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INTRODUCTION 

Welcome to The Triumph of the Reich. 

On a detailed map where each hex represents a 

distance of 25 miles, players are given the 

opportunity to conduct the land, air and sea 

campaigns that will shape the future of the 20
th

 

Century. 

Recommended for two to five players, each player is 

given control of the production, research and military 

operations of the European participants in WII. 

Each Regime must set itself realistic goals given the 

limits of their resources and their military.  

The game begins in May 1941 with Germany making 

its final preparations for their invasion of the Soviet 

Union. 

If the subject matter and scale of this scenario appeal, 

it is designed to be playable by both relatively new 

and experienced players. Newer ATG players should 

find the subformation types, the research and the 

locations comfortingly familiar, experienced players 

will discover several new features which have been 

added to provide interesting strategic alternatives. 

Most importantly, I have tried to make this scenario 

visually attractive, immersive and above all fun to 

play. 

 

 

 

 

 

GETTING STARTED 

If starting a new game, players should seek 

agreement on the settings chosen for PBEM 

protection and Passwords. 

It can take quite a while for Major Regimes to 

complete their turn, especially if they are playing this 

scenario for the first time. To minimize the anguish of 

a miss-click it is recommended that PBEM protection 

be turned off, and players save occasionally during 

their turn, at least until they become familiar with the 

scenario. 

It is also recommended that passwords be turned on.  

At the time of writing, version 2.21s is the 

recommended version of Advanced Tactics Gold. It 

can be downloaded by following this link: 

http://www.matrixgames.com/forums/tm.asp?m=4111938. 

 

Solo play 

Although Regimes (other than Persia) cannot be be 

played by the AI (you will get an error message if 

you try), it is recognized that some players may wish 

to experiment by playing a few turns with only their 

favourite Regime(s) active, to acquire a feel for the 

scenario before they commit to playing a competitive 

email game. 

If you wish to do this, load the scenario, click on the 

Edit button, and then click on the Event button in the 

top left group of buttons. Scroll down the list of 

events to event 207. 

The green text in that event describes exactly how to 

proceed. It is a simple process, even if you have never 

used the editor before. 

 

  

It is important that players new to Advanced Tactics Gold play a few simple scenarios or random 

games before attempting this scenario. This guide is intended help those with limited experience 

gain a better understanding of the game mechanics and the rules unique to this scenario. 

Much of this content will be familiar to expert players. However even experienced players will 

benefit from taking a look, especially at the non-obvious rule changes and additions which are 

highlighted by this graphic next to the appropriate section or paragraph: 

 

http://www.matrixgames.com/forums/tm.asp?m=4111938
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REGIMES 

The Regimes (each Regime has its own turn) and 

their people are (in order of play): 

TABLE 1. Regimes and People 

 Regime No./Regime  People Played by**** 

 0 Britain Allies Player 1 

 1 US
†
 Allies Player 1 

 2 France French Player 1 

 3 Commonwealth Allies Player 1 

 4 Germany  Germans Player 2 

 5 SS  SS Player 2 

 6 Italy Italians Player 2 

 7 Axis Minors Axis Minors Player 2 

 8 Finland Axis Minors Player 2 

 9 Russia Russians and  Player 3 

Siberians 

 10 Spain*  Axis Minors Player 1 

 11 Norway  Allies Player 1 

 12 Turkey*  Turkish Player 1 

 13 Blocked** -  -  

 14 Persia Arab     AI 

 15 Vichy*** Axis Minors Sleeping 

* These countries operate under a condition of enforced 

neutrality unless they are attacked by Germany. 

** Countries such as Ireland, Portugal, Sweden and 

Switzerland are blocked – they cannot be occupied by any 

Regime and they play no part in the game. 

*** Vichy units become playable as either Axis Minors or 

French, depending on the actions taken by Major Regimes 

(see p. 30). 

**** Recommended player allocation for 3 players. 
† 

The US becomes a playable Regime in June 1941. 

In recognition of the fact that this scenario was 

developed in Australia, Commonwealth troops use the 

Australian flag. 

 

FIGURE 1. Regime unit colours. 

Top Row: British, US, French, Commonwealth, German. 
2nd Row: SS, Italian, Axis Minors, Finnish, Russian. 
3rd Row: Spanish, Norwegian, Turkish, Persian, Vichy. 

For special conditions applying to Regimes at the 
start of the game see Regime setup, p. 21. 

DIPLOMACY 

Play commences in May 1941, with Germany, the 

SS, the Axis Minors and Italy already allied. They are 

at war with: Britain, France, the Commonwealth and 

Norway. (Bulgaria, Romania and Hungary are played 

as one Regime called the Axis Minors.) SS territory is 

limited to an area around Munich. Vichy is allied to 

the Axis and Axis units may freely enter its territory. 

Finland is a potential Axis ally, but it is neutral at the 

start of the game. 

Sweden, Switzerland, Portugal and Ireland are neutral 

for the duration of the game. No units can enter or 

attack these countries. Germany has access to two 

Swedish ore fields while they control Narvik. If they 

lose Narvik they lose overland access and only 

receive the output from one ore mine. 

Britain, the US, France, and the Commonwealth are 

collectively referred to as “the Allies” and all except 

the US are allied and active at the start of the game. 

The first US turn occurs in June 1941. 

The US is initially allied only to Norway and is not at 

war with anyone. See US Entry, p. 25, for conditions 

affecting the US entry into the war. 

Russia is not allied to anyone and is not at war with 

anyone at the start of the game. 

Norway has already been conquered by the Axis. 

Norway has an embassy in Britain, and a few units 

that escaped from Norway appear on the map in 

Britain and Iceland. It is allied to Britain, the US and 

the Commonwealth. 

European France has been conquered by the Axis and 

part of the country is controlled by the Vichy Regime. 

Vichy forces occupy Corsica plus Morocco, Algeria 

and Tunisia in North Africa and Lebanon-Syria in the 

East Mediterranean. France has an embassy in 

Britain. See Vichy France, p. 30. 

Spain and Turkey are neutral unless they are attacked 

by Germany. If the Axis decides to declare war on 

Spain or Turkey, Germany must declare war before 

any other Axis Regime (other Regimes involved will 

still have to play the DOW costs though). See Spain 
and Turkey, p. 21. 

Persia is played by the AI. It begins the game at war 

with Britain and the Commonwealth. 

The only neutral territory that may be freely attacked 

by any player are a few small islands. 

! 
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Winning and surrender 

Victory conditions will not be set until play testing 

determines the game balance. It is suggested that play 

continues until one side concedes defeat. 

Diplomatic options 

For the game to function correctly it is important 

that Regimes maintain the historical alliances of 

WWII.  

For diplomacy to function as intended Germany 

should generally initiate actions for the Axis powers 

and Britain should act first for its allies.  

The following information is for inexperienced 

players who may be interested in how the diplomatic 

options work. 

War 

You can declare war on a Regime, unless that Regime 

has a diplomatic block in place. (Refer the Blocked 

Regimes in Table 1.) You can declare war on any 

Regime you are at peace with. You can even declare 

war on a Regime that is one of your Allies. Declaring 

war costs 75 political points.  

When you declare war on a Regime you auto-

matically are at war with all allies of the Regime that 

you have declared war on. Thus if Germany failed to 

declare war on Russia in June 1941, Russia could 

declare war on Germany. If Russia declared war first, 

Russia will automatically be set to be at war with 

Germany’s allies – the SS, Italy and the Axis Minors. 

If you declare war on a Regime your Allies do not 

automatically declare war with you. So if Germany 

declares war on Russia in June 1941 the SS, Italy and 

the Axis Minors do not automatically go to war with 

Russia, they each would have to declare war in their 

own turn and each would have to pay the political 

point cost. 

If you declare war on someone you have been allied 

with, combat will immediately be initiated anywhere 

you and your new enemy have units occupying the 

same hex. After any combat, zones of control will be 

recalculated in areas where both you and your new 

enemy have units. 

Peace 

This option allows you to ask a Regime you are at 

war with if they want to end the war and accept your 

offer of peace. It is possible to retract this offer in 

subsequent turns provided it hasn't already been 

accepted. It is up to the other Regime, during their 

turn, to decide if they want to accept or decline your 

offer. 

Alliance 

This option offers an alliance to a Regime you are at 

peace with. You cannot give this offer to a Regime 

you are at war with; you would have to make peace 

first. It’s up to the other Regime, when they have 

their turn, to decide if they wish to accept or decline. 

It’s also possible to retract the offer at any time, prior 

to its acceptance. This is one way Germany can bring 

Finland into the war. Germany also has an action 

card, playable only in May 1941, which will 

immediately ally Finland, Germany and the SS. 

The US may not form any new alliances until it enters 

the war, see p. 25. You cannot ally with a Regime 

that is at war with one of your existing allies. Neither 

can you ally with a Regime if you are already at war 

with one of that Regime's existing allies. 

Accept alliance 

If another Regime has offered you an alliance you 

will receive a message during your turn. You can 

accept or decline the offer. 

Accept peace 

Allows you to accept another Regime’s offer to end 

the war and return to a state of peace. 

Message 

Allows you send an in-game message to one of the 

other Regimes in the game. Use it to threaten and 

intimidate your enemies, spread disinformation, make 

diplomatic overtures, or remind one of your allies to 

do something in their turn. 

Nothing said in a message is considered binding, so if 

you find a way to gain an advantage by lying or 

making a promise you have no intention of 

honouring, you are free to do so. 

! 
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Gifting locations and territory 

With the exceptions noted below, it is not possible to 

gift any of your territory to one of your allies. 

It is possible to transfer resource hexes (oil or ore) 

between Regimes that are allied. A regime initiates 

this process by playing a Gift Resource Location 

action card and selecting an oil or ore location they 

currently control. 

Having selected a resource to gift, the gifting Regime 

will immediately receive a Gift to Regime card. Play 

this card and select any hex belonging to the Regime 

to which you wish to gift the resource. The transfer of 

ownership will occur at the start of the following 

month.  

 

FIGURE 2. Use these action cards to transfer 
ownership of resource hexes between allied Regimes. 

The German player may not gift his synthetic oil 

plants. 

No Regime may gift resources to Russia or Norway 

and Russia may not gift locations to anyone. 

The game commences with one US oil well, one US 

ore mine (and one US supply base) already gifted to 

Britain. 

Ownership of Capitals and Major cities can be 

returned to the control of their original owner if they 

have been recaptured by one of the original owner’s 

allies (See Liberation, p. 9). 

If allied powers capture the Capital of a Vichy 

Colony, Britain may play the Vichy Colony Captured 

action card which will transfer ownership of all 

territory in that Colony back to France. France also 

has a Liberation card it can play on Major Cities in 

Vichy Colonies (and the Resource Centre in 

Morocco) that have been recaptured by the Allies to 

reclaim that location for France. 

The US has a Liberate France action card it can play 

on Paris (no matter who owns that city) to return 

ownership of any mainland French territory currently 

controlled by any of the Allies back to France. This 

card can be played as often as desired if the Allies 

continue to gain territory in France. 

Gifting units 

It is possible to transfer ownership of units between 

allied Regimes. The game automatically sends a 

message to a Regime if it has received gifted units. 

Units anywhere on the map that have been gifted to 

France can be populated by French people if France 

plays its Gifted Units-France Action card on the 

French Embassy. 

Combat effectiveness 

Units containing sub-formations that are of a different 

people to the Regime controlling that unit will suffer 

a combat penalty. For example, a German-controlled 

unit populated by Axis Minor people will fight with 

reduced effectiveness. 

The same penalties apply to Russia and France in 

their relationship to the other Allied powers. 

However, due to their much better communications 

and cooperation, The British, US and Commonwealth 

– who all are Allied people – can change unit 

ownership with no penalties. 

Units comprising SS people fight with 120% 

effectiveness if controlled by the SS. Units 

comprising Siberian people fight with 120% 

effectiveness if controlled by the Russians. 

Transferring supply 

Note that all allied Regimes (including Russia) may 

transfer supply between themselves provided a 

suitable supply path exists. Supply is transferred from 

one HQ to another HQ (similar to the way you 

transfer subformations when forming new units). 

 

 

! 
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FIGURE 3. Triumph of the Reich Map. 
The map is 151 hexes wide and 126 hexes deep. Each hex represents a distance of about 25 miles. The US, Canada, 
Australia, and New Zealand are not drawn to scale. 

THE MAP  

A mini-map of the US appears on the map in the 

north western corner. 

The Commonwealth is split into two areas, one at the 

top of the map (Canada) and one in the far south-

eastern corner of the map (Australia and New 

Zealand). 

The strip of ocean along the bottom of the map, 

isolated by impassable grey hexes, is nominally 

called the “Middle East Passage”. It allows the Allies 

access to the Middle East through either the Persian 

Gulf or Suez Canal. The Axis player is not permitted 

to move naval units into the Middle East Passage 

unless they capture both Port Said and the Port of 

Suez in which case they may then move into the area 

via the Suez Canal. 

To prevent unrealistic air operations, air units may 

not fly ground attack missions into Europe from the 

US or Canada (and vice versa). Bombing Narvik 

from Canada for example is not permitted. Two sea 

areas between Britain and the US are reserved for 

exclusive occupation by either Axis U-boats or Allied 

destroyers. (See Submarine warfare in the Atlantic, p. 

22). 

A northern area of the Barents Sea is reserved for use 

by Axis submarines only. No other units may enter. 

A strip of impassable land terrain blocks movement 

between Murmansk and Narvik. This block is 

removed if, at the start of a new round, the Germans 

do not control Narvik, or Russia has captured 

Helsinki. 

The terrain between Tunisia and Libya is not drawn 

exactly to scale. This was done to keep the overall 

map size below the recommended 20,000 hex limit. 
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Landscapes 

Hedgerows are a new landscape type. There are a 

handful of hedgerow hexes located between 

Cherbourg and Le Havre in France. Motorized units 

cannot enter and armour cannot enter enemy-

controlled hedgerow hexes. Hedgerows provide good 

entrenchment for infantry units. 

Mud represents bad weather of all types. Ground 

units, especially vehicles, move very slowly through 

mud and aircraft are grounded. Movement of units on 

roads or rail/roads is unaffected. Invasions cannot be 

conducted in mud. 

Rough terrain: Rough plains, hills and mountains are 

found mostly in the Far East and Turkey. Rough 

terrain slows movement and provides good defensive 

positions. Engineers cannot enter rough mountains 

terrain. 

Hexes 90-122, 91-121 and 92-122 are rough terrain 

carrying the label “Qattara Depression”. This is 

particularly difficult terrain and only foot movement-

rate units can enter these hexes (no wheel, track, 

horse or engineer units). 

Snow terrain is permanent in some northern areas, 

and more will appear during the Russian winter. Both 

swamps and lakes will freeze in winter allowing 

infantry, motorized units and armour to cross them. 

Players should not build locations or railroads in a 

frozen lake hex. Most of Hudson Bay, Canada will 

freeze in winter. The Commonwealth player will 

receive a warning before this happens. Frozen lakes 

and swamps thaw and return to normal terrain at the 

end of winter. Invasions may not be conducted into 

snow terrain. 

Stormy Seas: See Storms, p. 24. 

Rail Bridges. There are three locations on the map in 

which rail bridges cross ocean hexes. Hex 103, 120 is 

one example. To avoid possible problems or unit 

losses, players should avoid leaving units on these 

hexes at the end of their turn. HQ units cannot move 

across these hexes. This restriction is a game engine 

limitation. 

Destroyed Railroads. If a rail line is destroyed by 

partisans (p. 24) or bombing (p. 26) it cannot be 

simply rebuilt. Engineers will have to first build a rail 

bypass around the destroyed rail hex and only then 

will they will be able to restore the original rail line. 

THE FOG OF WAR 

The absence of visible enemy units on the map is due 

to the fog of war. This makes the game much more 

realistic and it is essential if naval operations are to be 

modelled correctly. 

At sea, ships have the chance of moving and 

conducting operations while remaining undetected. 

On land, the fog of war prevents you seeing what 

forces the enemy has behind his front lines. Even 

when close to the enemy you require units with good 

reconnaissance if you are to determine the exact 

makeup of the enemy units you are facing. 

Different types of ground units have varying degrees 

of reconnaissance ability – armour and guns are the 

worst, armoured cars are good, jeeps and 

Kübelwagens are the best. To see deep behind enemy 

lines you can use air recon aircraft to overfly enemy 

territory. Carrier fighters also have good recon 

ability. Major Powers may also randomly receive an 

intelligence card that can be played on land hexes to 

reveal a selected area of enemy territory. 

Units in defensive terrain are harder to see than units 

in the open. See Table 2 for the hide points of 

different terrains. If you try to advance into a hex that 

proves to contain a hidden enemy unit you can suffer 

a surprise attack which may result in heavier 

casualties. 

Your allies share their reconnaissance with you, so in 

the Axis Minor turn the Axis Minor player will be 

able to see everything that Germany, the SS and 

Italians can see. 

TABLE 2. Terrain hide points. 

Landscape Type Hide points 

Plains* 0 

Fields* 10 

Urban/Suburban 20 

Forest/Pine Forest 20 

Hills 20 

Wooded Hills 25 

Mountains 30 

Swamp 10 

Plains Rough 5 

Hills Rough 25 

Desert 0 

Hedgerows 20 

Mountains Rough 35 

* Hide points increase by 5 in plains and fields terrain 
during snow. 
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LOCATIONS 

Cities 

The heart of every Regime lies in its cities. There are 

six gradations of population centres. From the most 

productive they are: 

Major Capitals: There are six major capitals in the 

game: Washington, London, 

Paris, Berlin, Rome and 

Moscow. Major Capitals have 

high production levels and can 

produce all types of units 

(except for ships) as well as 

supply, political points and recycled resources. Major 

capitals have yellow labels. 

Minor Capitals: Most sizeable countries have minor 

capitals. They produce the same 

range of items as major capitals, 

but in lesser quantities. Minor 

capitals have yellow labels. 

 

Major Cities: Another step down in production 

capacity, major cities can also 

produce all item types except 

for ships. Small countries may 

have a major city rather than a 

minor capital as their largest 

city. Major cities have yellow 

                                  labels. 

Minor Cities: Minor cities have white labels and they 

produce only political points. 

They output 10 political points 

for whatever Regime occupies 

them. 

 

Small Cities: Displayed on the map as suburban 

terrain with a blue label. They 

do not produce anything, but 

they usually have an associated 

airfield or port as shown by the  

overlaid symbol. 

Outposts: Not large enough to qualify as a small city, 

outposts appear in some isolated 

locations. They can act as both a 

port if on the coast and a small 

airfield. They make useful 

staging points for rebasing 

aircraft or ships wanting to 

resupply. They have no production capacity. 

 

Fortresses: A few locations begin the game as 

fortresses. These in-

include Gibraltar, 

Leningrad, the port of 

Cherbourg, France, 

Valletta (Malta), and 

St. Nazaire, France (fortified by the Axis for use as a 

submarine base). 

City production 

Captured enemy major capitals, minor capitals or 

major cities populated by a people other than your 

own or your allies cannot produce military units for 

you, but they will produce 20% supply, 40% political 

points or recycled oil or ore. 

Should you ever control a city peopled by one of your 

allies (e.g. Russia captures a Finnish city and 

Germany recaptures it), that city’s military 

production will be 75% of normal. 

Table 3 shows a comparison of the production 

capacity of each city type. 

TABLE 3. Comparison of city production capacities. 

Location Supply PP. Inf. Arm. Air 

Major Capital 10,000 150 240 10.5 16.5 

Minor Capital 8,000 120 192 8.4 13.2 

Major City 5,000 75 120 5.3 8.3 

Each column shows the maximum amount of production 
available if that production type is set to 100%. 

Infantry = the number of rifles that can be built. 
Armour = medium tanks. Air = fighters. 

Liberation 

It is possible to reclaim ownership of your liberated 

Capitals and Major cities from a recapturing allied 

Regime by playing a Liberation action card on the 

location. 

Colonial Factories 

Factories built in territory not originally owned by a 

playable Regime will be occupied by Colonial 

People. This territory includes Iceland, Yugoslavia, 

Greece, Morocco, Algeria, Libya, Egypt, 

Lebanon/Syria, Persia and hexes that are permanently 

snow terrain.  

Colonial people have a productivity of only 50%, and 

units peopled by Colonials fight with only 70% 

effectiveness. This rule is intended to discourage 

factories being built in unrealistic locations. Major 

Regimes have a Territory Check card they can play 

on land hexes to determine if factories built there will 
be peopled by Colonials.  

! 
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Land within 3 hexes of Algiers or Tunis, which is 

Vichy at the start of the game, is not set to Colonial. 

If France regains this territory, they will be able to 

build French factories there. 

Resources 

Naval units in particular require large amounts of ore 

to build: monitor your ore closely if producing lots of 

ships. The amount required is shown on the 

production screen, above the select button. 

Two resource location types have been added: 

Resource centres are available in some countries 

lacking natural ore or oil. They can produce a small 

amount of either resource.  

Synthetic oil plants: From necessity, Germany was 

forced to embrace this expensive technology due to 

the embargo the Allies enforced on imported oil and 

the lack of their own oil resources. 

TABLE 4. Production output of resources per location. 

Location Oil Ore 
Syth. 

Oil 

Recy. 

Oil* 

Recy. 

Ore* 

Major 

Capital 
- - - 1,500 300 

Minor 

Capital 
- - - 1,200 240 

Major 

City 
- - - 750 150 

Ore L1 -  500 - - - 

Ore L2 - 1,000 - - - 

Ore L3 - 1,500 - - - 

Oil L1 5,000 - - - - 

Oil L2 12,500 - - - - 

Oil L3 20,000 - - - - 

Synth. Oil - - 7,500
†
 - - 

Resource 

Centre** 
4,000 400 - - - 

* Shows the maximum production if that production type 
is set to 100%.  

**Countries such as France, Spain and Turkey which 
have reduced military production also have lowered 
Resource Centre production. 
†
May be improved to 9,500, 11,500 and 13,500 (see p. 

29). 

Germany cannot build new synthetic oil plants and no 

Regime can build resource centres. Resource centres 

are immune to damage. Synthetic oil plants cannot be 

destroyed, but they can be damaged. Germany should 

protect its synthetic oil plants with fighters and flak. 

Captured synthetic oil plants and Resource centres do 

not produce anything. 

TABLE 5. Autorepair times for resource locations. 

Location Turns to Autorepair 

Capitals and Major Cities 5 

Minor Cities 3 

Ore and Oil 5 

Synthetic Oil 4 

Resource Centre -* 

* Resource centres are immune to damage. 

Engineers cannot repair any of the locations shown in 

Table 5. 

Factories 

Any non-population centre capable of producing 

military units is considered to be a factory. Table 6 

lists the different factory types in the game. 

TABLE 6. Relative productivity of factories. 

Location 
Produce 

%* 
Repair

1
 Build 

2
 

Air
3
 133% 4 Y 

Armour
3
 133% 4 Y 

Gun
3
 133% 4 Y 

Transport
3
 133% 4 N 

Truck
3
 67% 4 Y 

Shipyard
3
 200% 5 Y 

Small shipyard
3,5

 20% 5 N 

Industrial Centre 266% 4 N 

Recruitment
4
 133% 2 N 

Enlistment
4
 53% 2 N 

* Production is shown as a percentage relative to the 
production of a major city. 
1 
How many turns it takes the location to auto-repair if it 

is badly damaged. 
2 

Y indicates the location is buildable by engineers. 
Locations that are buildable by engineers can also be 
repaired by engineers. 
3 

If they suffer enough damage, these locations can be 
completely destroyed. 
4 
Does not produce anything if captured. 

5 
Only the Axis Minors have a small shipyard. See p. 11 

for more information. 

After a 1 turn delay, captured factories will produce 

goods for their new owner (except for recruitment 

and enlistment centres). 

If a factory is damaged, production will be 

proportionately reduced until either the location auto-

repairs or it is repaired by engineers. 
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Supply Bases 

Supply bases auto-produce 8000 supply per turn for 

their original owners. If you capture an enemy supply 

base it will yield 1600 supply per turn. 

Research Centres 

These appear on the map with a red UNI label. 

Research Centres (even captured ones) produce 150 

political points per turn for their owner. Captured 

laboratories (p. 30) produce 40% of their normal PP 

output. 

Airfields and Airbases 

Many locations are able to base aircraft. However if 

too many aircraft are placed in one location an 

overstacking penalty will be applied. Over-stacked air 

units show a green minus percentage number on the 

aircraft’s illustration. This penalty reduces the 

aircrafts’ attack value. 

Aircraft types are assigned stack points which are 

totalled to determine how many aircraft can base in a 

location without penalties.  

The stack points of each aircraft type are: 

Fighters, carrier fighters, transporters, dive bombers, 

air recon and torpedo bombers: 5; Medium bombers: 

8; Strategic bombers: 10. 

TABLE 7. Air stacking capacity of locations (shows how 
many aircraft of a single stack type can base in a 
location without overstacking). 

Location Stack Stack 5 Stack 8 Stack 10 

Major Capital 200 40 25 20 

Major City fort. 160 32 20 16 

Minor Capital 160 32 20 16 

Major City 120 24 15 12 

Minor City 100 20 12 10 

Outpost 60 12 7  6 

Small City
1
 80 16 10  8 

Airfield 80 16 10  8 

Airbase 240 48 30 24 

Bomber Cmd
2
 800 160 100 80 

Air factory 60 12 7  6 

Fortress 100 20 12 10 

Port or Shipyard 40 8 5  4 

Small Shipyard 25 5 3 2 

1
 A small city only acts as an airfield if an airfield image 

is shown in the hex. 
2
 There are two Bomber Command bases in Britain. You 

cannot build new ones. They can be damaged but not 
destroyed. They auto-repair in 2 turns and cannot be 
repaired by engineers. 

Engineers can build new airfields and airbases.  

Airfields you build can later be upgraded to airbases. 

Note: inherent airfields in small cities cannot be 

upgraded to airbases; they can be damaged but cannot 

be destroyed. 

Airfields you have built can be destroyed, airbases 

cannot. Any aircraft based in a captured airfield or 

airbase location will be lost. Badly damaged airfields 

auto-repair in 2 turns, badly damaged airbases in 3 

turns. Engineers can repair damaged airbases 

(excluding bomber command, see Table 7) and non-

suburban airfields. 

Fortifications and fortresses 

Engineers can build fortifications in suitable terrain 

types. 

Fortresses already exist in some locations (see p. 9). 

You cannot build new fortresses. (Exception: Atlantic 

Wall, see next paragraph.) A fortress will auto-repair 

very quickly, so if attacking one you should launch 

your ground attack immediately you have sufficiently 

damaged the fortress by artillery, naval bombardment 

or air attack. 

From July 1942 the German player can build up to 

four “Atlantic Wall” coastal fortresses along the 

French and Belgian coast to provide strongpoints in 

the event of an Allied invasion (see p. 26). 

Embassies 

France and Norway both have embassies in Britain. 

They auto-produce 650 supply per turn. 

As long as France controls its Embassy in Britain, 

France will receive a small quantity of resources and 

Political Points per turn. 

Small Shipyard 

The Axis Minors have a small shipyard in hex 93, 87. 

Initially, the Axis Minors can only build cargo ships 

at this location. If they research destroyers and 

submarines they can also build those ships here. The 

production of this location is only one tenth that of a 

regular shipyard. 

If damaged it cannot be repaired by engineers. If 

destroyed or captured, the Axis Minor player will 

receive an action card that allows it to be rebuilt in 

the same place, provided the Axis Minors have 

regained control of the hex. 
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UNITS 

Note that the in-game descriptions of many 

Subformation Types (especially air and naval) have 

been rewritten to make them more informative. 

Naval units 

Changes were made to naval movement to 

correspond with the large scale of the map. Naval 

movement now more closely corresponds to the 

relative speeds of different ship types, see Table 8. 

TABLE 8. Ship movement, showing the supply and oil 
consumed for a full move and the max supply carried. 

Ship Type 

Open 

Sea 

Move in 

hexes* 

Supply 

Used 

Supply 

Carried
2
 

Oil 

Used 

Convoy
1
 42 25 2700 52 

Cargo ship
1
 48 5 550 36 

Submarine 55 5 50 22 

Battleship 68 50 500 204 

Carrier
1
 75 38 2250 226 

Cruiser 80 30 300 120 

Destroyer 98 12 125 49 

Minelayer 100 5 30 20 

* Naval units move more slowly if they are travelling 
along a coastline. Cargo and Convoys move at half 
speed in storms (p. 24). Minelayers cannot move into 
storm hexes. 
1
 Unloaded (with no cargo or aircraft). Carrying cargo 

or aircraft does not affect ship movement. 
2
 Convoys, cargo ships and carriers carry large 

amounts of supply, so that when transporting cargo or 
aircraft they can use it to keep their passengers 
supplied. 

Naval operations are an integral part of this game. Be 

aware that active fleets consume a lot of oil and 

supply. Their supply is replenished when they dock at 

a friendly port so always have supply stockpiled for 

when your fleet returns. 

 

Keeping ships supplied 

Ships carry enough supply for around 10 turns of 

movement at sea, but this is depleted more quickly if 

they engage in combat. Monitor your active naval 

units (check their logistics tab) to see how many turns 

of movement they have remaining. 

It is possible to transfer supply to ships at sea (except 

to units engaged in Submarine warfare in the 

Atlantic, p. 22). To do this you need to have a 

supplied friendly HQ containing cargo ships or 

convoy units based in a port within supply range of 

the fleet. (The sea supply range is over 100 hexes, so 

distance should not usually be a problem.) Select the 

HQ in the port and use the transfer button to instruct 

that HQ to transfer supplies via sea to your ships. 

If the enemy has naval units at sea between your HQ 

sending the supply and the fleet receiving it, they may 

exert antisupply (see p. 14) and destroy some of the 

supply points you sent. If the enemy antisupply is 

high enough they can even destroy the cargo ship or 

convoy that was in the port sending the supply. (The 

cargo ship or convoy sending the supply does not 

show up as actually moving on the map, but in reality 

it is putting out to sea with supplies and then 

returning to port.) Unsupplied ships move more 

slowly and they are weaker in combat. Get them to a 

port quickly. 

A description of each naval unit and how to best use 

it follows: 

Cargo ships: Functions as a transport for ground units 

– use them to carry land units across the ocean. 

Watch the weight of the units you are trying to load 

(check the logistics button), so you optimise carrying 

capacity. Large HQ units in particular can become 

too heavy to fit on a single cargo ship (remember that 

the supply that HQs carry contributes to their total 

weight). You can combine several cargo ships into 

one unit for increased carrying capacity. 

If you place cargo ships or convoys in a HQ unit 

located in a port, you can use that HQ to transfer units 

to another HQ in an overseas port via sea transfer. 

Doing this uses oil. 

While they are loaded onto cargo ships or convoys, 

land units draw supply from the fleet. To avoid 

supply problems, keep your invasion routes fairly 

short and don’t leave loaded cargo ships sitting 

around in a harbour. 

Cargo ships (and convoys) can be used to transport 

your units between ports. Unlike invasions (see next 

section), you can load units onto a cargo or convoy 

ships in a port, move them to a new friendly port and 

debark the units into the port hex in the same turn. 

(When invading you cannot load units onto ships and 

invade enemy territory in the same turn – invasions 

are a 2-turn process). 
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Convoys: A beefed up version of the cargo ship, 

convoys are more expensive to build, but they have a 

much higher carrying capacity. They survive a little 

better in combat than cargo ships, but since they can 

carry so much, the loss of a loaded convoy unit will 

be painful. Strong escorts and (if possible) air cover 

are recommended when using Convoys.  

Convoys are ideal if the Allied player wants to run 

Murmansk convoys to Russia (see p. 22). Only 

Britain, the US, Commonwealth and Germany can 

build convoy ships. 

Invasions  

If invading, be sure to send the invading units' HQ 

along with them. Once the invaders move inland, they 

will be out of full supply unless they can trace an 

overland supply chain to a HQ in a port, so capturing 

(or building) a port is vital for a successful invasion. 

Without a port, you will still receive supply (it is 

being landed on the beaches) but the supply received 

will be only half of what is required to fully supply 

your units. Until full supply is established, consider 

using transporters to air supply your units. 

Alternatively, you can transfer extra supply into a HQ 

that is about to participate in an invasion. Remember 

that surplus supply will add to the weight of the HQ. 

When invading, engineer units lose any accumulated 

engineering points they had, so you will not be able 

to build a new port until the turn after the engineer 

unit lands. You will need a unit with 100+ engineers 

to generate enough engineering points to build a port 

in one turn. Expect your opponent to be aware of this, 

he may attack your engineering units to make your 

life difficult. 

If you are invading hexes occupied by enemy units, 

the strength of the enemy units is doubled (for 

Britain, the US and Commonwealth they are tripled 

see p. 35).  

You may not conduct an invasion if the land hex you 

intend to invade is within 4 hexes of a sea storm hex 

(see p. 24). 

Not all land hexes are suitable for invasion. You 

cannot conduct an invasion into hilly terrain, 

hedgerows, snow, swamp or mud for example. To 

ensure proposed invasion hexes are suitable for 

amphibious assault, click on the chosen hex and then 

click on the “?” below the terrain illustration on the 

right hand side of the screen. The Landscape General 

Stats section will state if the selected terrain type 

allows amphibious assault. 

Figure 4 shows the recommended way to deploy your 

units during an invasion. 

 

FIGURE 4. Recommended supply chain for invasions. 

Invading units trace overland supply back to their 
controlling HQs. 

Those HQs trace overland supply back to their superior 
HQ which is located in a port. 

The HQ in the port then traces supply overseas back to 
its superior HQ which is also based in a port. 

Submarines: Cheap to build and difficult for the 

enemy to detect. Best use: Attacking enemy cargo 

ships and convoys, good at interdicting enemy sea 

supply routes. They are vulnerable to destroyers and 

torpedo bombers. Submarines are able to conduct 

Atlantic submarine warfare (see p. 22). 

Destroyers: Very fast and moderately priced. Best 

use: Acting as screens or scouts for other ships, 

attacking enemy submarines and providing weak 

interdiction of enemy sea supply routes. They are 

vulnerable to larger ships and torpedo bombers. 

Destroyers can conduct Atlantic anti-submarine 

warfare (see p. 22). 

Cruisers: Medium price and fast moving. Best use: 

Providing anti-aircraft defence for ships in a fleet, 

attacking destroyers, and interdicting enemy sea 

supply routes. They can shore bombard from 1 hex 

range. They are vulnerable to battleships. 
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Battleships: Expensive and fuel thirsty, they are the 

slowest of the big ships. Best use: Strong attack 

against all other ships. They cause high supply losses 

when interdicting enemy sea supply routes. Strong 

shore bombardment from a 2 hex range. They are 

vulnerable to air attack. 

Carriers: Expensive and heavy users of supply 

(aircraft on a carrier at sea draw supply from the 

carrier). Best use: Launch carrier fighters to find 

enemy fleets or submarines or launch torpedo bomber 

attacks against enemy fleets. Carriers are fast enough 

to outrun enemy submarines and battleships. They are 

vulnerable to air attacks and submarine, cruiser and 

battleship attacks – operate your carriers as part of a 

battle group to protect them. 

Minelayers: Weak in combat, minelayers are able to 

lay minefields at sea, or clear them. Laying mines and 

mine sweeping uses a special procedure (see p. 27). 

The Commonwealth can build minelayers but cannot 

use them. If the CW mistakenly builds minelayers 

they should probably be gifted to the US or Britain. 

Note that naval units can be attacked by artillery units 

if they venture within artillery range – stay away 

from enemy-occupied coastlines if you can. 

Carrier fighters and torpedo bombers: These aircraft 

occupy only half the space on a carrier compared to 

normal fighters and bombers. They are the aircraft of 

choice for use on a carrier. A Carrier I can hold 10 of 

these aircraft, Carrier II's hold 12, Carrier III's hold 

16 and a Carrier IV's hold 20. To load aircraft onto a 

carrier you need to use the transfer function – similar 

to the way you transfer forces from a HQ into a new 

unit on the map. 

Note that air units on a carrier can only perform one 

type of mission per turn. If you have both fighters and 

torpedo bombers on the same carrier and you wish to 

launch an attack against enemy ships, all the fighters 

and torpedo bombers will fly together on that 

mission. Carrier fighters have good reconnaissance 

statistics. 

Aircraft missions launched from a carrier do not cost 

the carrier all of its action points. If you want to 

protect your carrier, move it within air range of your 

target, conduct the air mission, and then move the 

carrier out of the area before your enemy can react. 

If a hex containing your carrier is attacked by enemy 

air units, the aircraft on board will try to intercept the 

attackers. However the fighters on a carrier will not 

automatically try to intercept if a nearby hex 

containing your ships is attacked by enemy air – 

unless you have set the intercept % of the carrier to 

something other than zero. 

Try and have some reserve carrier fighters and 

torpedo bombers in a HQ near the coast in the area of 

carrier operations. This allows your HQ to transfer air 

replacements to your carriers to replace their losses. 

If you lose a carrier all aircraft on board are also lost. 

Torpedo bombers can fly anti-ship missions from 

land bases too, and they can interdict enemy sea 

supply lines if based near the coast (see next section). 

Torpedo bombers are only 25% as effective as dive 

bombers against ground targets, but they are twice as 

effective against surface ships and submarines, so 

they are ideally employed for anti-ship operations. 

Both carrier fighters and torpedo bombers have a 

slightly shorter range than their land-based 

equivalents. 

Sea supply and antisupply 

Control of the oceans is essential for Britain, the 

Commonwealth and the US. They are going to be 

conducting overseas operations and they will need 

their troops to be adequately supplied. It is therefore 

in the best interests of the Axis powers to make this 

supply process as difficult as possible. The Axis 

player can do this by actively seeking to disrupt the 

Allies’ overseas supply lines. This process is called 

antisupply. 

Units outside of their own continent will usually have 

to trace a supply path across the sea. The computer 

automatically calculates this supply path – which you 

can see if you turn on the supply layer using the oil 

can icon, click on the originating source of supply 

(often your Supreme HQ) and then right click on the 

unit needing supply. 

Wherever a supply path traverses sea hexes, the 

enemy has the potential to use ships or aircraft to 

disrupt the supply route, causing the overseas forces 

to not receive all the supply they requested. If the 

supply path is long and the enemy has many 

interdicting units in place, the units at the end of the 

supply chain may receive almost no supply at all. In 

addition, new production being vectored to an 

overseas HQ may also be intercepted, stopping the 

reinforcements from arriving. 

! 
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Ships and submarines only exert antisupply if they 

are out at sea and near an enemy supply route. 

Aircraft can exert antisupply when based on land – 

obviously an airbase on the coast is ideal. For a ship 

or air unit to exert antisupply the DoAS option must 

be selected on that unit (Figure 5). 

 

FIGURE 5. Activating antisupply. 

Set the DOAS button to Yes to order a unit to conduct 
antisupply. 

If a unit has no antisupply capability, this button will 

not appear. Although submarines are good at exerting 

antisupply, enabling their DoAS option does make 

them easier to see in the fog of war. 

Subformation types vary in the strength of the sea 

antisupply they exert. The amount of antisupply each 

produces is shown in Table 9. 

TABLE 9. Antisupply produced per subformation type. 

Subformation Antisupply points 

Fighter    2 

Carrier Fighter    5 

Dive Bomber  10 

Destroyer  10 

Medium Bomber  10 

Torpedo Bomber  15 

Submarine  30 

Cruiser  50 

Battleship  90 

 
Carriers have no inherent antisupply capability, but 

the aircraft they carry can perform antisupply when 

the carrier is at sea. If you want the aircraft on a 

carrier to perform antisupply you will need to enable 

the carrier’s DoAS setting. 

Naval units exert their antisupply out from the unit 

for a radius of 2 or 3 hexes in the case of slower 

moving ships like submarines and battleships. With a 

fast ship like a destroyer the range can extend out 

from the ship for as far as 5 or 6 hexes. To maximize 

their anti-supply range, naval units are best positioned 

somewhere near the middle of a supply line, allowing 

their antisupply radius to extend in both directions. 

Ship antisupply ranges do not change over the course 

of the war. Aircraft ranges increase as you research 

newer air technology, so the antisupply range of 

aircraft increases accordingly. 

Cargoships, convoys and minelayers do not generate 

antisupply. 

 

FIGURE 6. Antisupply losses. 

It is the German turn. German units in Libya are 
receiving supply and reinforcements via the port of 
Tripoli. Allied torpedo bombers in Malta are causing 
losses to the German cargo and supply being shipped. 
(For clarity, units on the map have been hidden.) 

Sea hexes where you have lost supply will display a 

small red oval containing a number on the left hand 

side of the hex. This number is the amount of supply 

you lost in that hex (Figure 6). 

Sea hexes where you have lost units will display a 

small red oval containing a number on the right hand 

side of the hex. This number is the total power point 

value of the units you lost in that hex (Figure 6). 

The map does not display losses higher than 999. If 

you want to see the actual numbers, hover the mouse 

or click on a hex containing antisupply numbers and 

the exact amount of supply and unit power points lost 

will be shown in the message area directly beneath 

the map. Supply losses may not be displayed due to 

the fog of war. Click on the oil can supply button and 

any losses at sea will be displayed. 
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If your losses are unacceptably high, you should 

consider trying to find the enemy forces (they have to 

be somewhere close to the red antisupply markers). 

Send out your own ships or aircraft to destroy them, 

or at least chase them out of the area. 

Do not underestimate the power of antisupply: 

interdicting the supply route to a large overseas force 

can destroy thousands of supply points. 

During your turn, sea hexes where you have 

successfully interdicted enemy supply routes will 

display a blue oval showing the amount of supply you 

destroyed (Figure 7). 

You can get an idea of probable enemy supply routes: 

e.g. the German player can left click on say London, 

left click on the supply (oil can) icon, and then right 

click on Gibraltar and the probable supply route for 

supply travelling from Britain to Gibraltar will be 

revealed. 

 

FIGURE 7. Antisupply caused by submarines. 
Six German submarines are interdicting supply being 
sent from Britain to Gibraltar. Note this is the German 
player’s turn, the blue numbers show how much supply 
the submarines have destroyed. 

If you blockade an enemy port receiving overseas 

supply, you can cause huge supply losses. To 

blockade, position ships performing anti-supply in a 

sea hex through which supply is being traced. If that 

hex is directly next to the port receiving that supply, 

the amount of supply lost will be 20 times higher than 

normal. 

Submarines can also cause losses to oil and ore being 

exported from the US to Britain (see Submarine 

warfare in the Atlantic, p. 22). 

Air units 

Aircraft ranges have been adjusted to match the scale 

of the map, as shown in Table 10. 

TABLE 10. Aircraft movement (in hexes) at each tech 
level. 

Aircraft 
Tech 

I 

Tech 

II 

Tech 

III 

Tech 

IV 

Tech 

V 

Fighter 12 15 20* 25* 16** 

Carrier 

Fighter 
11 13 18 22 - 

Torpedo 

Bomber 
10 12 16 20 - 

Medium 

Bomber 
16 20 25 31 - 

Dive 

Bomber 
11 13 18 23 - 

Strategic 

Bomber 
25 30 35 40 50 

Transporter
1
 16 - - - - 

Air Recon 12 15 20 25 - 

* When the US researches fighter III and IV they can 
also build extended range fighters which have a range 
of 25 and 35 hexes respectively. 

** The Tech V fighter is a jet aircraft, available only to 
the German player. Both it and strategic bomber V’s 
become available to research in 1944. 
1
 Axis transporter units have a range of 12 hexes. 

If the German player researches Fighter V, fighter 

IV's can still be built, should Germany wish to 

continue using fighters with the longer range. 

Aircraft ranges are tailored to roughly emulate 

historical capabilities. 

The range of fighters set to fly interception is 35% of 

their combat range. 

For details on how many air units may occupy a 

location without overstacking see Table 7. 
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Land Units 

Creating new Russian units costs only 1PP from June 

1941 to March 1942. 

Auto Reinforcements and TO&E 

The Table of Organisation and Equipment feature 

enables players to design their own custom templates 

for land, air, naval and HQ units. Units on the map 

that are assigned a custom model will automatically 

receive enough production (if it is available) to build 

that unit to the pre-defined model. Use of this feature 

results in a large reduction in micro-management. 

Units assigned a model will request reinforcements as 

needed from their superior HQ. If that HQ cannot 

meet the request it will passed up the chain of 

command to a HQ that can fulfil it. 

Units operating overseas can be automatically 

reinforced by sea if their chain of command leads 

back to a HQ in their home country that contains 

cargo ships or convoys. Note that enemy naval units 

can interdict these reinforcements via anti-supply. 

To help distinguish them, units assigned a TO&E 

model will be displayed on the map using NATO 

symbology. All regimes begin without pre-defined 

models. You should create new ones to suit your 

Regime’s production capabilities. You can save 

TO&Es for each Regime for reuse in subsequent 

games. 

There are quite a few subtleties in this procedure. To 

make the best use of it, please refer to: 

www.vrdesigns.net/atwiki/doku.php?id=tables_of_organisation_a

nd_equipment 

Engineers 

The hardest-working subformation type in the game 

is undoubtedly the engineer. Engineers can repair 

some locations as well as build them. Table 11 

summarizes the abilities of engineers. Each engineer 

accumulates 2 engineering points per turn. They can 

accumulate their engineering points for a maximum 

of 5 turns. A unit containing 20 engineers can 

therefore accumulate a maximum of 20 x 2 x 5 = 200 

engineering points. 

As well as destroying bridges, engineers may want to 

damage or destroy other locations to deny their 

immediate use by an advancing enemy. The amount 

of damage engineers can cause to a location is a 

random number ranging from zero to the maximum 

as determined by the number of engineers present. 

Engineers cannot build railroads into the following 

terrains: mountains, swamp or the Qattara depression. 

It also costs more engineering points to build a rail 
line if the terrain is affected by mud or snow. 

Engineers can decommission factories (see p. 24). 

TABLE 11. Engineer capabilities. 

Location Type 

(Raw cost) EP* Repair 
Dam-

age 

Des-

troy 

Capitals - N Y N 

Cities - N Y N 

Outposts - N Y N 

Fortification (100) 100 Y Y Y 

Oil - N Y N 

Synthetic Oil - N Y N 

Raw - N Y N 

Resource Centre - N N N 

Railroad (25) 20
1
 N N N 

Bridge minor/major 
River (75/125) 

50/100 N N Y 

Airfield (5) 25 Y Y Y 

Airbase (20) 100 Y Y N 

Port (500) 200 Y Y N 

Air fact (250) 80 Y Y Y 

Tank fact (250) 80 Y Y Y 

Gun fact (250) 80 Y Y Y 

Transport (250) - Y Y Y 

Truck (120) 40 Y Y Y 

Shipyard (500)
2
 250 Y Y Y 

Industrial Centre - N Y N 

Recruitment - N Y N 

Enlistment - N Y N 

Research Centre/ 
Laboratory 

- N Y N 

Supply base - N Y N 

Embassy - N Y N 

* EP = Engineer points. Building new locations also incurs 

associated costs in political points, supply, oil or raw. Raw 

costs for most items are higher than in the standard game. 

See game build screen for all costs. 

Repair: Y = Engineers can repair this location. 

Damage: Y =Engineers can perform demolition in this 

location and cause damage to it. 

Destroy: Y = Engineers performing demolition may 

succeed in destroying this location. 

Engineers can also perform the following upgrades: 

Level 1 Ore or Oil to Level 2: 80 EP 

Level 2 Ore or Oil to Level 3: 160 EP 

Airfield to Airbase: 75 EP (15 raw). (Existing airfields in 

suburban terrain cannot be upgraded.) 

German engineers can build a V-Weapons facility (p. 26). 
1
Railroad build cost is 1.5-3x higher in difficult terrain. In 

terrain affected by snow the cost is increased by a further 

50%. In terrain affected by mud the cost is doubled. 
2
 Small Shipyard, see p. 11. 

Engineers can only build railroads, they cannot build 

roads. You cannot build a railroad over a road. 

http://www.vrdesigns.net/atwiki/doku.php?id=tables_of_organisation_and_equipment
http://www.vrdesigns.net/atwiki/doku.php?id=tables_of_organisation_and_equipment
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Combat engineers 

Combat engineers are a specialised unit that can be 

built only by Britain, US, CW, Germany, SS, Italy 

and Russia. 

Combat engineers are demolition specialists, they 

cannot build or repair locations. Their demolition 

ability is employed by using an artillery attack against 

an adjacent hex. Their attack will cause minimal 

casualties but will cause significant structural 

damage. They can perform bridge demolition in the 

same way that regular engineers do. They are weak in 

combat and should be accompanied by support units 

to protect them. 

Combat engineers become available when Rifle III is 

researched. They are are classified as armour units 

and move at the track movement rate. 

HQs 

There can be no more than four levels of HQs in your 

HQ structure. Most of the major Regimes begin the 

game with a HQ chain of three (e.g. Supreme HQ > 

Army Group North > Front line HQ). 

Regimes begin the game with their HQ structure 

already established. Most HQs are named after the 

commander they had in June 1941. Germany begins 

with a few reserve HQs to give them some flexibility. 

If Vichy French Colonies convert to French or Axis 

Minor-Vichy units, the controlling player may wish 

to review the HQ structure to ensure all HQs are 

correctly linked into the chain of command. 

Most Regimes begin with all of their HQs fully 

staffed. The Russians, still suffering from Stalin’s 

purges, have understaffed HQs. 

When assigning a unit’s HQ, the use of the List 

button is recommended: 

Selecting List displays all the Regime’s HQs in an 

orderly fashion (especially for 

Germany which has many 

HQs). Using this function 

may be easier than selecting the HQ you want on a 

crowded map. 

The US begins the game with numerous staffed HQs 

already deployed in the US. However the US has 

almost no standing army; their combat units will need 

to be built. 

To make it a little easier to track ship production, all 

major regime shipyards begin with a small HQ 

stationed in them. The German Luftwaffe has its own 

HQ structure. This can make upgrading air units on a 

selected front easier to manage. 

If you research staff II and later, you will find staff 

can control more units, reducing the need for extra 
staff to generate 100% HQ power over large armies. 

Readiness 

At the start of your turn you would ideally like all 

your units to have their full 100 action points 

available and their readiness to be 100. Newly-built 

units, transferred subformations and units that have 

been assigned to another HQ all suffer a readiness 

penalty. These readiness penalties have been made 

slightly less onerous than in the standard game. 

If a ground unit for some reason has no HQ, it can be 

assigned to one without a penalty. There is no penalty 

if you assign an actual HQ unit to a different HQ. Air 

and naval units can be reassigned to a different HQ 

without penalty. 

Map Navigation 

On the Russian front early in the game, large stacks 

of German units may make it difficult to see and 

move your units optimally. It is recommended you 

use the zoom in and spread out units buttons to make 

managing your forces easier. This is the 

recommended setting: 

 

To further assist navigation, the starting setup has 

placed no more than four or five units in most hexes. 

When using the recommended viewing option you 

can easily see all the units in each hex: 

 

Provided you do not stack too many units in a hex, 

viewing the map this way is also useful in heavily-

populated battle areas as it reduces the chance of 

overlooking vital artillery, armour or air units when 

planning an attack. 
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RESEARCH 

Players will be under pressure to keep their 

technology up to date. 

In May 1941 all players commence with level I 

technology units (except for the Germans and SS who 

have light tank II). Not all regimes have necessarily 

researched all level I technologies at the start of the 

game. 

Only Germany and the SS begin with tank destroyer I 

researched. Only Russia begins the game with heavy 

tank I researched. 

Early research penalties 

The units your factories can build are restricted by 

year. In 1941, Regimes are blocked from building 

units that are higher than level II technology. 

(Exceptions: King Tiger Tanks I are not available 

until 1942, each new level coming in successive 

years. You may research and build Staff I-IV from 

the start of the game. Paratrooper II requires rifle III 

tech.)  

In 1942 you cannot build units higher than level III 

technology and so on.  

It is strongly advised that you avoid researching 

technology you cannot build (your factories will not 

auto-update your build queues when the technology 

does become available, and you may pay a penalty, 

see below). 

Scaled research costs 

Seven technologies have additional restrictions. They 

are: Rifle, Artillery, Fighter, Medium Bomber, Dive 

Bomber, Light Tank and Medium tank. In January of 

each year it costs 50% more than normal to research 

these seven technologies. The research cost reduces 

each month; by June they will reach their minimum. 

If you try to research one of these technologies before 

you can actually build it, you will pay double the 

normal research cost. In 1941, these technologies cost 

30% more to research in June, reducing to normal 

cost by September. 

In the research screen these seven technologies are 

identified by displaying both the current research cost 

and the final basic cost. 

Gifting research 

Scientist action cards (see p. 29) allow you to give 

political points to another regime. 

Regimes do not share technology advances with their 

allies, so each Regime has to take its own path when 

it comes to research. (Exception: SS Rifle, see 

Research limitations and bonuses.) 

 

Regime-specific research 

A few technologies are Regime specific: 

TABLE 12. Unique technologies. 

Regime Research 

US Extended range fighter III & IV 

Germany Jet Fighter (fighter V) 

V-weapons I-III 

King Tiger Tank I-IV 

Russia Katyusha (rocket) artillery I-IV 

The Axis build Kübelwagens instead of jeeps. These 

two subformations have identical statistics, only their 

graphics differ. 

Research limitations and bonuses 

Not all Regimes can research everything. If you want 

a specific Regime to research something but find it 

cannot, that is deliberate. For example, the SS cannot 

build naval or air units. 

Cities and locations populated with Siberian people 

may not build air or naval units. 

Smaller Regimes may not be able to build high-tech 

units, e.g. the Axis Minors cannot research or build 

cruisers, battleships or aircraft carriers. 

Strategic bomber research is more expensive for the 

Axis powers. 

Hitler abandoned the use of paratroopers after the 

invasion of Crete. If Germany wishes to build 

paratroopers, they must pay the research cost to make 

them available. 

The SS were often early adopters of new technology. 

In recognition of this, the SS may research tank and 

tank destroyer technology at 50% of the normal 

research cost. The SS also gains new rifle technology 

for free if Germany researches it first. 

Russia receives a 25% discount on the research cost 

of light tank II. 

A few technologies do not require specific research, 

but become available when a pre-requisite research is 

completed. They are: 

Paratrooper II and Para Heavy require Rifle III. 

Heavy Truck requires Heavy Artillery. 

Rail attack markers requires Strategic Bomber II (see 

Bombing Axis rail, p. 26). 

Air Recon I-IV require Fighter I-IV. 

V1-V3 rockets require a V-weapons facility (p. 26). 

US extended range fighters III and IV require fighters 

III and IV. 

Combat engineers (p. 18) become available in 1942. 

! 
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POLITICAL POINTS 

A healthy flow of political points is necessary if you 

want to research new technologies, but political 

points are also required for other purposes. 

TABLE 13. Political point requirements. 

Action Pol. Pts. Required 

Create new unit*   2 

Create new HQ 10 

Upgrade Oil or Ore L1-L2 25 

Upgrade Oil or Ore L2-L3 50 

Build new airfield   5 

Build airbase 20 

Upgrade airfield to airbase 15 

Build new port 40 

Build fortification   5 

Build new air, armour or gun 
factory 

40 

Build new truck factory 20 

Build new shipyard 80 

Declare war on a Regime 75 

Research new technology varies 

* New Russian units cost only 1 PP June 41- March 42. 

For the political point output of cities refer to Table 3. 

For political point output related to Scientists and 

laboratories, see p. 28. 

Research centres (shown on the map with a red Uni 

label) each auto-produce 150 political points per turn. 

Scientists (p. 29) can increase this output. Captured 

enemy research centres also yield 150 political points 

per turn. Captured enemy laboratories produce 40% 

of their full PP output. 

MOVEMENT RESTRICTIONS 

Before January 1942, no Axis units may move into 

the northwest area of the map. No US unit may move 

out of the northwest area of the map before January 

1942 unless Germany and the US are at war. This 

area is marked by white dots and blocked by grey 

impassable hexes at appropriate times, see Figure 8. 

No air units based in the US or Canada may conduct 

air attack missions against ground or air units outside 

of these two countries. Similarly air units outside of 

these two countries may not conduct air attacks 

against ground or air units based in them. 

For play balance reasons, the Axis may not launch 

invasions of Iceland. Nor may they conduct air 

attacks against units in Iceland and they may not 

move naval units adjacent to Icelandic ports.  

The Axis may not launch invasions of the US or 

Canada unless all hexes in Britain are controlled by 

the Axis. 

The Axis may not invade Australia/NZ unless they 

control the port of Suez and Port Said. Aircraft may 

not fly south through the Suez Canal or across hexes 

132,122 to 135,120 other than to rebase. 

 

 
FIGURE 8. US and Axis movement into or out of this area is blocked until Germany and the US are at war. 
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SPECIAL RULES 

In this section, changes to the game rules and a 

number of new features are described. 

Regime setup 

All active Regimes have one “free” turn in May 1941. 

In this turn all Regimes may set production for all 

their cities and factories and they may set the DoAS, 

Intercept, Loss% and Supply% of their existing units. 

Regimes may create new empty units and assign them 

a TOE and add or modify pre-defined units using the 

model designer. They may not do anything else – no 

movement, no diplomacy, no transferring sub-

formations, etc. (Except Germany, see below). 

Each Regime begins with any supply bases and their 

capital sending supply to their Supreme HQ. All other 

cities and factories are not set to produce anything, so 

you need to set production for each location. All 

Regimes begin with 50 political points. 

Germany 

In May 1941 Germany is the only Regime permitted 

to move units (ground and air only, naval units cannot 

move). German ground units can move an extended 

distance in this turn but they may only move through 

or into German territory (exception see next 

paragraph) and they may not change fronts. Thus 

German units near the Russian border must remain 

near the Russian border, German units in France must 

remain in France, etc. 

During June, July and August 1941 German ground 

units receive a modest movement bonus. From June 

to November 1941, German and SS units can advance 

more freely into enemy territory and through enemy 

zones of control. 

Note: In May 1941 Germany has two HQs (von 

Shobert and von Stülpnagel) in Axis Minor territory. 

These two HQs and their units may move, as long as 

they remain in Axis Minor territory and near the 

Russian border. Other than von Shobert and von 

Stülpnagel, German units may not move into territory 

controlled by one of their allies in May 1941. 

Germany may not conduct any attacks, perform any 

air missions other than rebasing, transfer sub-

formations between units, move any naval units or 

load troops onto naval units, build or demolish 

anything using engineers, or take any diplomatic 

actions (other than playing the Finnish Alliance 

action card) during this turn.  

Germany has limited resources early in the game. 

They will need to aggressively develop French and 

Swedish mines and receive gifted Romanian oil to 

maximize unit construction and oil supply. Players 
who dislike this effect may select the optional rule 

“Extra German Resources” when starting the game, if 

the other players agree. 

Russia 

To reflect the poor state of Russian military 

preparations at the beginning of Barbarossa, most 

front line Russian units will have low readiness and 

experience at the start of the June 1941 German turn. 

However a few units did mount a more determined 

resistance, therefore a small percentage of randomly-

selected front line units may display higher readiness. 

France 

The only territory held by France when play 

commences is the French Embassy in Britain. This 

produces a small quantity of resources and political 

points as well as supply. If France regains territory its 

military production is set to 50% of normal until it 

controls Paris. 

Spain and Turkey 

Both these countries remained neutral in WWII and 

are likely to remain so during this game. 

Spain was Axis-friendly but wanted too much aid 

from Germany before it would consider entering the 

war or allowing German units to pass through its 

territory. 

Turkey should technically have joined the war as an 

Allied power because it had signed a tripartite pact 

with France and Britain. However it challenged the 

legality of this pact and declined to fulfil its 

obligations. Turkey did declare war on Germany in 

February 1945 but it did not engage in any military 

action. 

Having either of these Regimes join the war is likely 

to unbalance the game, so both Spain and Turkey are 

placed under special restrictions: 

Spain or Turkey can only become fully active 

Regimes if Germany declares war on them. During 

the game, both countries are played by the Allied 

player. Spain and Turkey may not take any 

diplomatic actions, including declaring war or 

forming alliances unless they are at war with 

Germany. This effectively limits their status to 

neutrals unless they are attacked. The Allied powers 

may not declare war on either country. 

Both countries had limited resources and poor 

economies. While neutral, their cities and factories 

produce military units at only 20% productivity. 

Resource centre output is similarly reduced. If 

Germany declares war on them, their productivity 

increases to 40%. 
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While neutral, Spanish and Turkish units operate 

under the following restrictions: 

Ground units may move, but may not move outside 

their borders. 

Air units may move, but must remain based in their 

home country. 

Naval units may move, but only to rebase to another 

port in their home country. They may not end their 

turn at sea. 

Spanish cities are populated by Axis Minor people, so 

if Germany declares war and captures Spanish cities 

those cities will become 75% productive for Germany 

(or 100% productive if captured by the Axis Minors). 

Captured Spanish locations become controlled by the 

Regime that captures them, and their ownership may 

not be transferred to another Axis ally except by 

gifting locations (p. 6). The German player may find 

it convenient to have the Axis Minors participate in 

their invasion of Spain. 

Submarine warfare in the Atlantic 

The US begins the game sending output from one of 

its oil wells (plus one ore and one supply base) to 

Britain. When the US becomes active, it can transfer 

ownership of other homeland resources to its allies.  

There are no oil wells in Britain, so Britain is reliant 

on imported oil. Although in reality oil had to be 

shipped from the US to the UK, the basic game does 

not check for interdiction of resources across the 

ocean. 

In the North Atlantic two areas shaded dark blue 

appear on the map. They are centred on hexes 20, 31 

and 30, 31. Hex 20, 31 has an ASW (Anti-submarine) 

label. Hex 30, 31 has a SW (Submarine warfare) 

label. 

German submarines stationed in hex 30, 31 will 

automatically begin intercepting the oil and ore the 

US is shipping to Britain. 

Allied destroyers stationed in hex 20, 31 will 

automatically counteract the submarines’ resource 

interception. The US player may not contest the 

Atlantic until the US is at war with Germany so 

initially this duty will be restricted to Britain or the 

Commonwealth. 

Only Axis submarines may enter the SW area. Only 

Allied destroyers may enter the ASW area. Units 

must end their turn in the labelled SW/ASW hexes. 

This is to prevent subs interdicting supply lines while 

they shelter in an area in which they are immune to 

attack.  

Note that the dark blue sea hexes block other types of 

naval units or air units from getting close enough for 

good reconnaissance, so neither player can be sure 

how many units the other side is committing. Supply 

cannot pass through these hexes. 

Submarine warfare favours the Axis player. Britain 

can expect to lose between 10% and 80% of the oil 

and ore being sent from the US. 

At the beginning of each turn the British, US and 

German players will receive a message detailing the 

previous month’s losses due to submarine warfare. 

The amount of resources lost depends on the ratio of 

submarines to destroyers (the more dominant the 

submarines, the greater the loss). If the Germans can 

achieve a 3:1+ numerical superiority, 80% of the 

resources being sent from the US will be destroyed. 

The game also calculates submarine and destroyer 

losses. Notification of naval losses is included in the 

resource message. 

Lend Lease and Murmansk 

Murmansk convoys are an effective way to provide 

military assistance to a beleaguered Russia. From 

November 1941 the US can build Russian-peopled 

units in the US-controlled Murmansk industrial centre 

in Iceland. Iceland was a departure point for many 

convoys and the industrial centre there represents 

production originating from the US which has been 

stockpiled in Iceland for shipping. (This was done to 

make it easier for the US player to track units 

destined for Russia). The production from this factory 

is 50% higher than that of a normal industrial centre. 

The allies can use cargo ships or convoys to transport 

these units to Russia, Murmansk being the closest 

port. Remember that allied players must have an 

alliance with Russia before they can enter Russian 

ports or unload units on Russian soil. Once the units 

are unloaded in Russia they should be gifted to 

Russia. 

Convoy ships do not have enough movement points 

to reach Murmansk from Iceland or the US in one 

turn, giving the Axis player the opportunity to try and 

intercept them. At the top of the map in the Barents 

Sea an area is marked “Axis subs only”. The Axis 

player may use this area to hide his subs from 

scouting Allied ships. 

If the US player no longer wishes to build units for 

Russia, the factory can be closed by use of an action 

card. The US player will immediately receive another 

action card allowing Icelandic production to be 

returned to the US by building a new industrial centre 

there. This new US industrial centre will take a few 

turns to reach its full production capacity. 

The US may also wish to build aircraft destined for 

Russia. Fighter I, Divebomber I, Medium Bomber I 

and Torpedo Bomber I have insufficient range to 

reach Murmansk. However Fighter II, Divebomber II 

and III and Torpedo Bomber II and III can be rebased 

even though their standard range is insufficient. If the 
US builds these aircraft and rebases them to the 

airbase SE of Halifax (55, 9), they will be granted 

extended range at the start of the next US turn, 
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allowing them to reach the Murmansk area and be 

gifted to Russia. 

Once they rebase, they will revert back to their 

standard aircraft version at the end of the US turn. 

Note: The long-range versions cannot be transferred 

onto a carrier. 

The Allies may lose a few of these aircraft at the time 

they are converted to long range versions. This 

represents the hazards of their coming long journey 

and the presence of Axis units in northern Finland. If 

Germany no longer controls Narvik, these losses will 

no longer occur. 

The long-range aircraft versions have very poor 

fighting capability and should not be set to intercept 

nor sent on offensive missions. 

Russian winter 

The Russian winter can be very extreme, with 

temperatures dropping below minus 35 degrees 

Celsius. After its rapid early advance during 

Barbarossa, the Germans believed they would occupy 

Moscow and cripple or defeat Russia before winter 

arrived. Partially due to this they failed to adequately 

prepare for the approaching winter. In this game 

winter occurs in December, January and February 

each year. 

In these three months snow will extend far to the 

south. (The map is based on an Azimuthal projection, 

so latitudes (running east-west) describe an arc. The 

snow line therefore is also an arc, which extends 

further south in the middle of the map and curves 

strongly upwards at the west and east edges.)  

In the winter of 1941-42, German units in snow-

affected areas will suffer a severe readiness penalty. 

This penalty is not limited to German units only in 

Russia. For example, German units in Norway will 

also be affected.  

German units in Urban and suburban locations are 

exempt – the German player can move his HQs and 

units into cities and towns to escape the winter 

penalty. 

German units in snow affected areas will draw close 

to double their normal supply. You can monitor 

supply usage by selecting a HQ unit and clicking on 

the LOG (Logistics) button. The “request out” and 

“supply out” figures show how much supply 

subordinate units requested and how much they were 

actually provided. 

The German player should prepare for winter by 

having extra supply accumulated in advance. Units 

that do not receive all their requested supply will 

suffer the usual “low supply” penalties in addition to 

the winter readiness drop. 

German winter penalties also occur in the winter of 

1942-43. In this period the penalty is less severe; after 

that the Germans are assumed to be much better 

prepared and winter has no effect on unit readiness. 

Bad weather (mud) may affect parts of southern 

Russia in December, and much of Russia in March. 

Mud may also occur south of the snow areas in 

Russia during January and February. 

For simplicity sake, the SS (who were better 

equipped to handle the extreme conditions) and Axis 

allied units (Finnish, Italian and Axis Minors) do not 

suffer winter penalties. 

 

FIGURE 9. The onset of winter in Russia. 
Snow extends almost 400 miles south of Moscow. 
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Scorched earth 

Russia will be dealt a scorched earth action card early 

in the game. This card may be played only on a 

location owned and populated by Russian people. 

If played on a factory or non-suburban airfield it will 

destroy that location. Military units in the destroyed 

location are unaffected. Aircraft at a destroyed 

airfield survive and can be flown out after the card is 

played. If played on other locations such as cities, 

mines, oil wells and airbases it will cause maximum 

damage to that location. 

In January 1944, Germany also will receive a 

scorched earth action card. It functions in exactly the 

same way as the Russian card except it must be 
played on German owned locations populated by 

German people. 

You may only play the scorched earth action card 

once per turn. 

If Russia uses a scorched earth card to destroy an 

industrial centre, it will receive a relocate Russian 

industry card. This can be used to rebuild their 

industrial centre away from the front lines. The 

rebuilt industrial centre will take a few turns to 

become fully productive. 

Decommission Factory 

Regimes can decommission one of their aircraft, gun, 

armour, truck factories or shipyards in any turn by 

playing a “close factory” action card on the hex 

containing the location. The location must contain 20 

or more engineers (the engineers do not need to have 

any action or engineering points). The 

decommissioned factory will be removed from the 

map and will return 50% of the political points and 

raw materials used in its construction. 

Storms 

Storms will occasionally appear in a sea area. Britain 

and Germany will receive a message when this 

occurs. Sea hexes affected by the storm will display a 

“storm” symbol. 

Aircraft cannot fly through storm hexes. 

Cargo ships and convoys move at reduced speed 

through storm hexes; fighting ships and submarines 

are unaffected. Minelayers cannot move through 

storm hexes. 

Overseas supply paths are shortened if they are traced 

through storm hexes. 

Invasions may not be conducted if the hex being 

invaded is within 4 hexes of a storm hex. 

Land areas adjacent to a sea storm may be affected by 

mud. 

Storms in the Barents Sea occur only in October 

through to March. 

Partisans 

Partisans may appear randomly in Axis-occupied 

territory in France, Russia and Yugoslavia. French 

and Russian partisans will usually appear in good 

defensive terrain. The chance of French partisan 

activity increases slightly each year, peaking in 1944. 

Partisans avoid appearing in hexes occupied by 

German units but they may (rarely) appear in the 

same hex as an SS, Axis Minor or Italian unit. If this 

happens, combat will take place immediately. 

Partisans will not appear in Vichy territory. Always 

garrison airfields and airbases with ground forces if 

partisans are active!  

French Partisans have the ability to destroy rail lines 

by use of an action card (no more than one rail hex 

per turn). They can also blow bridges. 

Because they gain support from the local community, 

partisans do not require a HQ. Be aware that partisans 

appearing some distance away from your units may 

not be visible on the map due to the fog of war.  

Partisans exert no zone of control, so they cannot 

capture empty hexes simply by being adjacent to 

them. 

Partisan units have good defence against air attacks. 

Britain and Germany both have an action card which 

influences the chance of partisans appearing in 

France. Both Regimes may play this card only once 

per month. The British Support French Partisans card 

increases the chance of partisans appearing in France 

by 5% each time it is played. The German Suppress 

French Partisans card reduces the chance of partisans 

appearing in France by 5% each time it is played.  

These influences are cumulative, so substantial 

swings in partisan activity may occur if one Regime 

plays their card each month without their opponent 

responding. The chance of French partisans appearing 

cannot exceed 80% or fall lower than 10%. 
! 
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Russian partisans  

When Germany and Russia go to war, Russia will be 

dealt a Russian Partisans action card.  

It is best to move your partisans before you play this 

action card. When the card is played, all Russian 

partisans inside Russia which currently have more 

than 40 action points will lose 40 action points and be 

highlighted. (The 40 point loss represents the activity 

involved in actually making an attack and occurs only 

the first time the card is played in a turn.). 

Select any one of the highlighted partisan units and 

they will do the following: 1. Destroy any rail line in 

the hex that they occupy (limited to two rail hexes per 

turn). 2. If no rail line is present, the partisans will 

attack any location in an adjacent hex, possibly 

causing damage. If there is more than one location to 

choose from, the location attacked will be selected 

randomly. Only one attack can launched from any 

given hex in each turn (even if there is more than one 

partisan unit present). Russian partisans will not 

cause damage to fortresses.  

The amount of damage caused will be greater if more 

partisans are attacking and will be less the more 

strongly the location is garrisoned. A partisan attack 

will never completely destroy a location nor will it 

cause casualties to either side. 

The number of sabotage attempts Russian partisans 

can make is limited only by the number of eligible 

partisans available.  

This information is also available from within the 

game in the Statistics > Brief > Cards tab. 

Russia controls any partisans that may appear in 

Yugoslavia. These partisans may destroy (it is a 

random chance) a rail line within Yugoslavia if they 

end their turn on a rail hex. Yugoslav partisans can 

also blow bridges. 

US Entry 

If no other factors accelerate US entry, the US will be 

able to enter the war in December 1941. 

The US is inactive and “sleeping” in May 1941. The 

US becomes a playable Regime in June 1941, but 

initially operates under restrictions. 

In June 1941, US military production is greatly 

reduced. US production increases monthly until it 

reaches full production in June 1942 as shown in 

Table 14. 

TABLE 14. Early game US production levels. 

 

The current US military production percentage is 

displayed on the map, above the US mainland. Note 

that only military production is reduced, production 

of supply, political points and resources is unaffected.  

The US begins the game with a number of staffed 

HQs, but few ground units. 

The US may normally not declare war on Germany 

before December 1941. The US is blocked from 

taking any political actions until it is at war with 

Germany. 

If Germany declares war on the US before December 

1941, the US immediately becomes active. 

The following can also cause the US to become 

active prior to December 1941: 

The British player holds a “Britain pressures US” 

action card. The British player may play this card 

before December 1941 (it is removed from play in 

December 1941) once for each of the following 

occurrences: 

1. The Axis captures both the port of Suez and Port 

Said. 2. The Axis captures Gibraltar. 3. The Axis 

captures Valletta (Malta). 
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If any Axis ground unit occupies a hex in Britain 

before December 1941, the British player may play 

his “Britain pressures US” action card. In this 

situation, this card may be played once every month 

(before December 1941) that Axis ground forces are 

in Britain. 

Each time it is played, this card has a 33% chance of 

making the US an active Regime. 

Whenever the US player becomes active, movement 

restrictions through the NW area of the map (see p. 

20) are lifted and the US may conduct diplomacy and 

participate in Atlantic warfare.  

The gearing of US production remains the same, even 

if the US enters the war early. 

Note that an extra US Research Centre is added to the 

map (at location 11, 10) in January 1942. 

Bombing Axis rail 

When Britain or the US research strategic bomber II, 

they will gain the ability to conduct attacks against 

Axis rail hexes. 

Each rail attack requires the commitment of at least 

five strategic bombers. The rail line attack procedure 

requires five or more strategic bombers to carry and 

drop one rail line attack marker, using the paradrop 

procedure. Rail line attack units are built in air 

factories. Even if the bombers survive interception 

and anti-air defences, the attack will succeed only 

25% of the time in 1941. The success rate increases 

each year to a maximum of 60% in 1945. 

The German player will receive a message advising 

when a rail line has been destroyed by bombing. 

The German player can review Allied attacks using 

the History button to replay the turn. Attacks show on 

the screen as a paradrop symbol with a US or British 

bomb unit on the hex to act as a marker for the 

pending rail attack (the actual attack is triggered by 

Allied play of an action card). 

This “para dropping” marker unit is very weak; you 

can therefore expect the Allies to try and target hexes 

that do not contain ground units (although the fog of 

war may make this difficult). 

The Allies must observe the following restrictions if 

conducting rail line attacks: Transporter units may 

not be used to carry rail line attack markers, rail line 

attacks may not be conducted against any hex that 

contains a location – cities, towns, oil or ore, airfields 

or airbases, factories etc. (Hexes containing only a 

rail line and bridge may be attacked, but the bridge 

itself is unlikely to be destroyed – conduct a separate 

bombing raid if you wish to target the bridge.) You 

may not attack a crossing hex (59, 54; 103, 120; 109, 

82). You may not drop more than one rail line attack 

marker into any one hex. 

Strategic bombers may never be used to carry any 

other ground unit (to prevent unrealistic long-range 

paradrops). 

Atlantic Wall 

In July 1942 Germany receives an Atlantic Wall 

action card. This allows up to four coastal fortresses 

to be built on the French and Belgian coast at a time 

you choose. (It may require two turns to fully utilize 

the card and build all four fortresses.) Hexes where 

the fortresses can be built will be highlighted. Check 

carefully where you choose to build – any existing 

location will be overwritten if you build a fortress 

over the top of it. 

Coastal fortresses are slightly stronger than 

fortifications. They can be destroyed. If badly 

damaged they will auto repair in 4 turns and they can 

be repaired by engineers. 

V-Weapons 

V-Weapons facility 

Germany can acquire the ability to build V-weapons. 

This ability is gained in a manner different to normal 

technology research. 

If Germany wishes to pursue V-weapons, the first 

step is to use engineers to build a V-weapons facility. 

This facility costs 250 engineer points to construct. 

The facility can only be built in one hex on the map – 

Peenemünde. Peenemünde was a secret installation, 

so the hex does not have a label, but it is at location 

63, 57. 

Once the facility is built, it will work away quietly in 

the background, developing V-weapons technology. 

It will automatically consume 20 political points each 

turn until it completes V-weapons research. 

After about one year, the V-Weapons facility will be 

able to build V1 rockets. Its production capacity is 12 

rockets per turn. The German player will receive a 

message once production is available.  

Research will continue at the facility and after 

another year has elapsed V2 rockets will become 

available, with V3 rockets following a year after that. 

If the facility is captured or destroyed, V-weapons 

research will stop until it is recaptured or rebuilt (it 

must be rebuilt in the same place). In either case, 

research will resume from the point at which it left 

off. Research progress is not affected if the facility is 

damaged. 

A captured V-Weapons facility will not produce 

anything for its captor. The German player may not 

gift the V-weapons facility. 

! 
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V-Rockets 

Can only be built if a V-Weapons facility is in place 

(see above). V-Rockets should be used like strategic 

bombers to cause structural damage to a location of 

your choice. If attacking with V-Weapons select your 

target and click on the “do a bombing raid” button. 

V-Weapons, especially V-2s and V-3s function more 

like Hitler’s promised super-weapons. The structural 

damage they can cause is quite high. 

V-Rockets move and function like air units. They can 

rebase like aircraft. V-Rockets are destroyed after 

they make an attack. 

If a site containing V-Rockets is attacked by enemy 

air, the rockets will launch prematurely and be 

destroyed. 

They will act like aircraft and try to intercept nearby 

enemy air missions if their INTC setting is anything 

other than “Don’t”. They are useless as interceptors, 

so keep their intercept turned off. 

V-Rockets are largely immune to flak and 

intercepting air units. There is no obligation to use V-

Weapons only against Britain. 

To avoid game problems, do not attempt to load V-

rockets onto a carrier. 

Naval mines 

Lay Mines 

Britain, the US, Germany and Italy have the ability to 

lay a naval minefield. These nations can also build 

the Minelayer ships required to manage minefields. 

To lay a naval minefield, move a unit containing 5 or 

more minelayers to a sea hex. You will only be 

allowed to lay naval mines in a sea hex that is 

completely surrounded by other sea hexes. 

Play your “Lay Naval Mines” card on the hex 

containing your minelayers. It is essential to 

immediately move the minelayers out of the hex 

where the mines were laid – minelayers in a hex 

where a minefield has been placed will automatically 

clear that minefield at the end of the player’s turn. 

In the top right hand corner of the map is a display 

which will now show the central hex of your new 

minefield. The new minefield’s location is only 

visible to you and your allies. 

You cannot lay a naval minefield and use it to 

conduct an attack in the same turn. 

Once laid, in subsequent turns a sea mine unit will 

appear in the centre hex as a reminder of its location. 

This unit is not visible during your opponent’s turn. 

Each Regime can only have one naval minefield 

active at a time. 

Note that although the Commonwealth can build 

minelayers it cannot lay minefields. 

Minefield attacks 

If enemy naval units end their turn in a sea hex within 

3 hexes of the centre of your minefield, the 

minefield’s owner has the option of activating a 

minefield attack. Play the Naval mines attack action 

card on the hex containing the enemy vessels and 

combat will be automatically resolved. To see the 

combat results you will need to look at the Statistics 

>Totals tab. 

When a minefield attack is performed, the position of 

the minefield’s centre hex will be displayed on the 

minefield display in your enemy’s turn, so they will 

then know exactly where your minefield is located. 

Your enemy will also receive a message advising in 

what hex the attack occurred. There is no game check 

on where a mine attack card can be played. However 

if it is played improperly, the difference between the 

attacked hex and the minefield display location will 

make it apparent to your opponent that you have 

improperly used your naval mines attack card. 

! 
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If ships are unlucky enough to end their turn exactly 

on the centre hex of an enemy minefield, they will 
suffer an extra attack at the start of the minefield 

owner’s turn. 

You cannot conduct a minefield attack and lay a new 
minefield in the same turn. 

Removing Mines 

Positioning 5 or more minelayers in a minefield 

centre hex will automatically remove the minefield at 

the end of that player’s turn. This happens regardless 

of whose minefield it is. 

Regimes can remove their own minefields, simply by 

laying a new one somewhere else. As each Regime 

can have only one minefield active at a time, laying a 

new minefield automatically erases the old one. 

Action cards 

Action cards allow events to happen that would 

otherwise not be possible within the normal game 

mechanics. 

Each card contains a description of what it does and 

the conditions and cost, if any, to play it. Three cards 

– Armour Blitz, Partisan Sabotage and Amphibious 

Assault are a little more complex. In the game, click 

on the Statistics >Brief >Cards tabs for more 

information on how they function (this information is 

also shown in Appendix 1, pp. 34-35). 

Action cards are colour coded according to their play 

limitations. 

Red = Must be played in the turn it is dealt. 

Yellow = Must be played within a certain time limit. 

Green = Can be played any time the conditions are 

right. Once played it will not be replaced. 

Light Blue = Can be played any time the conditions 

are right. The card will be redealt this turn or the next 

and can be played again. 

Dark Blue = Special, see the card’s wording or 

applicable rules section for more information. 

 

Scientists and Laboratories 

From June 1941, Regimes may randomly receive a 

Scientist action card (hereafter referred to as a SC). 

Receiving a SC in a given month is randomly 

decided, but there is a limit on how many each 

Regime may receive in a year, as shown in Table 15. 

(For play balance, Germany receives slightly fewer 

than might be expected: their conquests compensate 

for the shortfall.) 

If a Regime does not receive their expected yearly 

quota of SC’s, the shortfall SC’s plus a compensatory 

250 political points for each shortfall will be given at 

the start of the December turn (in 1941 the 

compensation is 125 PP). 

Each SC offers a number of ways for a Regime to 

increase its political points, as described below. 

Instant political points 

Regimes may play a SC on any of the following 

locations, be it neutral, allied or enemy-controlled: 

TABLE 15. Instant political point locations 

 Regime  

(SC from 1942)*  Location Hex location 

  Britain (9) London 38, 62 

  US (8) Washington 15, 7 

  France (3) Paris 41, 71 

 French Embassy 37, 61 

  Commonwealth Ottawa 50, 11 

  (4) Sydney 145, 122 

  Germany (7) Berlin 63, 63 

  SS (4) Munich 58, 77 

  Italy (4) Rome 58, 95 

  Axis Minors (3) Bucharest 88, 88 

  Finland (2) Helsinki 81, 40 

  Russia (8) Moscow  103, 50 

 Novosibirsk 148, 17 

  Spain (2) Madrid 22, 92 

  Norway (0) Oslo 61, 41 

 Norway Embassy 38, 61 

  Turkey (2) Ankara 104, 100 

* Correspondingly less in 1941 due to the short year. 

Playing a SC action card on one of the above 

locations will immediately grant 500 political points 

to the Regime that controls that location. 

Other ways of using a scientist card have the potential 

to yield greater long term results, but if you have an 

urgent need of political points or wish to quickly 

grant them to an Ally it can be useful to play the card 

in this way. 

! 
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Scientists 

Research centres (marked with a “Uni” label on the 

map) offer a second way to employ a SC. The 

following process potentially yields the greatest 

number of political points over the long term, but it 

carries risks if your opponent is able to launch attacks 

against your research centre. 

To use this method, you must play your SC on a 

research centre location. When you do this, a scientist 

unit will be added to the hex.  

The principles that govern the result of playing a SC 

on a research centre are: 

1.  You can play a SC on any research centre on the 

map, regardless of who owns it. Doing so will add a 

scientist to the hex. The scientist produced will 

belong to the regime that controls the research centre 

hex. 

2.  The 150 political points output of research centres 

is always directed to the Regime that owns that 

location. 

3.  The 50 political points per turn output of scientists 

in research centres are always directed to the country 

that the research centre is in. If, for example, 

Germany were to play a SC on the German-occupied 

research centre near Paris, the 50 political points per 

turn from the newly created German scientist would 

go to France. There is clearly little point in Germany 

doing this. 

But if a devious-minded Allied player were to play a 

SC on the French research centre the scientist that 

results would appear on the map as “German”, but it 

would actually be acting as a spy, sending 50 political 

points per turn to the French. Once the German player 

sees what is happening, he can of course move the 

scientist to one of his own research centres in 

Germany, thereby gaining a free scientist. 

As the war progresses, and territory changes hands, 

players should be mindful of the possibility of 

Regimes trying to plant scientists in captured research 

centres. 

4.  There is a research centre near Cairo in Egypt. 

Since Egypt is not a Regime represented in the game, 

scientists placed there will achieve nothing. 

5.  There is no limit to how many scientists can be 

placed in a research centre. 

Scientists function as infantry units, although they do 

have a few extra hit points to give them a little better 

survivability. Each scientist will generate 600 

research points per year and therefore research 

centres stacked with scientists are prime targets for 

enemy air attacks. Maintain a garrison of other units 

in your research centres to absorb losses, and keep 
your vulnerable research centres protected by flak or 

fighters. 

If a research centre is threatened by enemy ground 

forces, strategically transfer or move your scientists 

to a safer location (they move at the wheel movement 

rate). 

The number of political points your scientists in 

Research centres are currently generating is shown at 

the top of the screen, to the right of the oil production 

figures. 

Synthetic oil plant upgrades 

The German player has the option to move one of his 

scientists from a research centre to any one of his 

Synthetic Oil plants. (No benefit is gained by using 

more than one scientist.) Each turn the scientist is 

located in a Synthetic oil location he has about a 10% 

chance of improving the production of all (incl. SS) 

Syth Oil plants by 2000 points. Synthetic Oil plant 

production can be so improved no more than three 

times. Synthetic oil plants cannot be upgraded by 

engineers. 

If the fragility of scientists makes them unappealing 

there is another alternative: 

Laboratories 

Each Regime is able to build between one and three 

laboratories. Laboratories are created by playing a SC 

on a plains or fields hex in their home country. The 

hex must be unaffected by mud or snow. France can 

play a SC in North Africa near Oran and Tunis if it 

regains territory there. It can also play a card in 

France if it has recaptured territory there. Norway 

cannot play a SC to build a laboratory unless it 

recaptures territory in Norway. 

When a SC is played on a hex that is not an instant 

political point location or a research centre, the 

following checks are made: 

Check the hex is a land hex. 

Check the Regime has not exceeded its maximum 

allowable number of Laboratories. 

Check if the hex is neutral (this can occur if a Regime 

surrenders). 

Check the Regime playing the card has played it on a 

hex in its home country. 

Check the Regime owns the hex on which it was 

played. 

Check if the hex already contains a laboratory that 

cannot be further improved. 

Check the hex does not already have a location in it. 

Check the hex is a plains or fields terrain hex. 
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If any of these conditions are not met, you will 

receive a message advising the attempt was 

unsuccessful and the card will be refunded. 

If all checks are passed, a Level 1 laboratory will be 

built in the hex and your SC will be removed from 

play. 

Lvl 1 Laboratories produce 40 political points per 

turn for their owner. You may not transfer ownership 

of a laboratory to another Regime. If captured, 

laboratories will produce 40% of their political point 

output for their new owner. 

Laboratories can be damaged but cannot be 

destroyed. If fully damaged they will auto-repair in 4 

turns. Engineers cannot repair damaged laboratories. 

If you play a SC card on one of your existing 

laboratories, the card will be removed from play and 

the laboratory will be upgraded. Laboratories can be 

upgraded to Level 8. For each extra level, the 

laboratory produces an extra 40 political points per 

turn. 

Like oil wells, ore mines and research centres, 

laboratories are peopled by neutral people. 

No benefit is obtained by placing a scientist in a 

laboratory hex. 

Although they produce 20% less political points than 

scientists in Research centres, laboratories are a safer 

investment for Regimes whose territory might be 

subjected to land or air attack. If damaged, they will 

repair in time, whereas each scientist lost is lost 

forever. 

 

Vichy France 

Germany established Vichy France following the 

surrender of France. The SE area of mainland France 

is occupied by the Vichy Regime. In addition to 

mainland Vichy France, the four French colonies of 

Morocco, Algiers, Tunis and Lebanon-Syria as well 

as Corsica all begin the game as Vichy French 

territory. 

Vichy units are peopled by the Axis Minors. Vichy is 

a sleeping regime, but it is allied to the Axis powers, 

so Axis units may freely enter Vichy territory and 

hexes containing Vichy units. Allied units cannot 

enter Vichy territory without first playing an action 

card (see below). 

Allied aircraft cannot overfly Vichy territory. To gain 

information on the disposition of Vichy forces or the 

presence of Axis units within a Vichy colony the 

Allies can play an intelligence card, or use ships to 

move along the coastline of the Mediterranean, where 

most of the Vichy colony 50cities are located. 

Mainland Vichy France, all four Vichy colonies and 

Corsica are treated as separate entities, so operations 

can be conducted against Vichy units in one colony 

with no effect on the status of Vichy units in other 

locations. 

All Vichy units begin the game as inactive units, they 

can do nothing until events or action cards activate 

them. Once activated, and depending on the situation, 

they will either surrender (be removed from the map), 

join with the Axis – at which point they become Axis 

Minor/Vichy unis (controlled by the Axis Minor 

player, but peopled by Vichy), or align with the 

Allies (in which case they become French units). 

How the Allies interact with Vichy 

Morocco, Algeria, Tunisia, Lebanon/Syria 

If the Allies wish to occupy any of these four Vichy 

colonies, Britain must play the Occupy Vichy Colony 

card. It is played it on the Capital of the targeted 

Colony (note that the Moroccan capital is the Minor 

city of Rabat). 

Normally, there is a 80% chance the selected Colony 

will become Axis Minor territory and a 20% chance 

the Colony will become French territory. If the Allies 

have launched a major invasion of France (see below) 

the Colony will become French 80% of the time and 

Axis Minor 20% of the time. 

If Britain plays the Occupy Vichy Colony card and 
the Colony becomes French:  

All Vichy units immediately become French units. 

All hexes in the colony will become French, even if 

Axis units occupy them (exception, see Axis-friendly 
ports in Vichy colonies, p 31). Axis units deployed in 

the colony will remain in place.  

! 
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This could result in German and French units 

occupying the same hex. Automatic combat 

resolution does not occur in this situation, so the 

German and French players will need to fight each 

other. Players can attack enemy units in the same hex. 

In Morocco, Vichy has a few ships in Casablanca, 

they will become French. 

With the colony becoming French territory, the Axis 

player should be mindful that any Axis units in the 

colony will require a supply route. (Refer to Axis-

friendly ports in Vichy colonies, below.) 

If Britain plays the Occupy Vichy Colony card and 

the Colony becomes Axis Minor/Vichy:  

All Vichy units immediately become Axis Minor 

units peopled by Vichy. All hexes in the colony 

become owned by the Axis Minors. Any German or 

Italian units that have previously moved into the 

colony will remain in place. Note that Vichy people 

units fight for the Axis with only 75% effectiveness. 

Vichy has a few ships in Casablanca. They will 

become Axis Minor ships peopled by Vichy.  

The Resource centre in Morocco will not produce 

anything for the Axis. 

If the Allies attack the colony they can force the 

Vichy forces to surrender (and be removed from the 

map), by taking control of the Colony’s capital city.  

Allied conquest of a Vichy colony and assigning 
ownership of a Vichy colony back to France: 

If Allied forces occupy a Vichy colony capital, 

Britain can play the Colony Captured action card on 

the capital. This will transfer all territory in that 

colony to French control (even hexes containing Axis 

units, which may become out of supply as a result, 

exception: Axis-friendly port, see below). All Axis 

Minor/Vichy units in that colony will be removed 

from play, including the Casablanca ships (even if 

they have moved out of Morocco). The Axis Minor 

player can circumvent losing the ships if, before the 

capital is conquered, he gifts them to Germany or 

Italy. Remember that these ships, being Vichy people, 

will fight with only 75% effectiveness for the Axis.  

When the colony capital is conquered and the Colony 

Captured card is played, a small French HQ will 

appear in the colony capital, providing a base from 

which France can begin to rebuild French forces. 

If the Allied player captures the Colony but Britain, 

for whatever reason, does not play the Colony 

Captured card, France has the option of using its 

Liberation card to reclaim the capital and any other 

major cities in that colony for France.  

Corsica 

Corsica begins as Vichy territory. Britain and Italy 

both have an Occupy Corsica card. Either player may 

use it convert Corsica to French territory. The two 

Vichy units in Corsica will become French. 

Invading mainland Vichy France 

The only way the Allied player can affect mainland 

Vichy France is by invading France itself. If a 

sufficiently large allied ground force is in France, 

Vichy France will automatically disband, and all 

Vichy units in France will be removed from the 

game. 

Note that the disbandment of Vichy occurs at the start 

of the British turn following the invasion, so 

Germany has a chance to react to the invasion and 

possibly repel it. 

If the French fleet is still based in Toulon when 

France is invaded, some ships will become French, 

and some will be lost (scuttled). Germany will not 

gain any of these ships.  

If mainland Vichy France is disbanded due to an 

Allied invasion, any remaining overseas Vichy 

colonies will stay Vichy, but there is now an 80% 

chance of Britain’s Occupy Vichy Colony card 

turning that Vichy colony to French. In this case, if 

the Colony does become French, all Vichy units will 

be disbanded, and the Colony will become empty 

French territory (although any German or Italian units 

in the colony will remain in place). A small French 

HQ may appear in the colony’s capital if the colony is 

free of Axis units. 

The US player has a Liberate France action card 

which can be played any time Allied forces have 

retaken French territory. When played, all Allied 

territory in France will be gifted back to France. This 

card can be played multiple times to return territory  

to French control, as the Allies advance further into 

France. 

How the Axis interact with Vichy 

While most changes to Vichy territory occur as a 

result of the Allies playing an event card, backed by 

military action, there are a few possible actions the 

Axis can initiate. 

Axis friendly ports in Vichy colonies 

The Axis player can find his units out of supply if a 

Colony is converted to French territory. To lessen the 

problems this can cause, one port in each Vichy 

colony is nominally Axis-friendly. These ports have 

no Vichy units stationed in them at the beginning of 

the game and if the Axis player wishes to send units 

to that colony, the port should be garrisoned. 

These ports are at: Morocco: 5, 110; Algeria: 27,108; 

Tunisia: 50, 109 and Lebanon/Syria: 113, 115. 
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If the ownership of the colony changes to French due 

to the play of an action card, the port will be set to 

German or Italian control, provided Germany/Italy 

combined have at least 50 power point of land units 

in that port. (Ownership will be decided between 

German or Italian, depending on which Regime has 

the most power points there.) If the colony becomes 

Axis Minor, the port will be set to German. 

Seizing the French Fleet 

Before Vichy is disbanded, if the German player 

wishes to try and seize some of the Vichy ships in 

Toulon, he may play his Seize French Fleet action 

card on the port. Some ships will be scuttled (lost). Of 

the remaining ships some will go to France and some 

to Germany. The distribution of ships between 

Germany and France will depend principally on how 

well the Axis are doing in Mediterranean. If, for 

example, the Axis have control of several Axis-

Minor/Vichy colonies and have occupied one or more 

of Malta, Suez or Gibraltar, more ships are likely to 

join the Germans. After playing its Seize French Fleet 

card both Germany and France will receive a Harbour 

French Fleet action card allowing them to place their 

ships in a friendly hex containing a port symbol 

(outposts are not eligible, nor are coastal cities). 

Axis disband Vichy France 

The Axis player may elect to disband Vichy France. 

To do so they must move 200+ land power points into 

Vichy city and play the Disband Vichy card. All 

Vichy units in mainland France will be removed and 

Vichy France will become German territory. The 

Vichy fleet will mostly be scuttled; some ships may 

join the French, Germany will not get if any ships. If 

Corsica is Vichy, Vichy units there will be disbanded 

and the territory will become neutral or French. 

Colonies that are still Vichy will have Vichy units 

become French and all territory in the the colony will 

become French. Colonies that are Axis Minor/Vichy 

will lose all the Axis Minor/Vichy units and become 

French. If no other French or Axis units are in those 

Colonies a small French HQ will appear in the 

Colony's Capital. Colonies that are already French 

will be unaffected. 

Headquarters in Vichy colonies 

When a Vichy colony changes to Axis Minor or 

French, the controlling player should check each HQ 

in that colony to ensure that they are assigned to a 

friendly superior HQ.  

 

As an aid to visualizing the Vichy processes, refer to 

Figure 10 on the next page. 

 

FEEDBACK 

Comments, suggestions and bug reports from players 

are welcomed. 

The author can be reached on the Advanced Tactics 

Series Forum (Part of the Matrix Games Forums): 

http://www.matrixgames.com/forums/tt.asp?forumid=472  

Please post your comments in the Mods and 

Scenarios sub forum. 

http://www.matrixgames.com/forums/tt.asp?forumid=472
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FIGURE 10. Vichy flowchart. (Best viewed at 150% zoom) 
Illustrates the options and action cards available to players involving Vichy. 
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APPENDIX 1: SPECIAL ACTION CARDS 

While most action cards are self-descriptive, extra 

information is provided here for a few cards that have 

special conditions. This information is also available 

in the game in the Statistics > Brief >Cards tab. 

 

ARMOUR BLITZ: Only Germany and the SS receive 

these cards. They become randomly available from June 

1941 for the SS and from August 1941 for Germany 

(German units already have increased movement from 

June to August 1941). Germany cannot accumulate 

more than six Blitz cards in 1941 and 1942 and the SS 

cannot accumulate more than four. The maximum 

number of German and SS blitz cards available 

decreases by one in both 1943 and 1944 or later.  

If you play an armour blitz card, the map is scanned for 

any of your Regime's units that are eligible to conduct 

blitz movement. Units that meet the criteria are 

highlighted with a white border. You can then select any 

one of the highlighted units to grant it extra action 

points for the current turn only. The unit you select will 

have its movement allowance increased by about 40%. 

To be eligible for selection, a unit must meet the 

following requirements: It must contain 3 or more 

armoured units (any tank, tank destroyer or assault gun). 

It may not contain any armoured cars but it may contain 

halftracks. It can only contain armour and infantry units 

(no trucks or guns for example). Any infantry must be 

carried by the tanks or by halftracks (so that the unit 

moves at the 'tracked' movement rate). The selected unit 

must have less halftracks than it has tanks. To be 

eligible for selection the unit must have 100 action 

points. The unit cannot be in - or adjacent to - mud or 

snow terrain. 

Additionally, eligible units must fall within a range of 

60-260 power points. This is to prevent a player making 

a huge stack of tanks and giving blitz movement to all of 

them. You can find power points by clicking the 

Subformation type pic at the bottom of the screen, 

selecting Combat Stats and in the first column, 4th from 

the bottom, power points are displayed. 

 

 

PARTISAN SABOTAGE: Once Germany and Russia 

are at war, Russia will receive a Partisan Sabotage card. 

This is how to use it correctly: 

Always move all your partisans before you click on this 

card. 

Selecting this card will cause all Russian partisans on 

the map with more than 40 action points to immediately 

lose 40 action points. The Russian Partisans that lost 

action points will be highlighted on the pop-up map that 

appears. These Partisans can be chosen for rail line or 

location sabotage. The lost 40 action points represents 

the activity needed to perform these operations. The 

action point loss only occurs the first time this card is 

played during a turn. 

To perform rail line sabotage, choose one of the 

highlighted Partisan units on the pop-up map and click 

on the select button. Any rail line in the Partisan's hex 

will be destroyed. Once a Partisan performs any 

sabotage operation, no further sabotage may be 

conducted by any Partisans operating from the same 

hex. Russia is limited to two rail line destructions per 

turn. 

Partisans can attempt to damage locations in an adjacent 

hex. To do this, choose a highlighted Partisan unit on 

the pop-up map and click on select. One adjacent 

location (the programme will select which one if there is 

more than one), may suffer damage. The amount of 

damage is proportionate to the number of Partisans and 

the strength of Axis ground units defending the location. 

Fortifications present too formidable an obstacle for 

Partisan activity - they are immune to damage. Sabotage 

will never actually destroy a location. 

If a Partisan unit is on both a rail line and adjacent to 

one or more locations, rail line demolition will always 

be the activity chosen. 

The number of sabotage operations Russian Partisans 

may perform is limited only by the number of eligible 

Partisan units available. Sabotage does not cause any 

losses to ground forces. 
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AMPHIBIOUS ASSAULT CARDS: Major amphibious 

invasions, such as the invasion of Normandy, required a 

massive amount of planning, time and resources. To 

reflect this level of commitment, the western allies have 

the option to use two action cards, which allow a trade-

off of time and political point expenditure in return for 

an increased chance of invasion success. 

As part of this procedure, Britain, the US and the 

Commonwealth suffer a game penalty, in that defenders 

against their amphibious assaults are tripled in defence, 

instead of doubled. If launching an invasion against 

poorly defended or undefended hexes, the sea and air 

power of the Allies should be sufficient to overcome this 

disadvantage. If hexes are well-defended and the 

opposing forces formidable, planning an invasion 

through use of these cards should be strongly 

considered. 

Plan Amphibious Assault: In March 1942, Britain, the 

US and the Commonwealth will each receive a Plan 

Amphibious Assault (PAA) action card. Regimes may 

play this card once, or multiple times, during their turn. 

Each time the card is played it will cost the playing 

Regime 100PP. 

Near the top of the map, east of the US, a small display 

is shown. The pts. hex on the left will display the 

number of political points so far invested (it will be 

updated once you exit the decision room/cards screen). 

This figure is the total amount invested so far by the 

western allies. 

The turn hex on the right displays how many turns must 

pass before an invasion that takes advantage of the PPs 

you are investing can be conducted. 

At the start of the game, the pts. hex will display a zero 

and the turn hex will be blank.  

It costs 500PP to complete initial planning for a 

seaborne invasion. This simply represents a commitment 

to proceed, it does not bestow any benefits. 

Any PPs invested after the initial 500 will reduce the 

modifier of defenders by 0.1. Thus investing 500 

(initial) + 500 (additional) political points will reduce 

the defensive modifier from 3x to 2.5x. 

When the total investment reaches 1000 (2.5x defence 

modifier), the colour of the number in the pts. screen 

changes to white. When the investment reaches 1500 

(2.0 defence modifier) the colour becomes yellow. If the 

investment reaches 2000 (1.5x defence modifier) the 

colour becomes red. 2000 is the maximum amount that 

can be invested. If 2000 pts. is reached, the PAA cards 

are removed from play. 

The figures in this display are hidden from Germany and 

the Regimes that take their turn after Germany. 

In the turn following the investment of 600 or more PPs, 

a figure will appear in the turn box. This is how many 

turns must now elapse before an amphibious assault can 

be executed if you want to take advantage of the 

reduced defensive modifier. At this time Britain will 

also receive the Conduct Amphibious Assault (CAA) 

action card. 

Conduct Amphibious Assault: Only Britain receives this 

card. It cannot be played until the turn display shows 0. 

It can be played regardless of the amount of PPs spent 

(although that amount must be 600 or more to have 

received the CAA card in the first place). For example, 

if the allies decide to invade after spending 1500 PPs 

and reducing the modifier to 2x, they may do so. 

The mechanics of this whole procedure mean that it will 

take a minimum of 6 months to plan and execute an 

invasion. 

The turn before Britain intends to play the CAA card, 

the Regimes participating in the invasion should have 

their invasion forces loaded onto ships and within 

landing range of the invasion site. 

Of course, all the preparations that are normally made 

before an invasion: reconnaissance, naval bombardment, 

establishment of air superiority and air strikes should be 

employed. 

Playing the CAA card costs Britain 100PP provided it is 

played in the turn in which the turn counter reaches 

zero. Britain can delay playing the card, but each month 

of delay increases the cost of playing the CAA card by 

100 PP. 

When Britain plays the CAA card, PAA cards (if still in 

play) are removed, and the reduced defensive modifier 

against amphibious assault is immediately implemented. 

The new modifier remains in place until the end of the 

Commonwealth turn.  

For a Regime to benefit from the modifier, it must have 

contributed by playing at least one PAI card. If that 

Regime made no contributions, the defence modifier 

will be 3x during their turn.  

The modifiers affect the entire map, if a contributing 

Regime wants to take advantage of the defender’s 

reduced defence and conduct a different amphibious 

operation in another part of the map, they can do so. 

In the turn following the invasion, all modifiers are reset 

to their standard values and the PAA cards are redealt. 

Germany may receive a warning that an invasion is 

imminent if a ? appears in the turns box. A blue ? 

indicates initial planning has been completed. White, 

Yellow and Red ? indicate progressively more likely 

invasion chances. These warning ? are not very accurate 

and will only appear sporadically. Germany might 

consider using air recon or intelligence cards to search 

for signs of an assembling invasion force. 

Germany should also be aware that the invasion the 

Allies are planning is not necessary D-Day and could be 

occurring anywhere else on the map. 
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APPENDIX 2: CHANGE LOG 

Future changes to the release version will be listed here. 


