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Advance Table
 Strength Friendly  Defender’s Strength Points
 Points Hex 0 1 2 3 4 5 6 7 8 9 10+
 0  1-4  1-4 - - - - - - - - - -
 1 1-5 1-4 - - - - - - - - - -
 2 1-5 1-4 1 - - - - - - - - -
 3 1-6 1-5 1-2 1 - - - - - - - -
 4 1-7 1-6 1-3 1-2 1 - - - - - - -
 5 1-8 1-7 1-4 1-3 1-2 1 - - - - - -
 6 1-9 1-8 1-5 1-4 1-3 1-2 1 - - - - -
 7 1-9 1-8 1-6 1-5 1-4 1-3 1-2 1 - - - -
 8 1-9 1-8 1-7 1-6 1-5 1-4 1-3 1-2 1 - - -
 9 1-9 1-8 1-8 1-7 1-6 1-5 1-4 1-3 1-2 1 - -
 10 1-9 1-8 1-8 1-8 1-7 1-6 1-5 1-4 1-3 1-2 1 -
Number ranges shown show die rolls needed for a successful advance.

Units Capability Table   
Capital   Air    A

 Tech i	a	N	p	n	C UBoat Ship Carrier ASW Def. Bomber Escort Missile Bomb

 Level
 0 3 6 4 6 6 5 6 11 15 8 8 P0 P0 P0 P0
 1 2 4 3 5 4  4 9 12 5 7 7 7 P1 P1
 2 1 3 2  3  2 7 10 3 6 4 6 P2 P2
 3  2 1  2  11/2 5 8  2 3 5 P3 P3
 4       1    1  2 3 P4
 5           1/2  1 2 P5
 6           1/3  1/2  2

Firepower/Assault Table
    Firepower Strength Points
 Die 1 2 3 4 5 6 7 8  9 10
 1 1 1 1 2 2 2 3 3 4 4
 2 0 1 1 1 2 2 2 3 3 4
 3 0 0 1 1 1 2 2 2 3 3
 4 0 0 0 1 1 1 2 2 3 3
 5 0 0 0 0 1 1 1 2 2 2
 6 0 0 0 0 0 1 1 1 2 2
 7 0 0 0 0 0 0 1 1 1 1

Terrain Effects Chart
Type Movement Combat
Mountain No Effect  Mechanized SPs may not
Hex  assault a mountain hex. 
  +2 to  advance attempts 
  into mountain hex.
Crossing  Armies may cross Only by Amphibious
hexside without need of Assault
 sea transport if 
 both sides friendly
Sea Sea Transport Only by Amphibious
Hexside  Assault

Sea Transport Capabilities
 Location Sea Movement per Turn
Axis Baltic Sea  1 SP
 Mediterranean Sea 2 SP if Italy not surrendered 
  3 SP if Malta is Axis controlled
  Otherwise movement prohibited
 All other seas Movement prohibited
Soviet  Black/Caspian Seas 1 SP each
 All other seas Movement prohibited
Allies Atlantic Ocean Unlimited but only 3 SPs to and
  from US/Canada
 Mediterranean Sea 2 SPs if Gibalter, France or Suez
  is Allied and unlimited if in
  addition, Italy has surrendered
 Persian Gulf/Red Sea 1 SP

Turn Sequence
1. Strategic Warfare
 a. Strategic Bombing
 b. Axis Sea Raid
 c. Missile Launching
2. Movement Phase
3. Combat Phase
 a. Initial Attack Sub-Phase
  1. Announce Initial Attacks
  2. Resolve Amphibious Invasions
  3. Resolve Defensive Assault
  4. Resolve Attacks
 b. Exploitation Attacks Sub-Phase
  (conduct one army at a time)
4. Production and Partisan Phase
5. Research Phase

Combat Capabilities Summary
Only types listed can perform the combat

Assault i	a	p	N*
Defensive Assault i	a	p	N*C
Amphibious Assault i	a	p	N
Amphibious Advance  n	+ = i	a
Advance a	x1	p	x2
Defence against Advance i	a	p	n	C
Air Attack N
Defence again Air Attack N

*Only SPs not used in Air Battle **Or Garrison

Suez Canal

MAP NOTES
1 French Fortifications, (including Maginot Line hexes 
M9 & N8), SPs may not be assigned until the Winter 
1940 turn.
2 Italy Army joins Axis but only during the Production 
Phase: 7 production points. May sea transport 2 SP’s 
in Med (3 if Malta taken); British sea transport drops 
from unlimited to 2 SP’s in Med. 
3 Russian Winter Combat penalizes Axis armies in 
the Soviet Union their 1st winter: all of their attack 
& defensive assault die rolls increased +4, then 2nd 
winter +2, & each following winter +1.
4 Axis allies join: Finland 3 inf SP, Hungary 1 mech 
SP & 1 inf SP, Rumania 1 mech SP & 2 inf SP & 
Bulgaria 1 inf SP.
5 Siberian production of 8 starts turn after Soviet 
Union attacked.

Soviet Mobilization
1. No more than 8 production points in the Soviet 
Union may be counted towards its total each turn un-
til either a Soviet or Baltic State hex is attacked by the 
Axis or the arrival of the Spring 1942 turn whichever 
comes first. Then the Soviet player may count his 
total production in the Soviet Union except Siberia.
2. Soviet production points found outside the Soviet 
Union are still counted in addition to eight permitted 
inside.
3. In limited war, if the Soviet player attacks any hex 
not in the Baltic States before the restriction has 
been lifted, will be extended until there are at least 
five Axis-friendly hexes inside the Soviet Union or 
the arrival of the Spring 1944 turn whichever comes 
first.
4. Production in Siberia is not available in any case 
until the turn after the eight production point restric-
tion is removed.

Siberian Industry
1. Once its industry starts producing, Siberia is able 
to provide eight production points per turn through 
the Winter 1942 turn. Beginning with the Spring 
1943 turn and continuing through to the end of the 
game, Siberia
production capability increases to twelve points per 
turn.
2. If Siberia is captured by the Axis, only eight pro-
duction points at the most can be repaired by them.

Unaligned Nations’ Home Forces
1. Unaligned nations receive infantry SPs, called 
home forces, for increased protection.
2. These home forces are not and never can be as-
signed to armies. Instead, they are placed directly on 
the mapboard in their home country. Place number 
markers on the mapboard to represent these forces. 
3. Home forces cannot leave their homeland. If 
forced to retreat out of their country, they are elimi-
nated. When their home country surrenders, they 
disappear forever.
4. They are placed on the mapboard at the moment 
the first attack of a hex in their home country is an-
nounced but before it is resolved. They can be placed 
anywhere in
their country limited to a maximum of two SPs in 
a capital.
5. An unaligned country’s home forces are placed 
and directed by the player who would be the one to 
control the country if it doesn’t surrender.
6. These SPs of a home force may be moved like any 
other SPs during the controlling side’s movement 
phases. They cannot move out of the home country. 
They may move into the capital in excess of two SPs.
7. Once eliminated, they cannot be rebuilt. They are 
available just once.
8. Unaligned infantry SPs are shown in white text in 
a box found on each country.
9. The forces available to Finland, Rumania, and Hun-
gary are independent of those provided to the Axis 
side in the Summer of 1941. However, when the Axis 
side receives these reinforcements, the home forces 
must all be eliminated.

Italian Army
1. Axis player must keep a force of at least 5 inf & 1 
mech SPs in Italian territory (all yellow hexes), in the 
Italian army, or in a combination of the two.
2. During any Axis production phase in which the 
above conditions are not met, the Axis player must 
redress it as his first priority before he can spend his 
budget on anything else.
3. SPs in the Italian army can never be moved to a 
hex outside of Italian territory. They may advance or 
retreat into hexes outside Italian territory, though. 
SPs in the Italian army are always free to move back 
into Italian territory.
4. In all advance attempts made by the Italian army 
into unfriendly hexes, 1 must be added to the ad-
vance die rolls.
5. Once Italy surrenders, these SPs must be elimi-
nated. The Axis player, then, is no longer obligated to 
maintain this Italian force.
6. The Axis side begins the scenario with 1 inf SP in 
hex D12. Assign it to the PZAA army.

Suez Canal, hex D15, is a controlling hex for a sea 
route is passing from one sea to another. At the mo-
ment the Suez hex D15 is captured by the Axis play-
er, both production points from India are removed 
from the Allied total. This situation continues while 
the Suez remains Axis. As soon as the Allied armies 
are able to recapture the Suez, the Indian production 
again becomes available. Loss of Suez Canal (hex 
D15) Britain –1 Morale.

NAVAL ACTION
The Fleets
1. All fleet counters become available for use. Fleets 
are no longer restricted to just the Atlantic. Fleet op-
erations are possible in all seas.
2. Fleet counters will be placed directly on the map-
board. The In Port and At Sea boxes will not be need-
ed. Ports are available in all coastal hexes. Those 
with the port anchor symbols can hold an unlimited 
number of capital ship (or just plain ship) SPs (ex-
cept Gibraltar which is limited to
just three). All other coastal hexes have a capacity of 
one ship SP. A fleet at sea is placed directly in a sea 
hex on the mapboard.
3. Ship SPs must be attached directly to a nation and 
not just to the side. The countries which can have 
fleets are France and Great Britain for the Allies, Ger-
many and Italy for the Axis, and the Soviet Union for 
the Soviets. Each fleet counter has been given a color 
to associate it with one of the above named coun-
tries. A ship SP, when built, may be assigned to any 
fleet counter from its side
but, then, is forever fixed to that fleet’snation. A play-
er may transfer his ship SP but only between fleets 

of the same color. A country may never have more 
fleets than have been provided for it.
4. British fleets may only be placed or moved into 
friendly ports in Great Britain or allied hexes (brown 
hexes). French fleets may only be placed or moved 
into friendly ports in France or allied hexes (green 
hexes). Italian fleets only may be placed or moved 
into friendly ports in Italy or allied hexes
(yellow hexes). German fleets (white or black) may 
be placed or moved into ports in any Axis-friendly 
hexes. Soviet fleets may be placed or moved into 
ports in any Soviet friendly hexes.
5. Newly-built ship SPs may be assigned only to 
fleets in port.
6. No longer begin play with the ship strengths given 
in the Campaign scenario. The following At Start 
placements supercede. All ship strength begins in 
port, except the one German point on raid.
Britain 8 SPs; France 5 SPs; Germany 1 SP in port, 1 
SP on raid;  Italy 3 SPs; Soviet Union 1 SP.

Fleets At Sea
1. Fleets at sea remain in place until their side’s next 
movement phase unless called into action. While at 
sea, they can:
• battle with enemy fleets in the same hex
• block sea routes
• intercept enemy invasions.
2. A fleet at sea blocks all enemy supply routes from 
entering into the hex it occupies. It also prevents en-
emy movement routes (both ship and army) passing 
through its hex although it cannot stop enemy ship 
SPs from entering its hex to do battle.
3. A fleet at sea is able to intercept amphibious inva-
sions in the same way as before. A fleet may inter-
cept only the part of an enemy invasion route that 
passes through the same sea that it occupies. This 
invasion route is vulnerable along its entire length in 
the sea, the distance to the firing fleet being immate-
rial. Because there can now be more than one fleet 
of the same side able to intercept, each must do so 
separately. A fleet’s fire never interferes with those 
of other fleets on the same mission. The manner of 
resolving naval fire against amphibious invasions re-
mains unchanged. Once a fleet completes all of its 
naval fire, it must return to port (owner’s choice).
4. Invading armies can now be accompanied by sup-
port fleets which must first be all defeated in battle 
before the armies, themselves, may be attacked at 
sea. Any or all fleets in a port may support the am-
phibious invasion originating from there. They may 
do so even if they have just moved into port during 
the movement phase. Support fleets do not have to 
be physically moved. Just the announcement of sup-
port is enough to assure their accompaniment along 
the entire route. Those support fleets that survive the 
trip may provide naval support fire into the target hex.

Fleet Movement
1. At the beginning of his movement phase, a player 
must move all of his ship SPs currently at sea to port. 
Ship SPs which no longer have a port or whichwould 
exceed the port’s capacity are eliminated, instead.
2. The player may then move his ship SPs as he 
wishes. Ship SPs may make one move either to an-
other port or to a full-sea or coastal hex.
3. A ship SP can only move to those hexes to which 
it can trace a sea route. The route traveled between 
ports or from sea to port may be of any length. The 
route traveled to a full-sea or coastal hex must be no 
more than seven hexes from its port. A fleet may not 
be placed at sea in the same
hex as an enemy fleet in port unless supporting an 
invasion into the hex.
4. Fleets can be created at any time to receive ship 
SPs. Empty fleets are removed from play but can 
return at any time to receive new ship SPs. At the 
end of movement, every ship SP must be assigned 
to some fleet counter. They cannot be left to float 
around on their own.
5. Each country can never have more fleets in play 
than have been provided for it.
6. Ship SPs not in port are considered at sea. Ship 
SPs in port are safe from any direct attack (though
they can be expelled from port by a successful en-
emy advance into it). Expelled fleets must move im-
mediately to another port.
7. A player must always make it clear to all whether a 
fleet is in port or at sea along the coast.
8. Leningrad (hex T15) is a port on the Baltic Sea. 
Kiel (hex Q10) is a port both on the Atlantic and the 
Baltic. Friendly ships may pass between the Atlantic 
and the Baltic by way of the Kiel canal. Ships may 
leave and enter the port of Taranto (hex J11) by hex 
I12 only.

Raid
1. Axis fleets in port on the Atlantic may choose to 
move into the Raid Box instead of to a hex at sea. 
While in raid, the Axis ship strength can attack both 
the movement of SPs between America and Europe 
and production just like U-boats.
2. U-boats and Axis fleets cannot combine in their 
attacks. Each must attack separately. While on raid, 
Axis ship SPs are always fire at 3X SPs.
3. Although, once in the Raid Box, Axis fleets are safe 
from enemy attack, they are subject to interception 
trying to get there. Each Allied and Soviet fleet at sea 
anywhere in the Atlantic may try to intercept. The Al-
lied player always resolves his attempts first.
4. When the Axis player announces his intentions to 
send one or more of his fleets out to raid, the Allied 
player selects which of his fleets he wishes to use to 
chase them. All of these fleets, whether successful or 
not, must return to port (owner’s choice) at the end 
of the operation.
5. The Allied player resolves each chase one fleet at 
a time. He picks one of his chasing fleets, then one 
of the Axis fleets attempting to raid, and rolls a die. If 
the result is 1 or less, the two fleets must immediate-
ly battle each other. This procedure continues until 
the Allied player has made all the chases he wishes 
to make. He may stop at any time.
6. A fleet can search only once for each Axis fleet.
7. The Axis fleets that survive all chase attempts can 
then proceed to the Raid Box.
8. At the beginning of the Axis player’s next move-
ment phase, all fleets in raid must return to port 
(owner’s choice) just like any other Axis fleets at sea.
9. Allied fleets at sea either on or next to Scapa Flow 
(hex U7) may subtract 2 from their search die rolls 
for Axis fleets leaving from any port along the Baltic 
Sea, in Germany, Denmark, or the Low Countries. 
They may subtract one from their search die rolls for 
Axis fleets leaving Norway along the Atlantic.

Naval Battle Resolution
1. A player may initiate naval battle in 3 ways: 
• During his movement phase, he may move his 

fleets into hexes occupied by enemy fleets at sea. 
• During his opponent’s move, he may order his 
fleets to battle the supporting fleets of an amphibious 
invasion force eventually hoping, by defeating them, 
to fire upon the force, itself. 
• Lastly, if Allied or Soviet, he can intercept Axis ships 
sailing out to raid.
2. When initiated, the naval battle must be resolved 
immediately before any other action can be taken. 
Each side’s ship SPs are 2X and simultaneously at-
tacks the other on the Firepower Table. When losses 
are removed, the larger of the two fleets remains 
and the smaller fleet must return to port (owner’s 
choice). In case of a tie, the fleet that inflicted the 
greater losses remains at sea. If this is also the 
same, the defending
fleet remains at sea. The loser always returns to port.
3. As long as it wins, a fleet may remain at sea and 
continue to attack. A fleet cannot attack another at 
sea outside its seven hex range. It can attack fleets 
supporting invasions outside its range but travelling 
in the same sea. If there is more than one support 
fleet from the same port hex, the defender chooses 
who defends first. Any number of fleets that are al-
lowed to attack an enemy fleet may attack it but only 
one at a time.
4. Once all the fleet support for an enemy invasion 
has been destroyed or forced back to their port of 
origin, all remaining fleets at sea may attack the inva-
sion army along its entire route in the same sea, 1 
attack per all-sea hexside.
5. Enemy fleets can be at sea at the same time with-
out interference.

Aircraft Carriers
1. Aircraft carrier (or simply carrier) SPs operate just 
like other ship SPs but with certain special advan-
tages and liabilities.
2. All sides may build carrier SPs which differ from other 
capital ship SPs. When a carrier SP is being built over 
several turns, use a facedown-number marker to repre-
sent it on the Development Track.
3. At the start of a naval battle, all carrier SPs segregate 
to launch their own attack at 3X strength on the Fire-
power Table. Losses caused by carriers can be taken by 
either type of ship strength at the owner’s choice. After 
all losses caused are removed, the remaining capital 
ship SPs conclude the battle as explained in Naval Ac-
tion. Losses caused by enemy capital ship fire must be 
taken in capital ship SPs before any carrier SPs can be 
removed. 
4. Each carrier SP on invasion support duty can pro-
vide 1 tac air SP to the invading army. They may not 
add into the support fire. Carrier tac air cannot be 
used for losses.
5. Carriers in a fleet alone are automatically eliminat-
ed  (carriers always get their attack in battle) when 
at sea in the same hex with an enemy fleet holding 
at least 1 capital ship SP. This occurs at any time be-
fore, during, or after a battle regardless of the winner. 
6. Only the Allied player begins the game with 3 car-
rier SPs attached to British fleets. 

Ship Builds
1. Ship SPs only, do not need to produced in just 1 
turn. A player needs pay only for a part of a ship SP 
in any one turn.
2. To show the unpaid cost for each unfinished ship 
SP, place a “1” marker on the Development Track to 
show how many production points (PPs) remain.
3. The Axis player begins the game with one ship SP 
partially built. It needs 6 PPs to complete. The Allied 
player has two partially built ship points both 6 PPs 
away from completion.

AMPHIBIOUS INVASIONS
Amphibious SPs
1. Amphibious SPs now become available for use. 
They are built (at a cost of 6 production points), as-
signed to armies, and moved just like infantry and 
mechanized SPs. They count toward the ten point 
stacking per hex limit. During combat, though, they 
have the special ability to conduct amphibious inva-
sions.
2. In ordinary combat, amphibious SPs can defend 
only against advances. They can neither attack nor 
defensively assault.
3. A player may convert amphibious SPs to infan-
try SPs on a one-for-one basis at any time during 
his movement phase. This is a one-way streetonly. 
Infantry strength units can never be converted back 
into amphibious SPs.

Invasion Procedure
1. A player includes all of the amphibious invasions 
he wishes to make (naming each invading army and 
its target hex) when announcing his attacks for the 
Initial Attack.
2. Only armies whose strength are composed of at 
least half amphibious SPs may amphibiously invade.
3. Legal target hexes for an invading army are those 
to which it can trace a direct sea route. The sea route 
can travel through any sea. It cannot pass through 
an all-land
hexside. Those sea transport restrictions just de-
scribed in the previous section do not apply to 
amphibious invasions. They affect only normal 
SP movement. Any number of armies may invade 
through any body of water in the same turn.
4. The invading army does not have to end its move-
ment phase positioned adjacent to its target hex. At 
that time, it need only occupy a coastal hex from 
which it intends to begin its sea journey to the target 
hex in the upcoming combat phase. The sea route 
may be of any length.
5. Amphibious invasions must all be resolved first 
before any other attacks.
6. More than one army may be designated to am-
phibiously invade the same target hex.

Invasion Resolution
1. There is a specific series of steps that must be 
followed in order to complete the amphibious inva-
sions.
• Step 1. The attacking player describes the sea route 
from each of his invading armies to its target hex.
• Step 2. All naval fire is resolved.
• Step 3. All coastal air strikes are resolved.
• Step 4. Armies in the target hexes may defensively 
assault their invaders.
• Step 5. The invading armies may assault their target 
hexes.
• Step 6. Each invading army must attempt to ad-
vance into its target hex.
2. An invading army does not have to physically leave 
its coastal hex until it actually advances into the tar-
get hex.
3. The attacker determines the order of all his inva-
sion attacks.
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