
	7
	9
	7
	9
	9
	9
	8
	9
	8
	8
	9
	7
	9
	-

	Factory
	15
	15
	15
	-
	-
	15
	15
	15
	17
	12
	20
	15
	20
	-

	Port
	-
	13
	15
	13
	13
	13
	-
	-
	-
	-
	-
	-
	-
	-

	Railroad
	4
	-
	2
	2
	2
	2
	-
	-
	2
	4
	-
	6
	2
	-

	Merchant Marine
	2
	2
	1
	2
	2
	2
	2
	2
	2
	2
	4
	1
	4
	-

	UNIT
	Germany
	UK English
	UK Canadians
	UK Africans 
	UK Asian
	UK Australia
	France
	Belgium/Netherlands
	Japan
	USSR
	CCP
	USA
	KMT
	Neutrals
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