By: Jeff Stein

Play begins in the first six months of 1942. Thpahese have made their attack on Pearl Harboingathe
last remaining Allied nation, the U.S.A., to fujyin the conflict. Germany, Japan and Italy hawsmhuge
advances across the globe. The Allies are fimathpilized to react to the Axis conquests. Nowhss turning
point, if the Allies don'’t stop Axis imperialismhé world may fall under their total control. BbetAxis powers
are at their strongest and if they continue aggrelssthey may solidify their world domination.
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Specific victory conditions are explained latert the object of the game is, quite simply, to
win the war. Although you will find this game impmrates many strategic scenarios that are
true to World War II, knowledge of the war is n@cessary to master the concepts required
to win. This is the basic process necessary taioictory:

- Conquer and hold land territories.

- Collect income based on the military value of thdsgitories (indicated by the

number on them)

- Produce reinforcements with that income.

- Use those reinforcements and existing militarysutotcontinue the process.
Up to 8 players representing major nations in tlae, \are divided between two teams: The
Axis (Germany, Italy and Japan), and the Allies§\$.R., The United Kingdom, France,
U.S.A., and China). If you're a rule reader, gead and finish this bad boy, first, but a great
way to learn the game is to just go set the piecethe game board and begin playing.

Each nation has pieces, called “units”, which aeeitems used to wage war. Those units are
placed in, and moved to, either land territoriessea zones. The land territories are the
named and numbered countries and islands sepdratadeach other by their borders and
shorelines. Only land territories with a specifiame are considered a legitimate location
where land units may exist and only those with eiper have a military value for which a
player may collect income. The sea zones are wiearal units reside, and are designated by
the land territory on which its coastline touchasspy letter designations based on the ocean
where it lies, which are:

NP-# (North Pacific) SP-#(South Pacific)NA-# (North Atlantic),

SA-# (South Atlantic), andi# (Indian Ocean)
In addition to specifically colored units, eachiaathas “original” land territories in matching
colors, which are:

Nation Color Control Marker
Germany Black i
Italy Gray il
U.S.S.R. (Russia Brown
United Kingdom (Britain) Tan

P

NV
/N

Japan Yellow

X

Neutral Nations White and all other colors
(Note: There are only pieces in the eight player ¢éars. No neutral pieces are included.)

The “original” possessions of the various natioreslzased on the state of the world in 1939,
but play in this version begins in 1942. Theref@® you will see, the setup chart indicates
AXxis units in land territories originally owned lilge Allies or neutrals. That Axis control
(and conversely, Allied control of Axis or Neuttalritories) is designated by placing one of
the cardboard control markers in those territories.
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Occupation versus Control

An occupied territory or sea zone is one that dostanits, while control refers to who owns

a territory. The nation that controls a territaotlects the income for it and has the ability to
build or recruit in it (Phases | and V). Only om&tion may own a territory, although certain
nations may share occupation of the same territofy. sea, any Axis player may share
occupation of a sea zone with any other Axis nateord all Allied nations may share sea
zones with each other. On land, German, ItaliahJapanese units may share occupation and

the U.K., France, U.S.A., and China may occupyshme territory. However, U.S.S.R.
will not share land territories with any other oat{That needed a 14 font size).

Using the setup charts for each nation, place gpopriate units corresponding to each
nation in the territories and sea zones listed.elMimore than one of a single type of unit is
placed, use the chips to indicate additional urfithat type. White chips add one to the total
and red chips add five. For instance, eight imfaimt Leningrad would be represented by one
brown infantry unit placed on top of a stack of twhite chips (+ 2) and one red chip (+ 5).

If there is any confusion as to how the game baadklineated, see the section titled Game
Board Patrticulars (page 33). Land units are placethe land territory listed and include:

. - \) \ S ::
2 =/ .3 .0 4 ! -
i35 o A = . .
\rya1Gi00 2 @ =< Bf 109 G6
S Nebelwerfer ;
Tiger | p o~
Wehrmacht _ & P y
Infantry o= N\ o<
% _ - b N Fw 190D-9 _ '
ol ) g ; _ l Heinkel He-111
z; ) ! 2E 88mm ‘/// > ;\5
Waffen SS Maus g

Me 262 Schwalbe

Note: When a fighter has an asterisk (*), it wotklldn be placed on the aircraft carrier in the
sea zone adjacent to the land territory listede J&me is true for infantry on a transport.

Sea units are placed on the sea zone listed, theosea zone adjacent to the land territory
listed, and include:

Tirpitz Graf Zeppelin

L .
V\\.

Zerstorer Typ XXI Kriegsmarine Transport

Note: If a battleship is listed with “#”, it indites a damaged battleship (explained later) and
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would be placed in the appropriate sea zone tigpeits side. The U.S. battleships in Hawaii
are listed as “1/1#", so place one battleship ameldamaged battleship (tipped on the side).

Factories are placed on the land territories listedl include two types:

! |
e = e |
Major Factory Minor Factory
There are multiple types of Infantry, Artillery, or and Fighters, but this is just for fun
when playing with the basic rules. Players canamgeof the different pieces to represent the

one type of each. The other types have optiorlakgasee Additional Unit Types, page 33).

At least one person must play on the Axis side @mel on Allies. No one player may play

both an Axis and Allied nation, but otherwise yana@ssign players and individual nations as
ruthlessly or fairly as you like. However, you st probably start by assigning Germany
and ltaly first so that player can start the freagame, because the order of play is, well...

The order of play, and which nations play simultarsly, areGermany and Italy (1%),
U.S.S.R.(2"), U.K. and France (3, Japan (4™, and finally,U.S.A. and China(5")

Eachplayer’s turn is broken into five phases, which are:

Phase | Collect Income

Phase Il Combat Orders

Phase Il Combat

Phase IV Non-Combat Movement
Phase V Build and Recruit

Once all five phases are completed, the next playéne sequence goes through the same
five phases. Once all of the nations have hadm ywu’ve completed game turn.

Game Turns and Time —Skip this section unless you really must know hbes game turns
break down, historically. Seriously, you can liwghout it. You're still reading? OK, fine, if
you insist: Each game turn represents 6 monthg, twrh 1 beginning in the last 6 months of
1939. Since this basic version begins in 1942stag with game turn 6. Therefore:

Game Turn Time Period
July - December 1939
2 January - June 1940
3 July - December 1940
4 January - June 1941
5 July - December 1941
6 January - June 1942 (Basic game starting turn)
7 July - December 1942
8 January - June 1943
9 July - December 1943 (Likely decisive turn)
10 January - June 1944
11 July - December 1944 (Usually over by now)
12 January - June 1945
13 July - December 1945 (Serious stalemateufrgastill playing)



The amount of “money” a player can use to produgtsus equivalent to the sum of all of the
values on the territories currently controlled.other words, add up all the numbers on all the
territories you own, and that's how much money yawe for use during your turn. Add to
that amount any money you saved from the previous @r received through lend/lease (see
below). A 1942 War Production Chart that's used tournament play is available at
www.TheWarGame.com Or use an abacus, calculator, an agent fromQGbeernment
Accounting Office, or your fingers (assuming yowé@ano other use for themWhen the
game begins, Germany and Italy collect their stgrtand amount, as shown on their setup
charts. The other nations might not have the sstaréing land when their turn begins, since
their opponents have had a chance to invade thetmydu can use these base numbers as a
starting point to add up your current territorieBake the starting land value (also on bottom
corners of game board), add to it the territorfest hation controls, ignoring those it started
with at the beginning of the game (territories latt nation’s color, or ones marked by the
little 1942 flags), then subtract original and 194&®yged starting land under enemy control.

Major nations may give money to each other and mmadions, but minor nations may only
receive Lend/Lease. Therefore, U.S.A., U.K. an&.5.R. may give to each other and to
France and/or China, while Germany and Japan may @ each other and/or to Italy.
However, Italy, France and China may only recdiead/Lease. Any amount may be given
to each nation, but the cumulative amount giverhéam cannot exceed one-third (rounded
up) of the lending nation’s total land value on &ha of their turn. So, as the game begins,
Germany may loan up to $43 (one-third of $127 lantdl, rounded up) to Japan or Italy. The
first $15 in lend/lease may be used by the rectdi@nany purchases on their turn, however
every bit of cash after the first $15 must be usedon-infantry unit¢hardware, as we like to
call it). Example: If the U.K. gives $23 to Russiad the U.S.A. gives $17 to Russia and $10
to China as well, then $15 of the $40 received hgdta may be spent on infantry and the last
$25 on Russian hardware units, while the $10 recelwy China may be spent by them for
any purchase. The lending is done on Phase Zdjittng player’s turn and is then available
for use by the recipient on Phase V of the recifsemirn. In the case where a minor nation
goes simultaneously with the lending major natible, money can be given and spent on that
player’s turn. So, Lend/Lease money is lent arehspn the same turn when Germany gives
to Italy, Britain gives to France and America giwesChina. In the other cases, nations
receive the money on the lender’s turn and them twapend it on their turn.

PRE-GAME LEND/LEASE: On three of the setup sheets (U.S.S.R., U.K. aadde) there

is a starting Lend/Lease amount listed (15, 15redpectively). That money is added to
whatever land-based income is collected by thageplat the beginning of their first game

turn only (Turn 6 [January — June 1942]) and magpent, accordingly. Since the values are
$15 or less, the money may be spent on any unitkiding infantry, however if more money

is lent to these nations (U.S.S.R giving to U.K.tam 1, for instance), anything after the
initial $15 must be spent on hardware units. Tlhise-Game Lend/Lease” represents
American donations in the last six months of 19B1d you see why China has none? Nice.
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In this phase, a player is devising where to matales, if any. A player moves units into
combat situations to attempt to conquer and comneimy held land territories or sea zones
and/or to destroy enemy units. The type and nurobes
units that can be moved into combat situationsnly c
limited to the individual units’ movement range#. it
can get there, it can fight there. Any number oftsu |
may engage in combat, and any number of combats -
be ordered, however no single unit may be involired=
more than one combat on a player's turn (exceptijis
Naval pass-through, explained later). Each co
situation occurs in one, and only one, land tenyitr sea
zone, therefore, units in land territories or semes
where no combat situations are declared would m®o
participating. When describing unit movement, pate”
refers to a land territory, sea zone, or islandigroEvery
time a unit crosses a land or sea border, or csdssm
land to sea, it is considered to have moved onacsp .4 el RS
All combat must be declared in this phase, inclgdi warine vaj. Gen. Lemuel Shepherd,
attacks into unoccupied’ enemy Contro”ed’ la commanding gen_eral Ofthe 6th Marine Division,
territories. Once combat begins, No additioNatl&mt gonec & map of e tomain_ Jung 1645
may be declared. Movement capability and the ionat

where individual units may be sent into combat explained in Phase Ill: Combat. It is
important for opponents not to miss this phaseabse it's the first and best opportunity for
psychological warfare (for instance, taunting watlrestions like, “Are you sure that’s all the
attacks you wanna make? You're not missing angthin

Once the Combat Phase begins, every battle dediameng the previous phase is committed
to at least one round of combat. There is no dnangr canceling of any battles. This is
when your best-laid plans unfold as either militggnius or foolish disaster. There are only
three outcomes to combat: Conquest, retreat, ozatlef The attacking player begins by
choosing which of the combat situations declareth@previous phase will be resolved first,
second, etc. Each combat is broken down into comtands and each round is completed
with these steps:

Combat Sequence
Attacker rolls dice for their attacking units, casihits.
Defender chooses one unit to be taken as a casaakpach hit by the attacker.
Defender rolls dice for both surviving units andsh taken as casualties; counts hits.
Attacker chooses, and removes from play, one csiaasleach of the defender’s hits.
Defender removes casualties chosen in step 2 ftayn p
Repeat until conquest, retreat or defeat.
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Each unit has a unique value it must roll to sareit on an opponent’s unitdJsing the
twelve-sided dice, a hit would be a die roll equdb or less than the required value. Any
eligible unit makes a roll in combat, each rourkhy unit eligible for a roll in a combat may
be taken as a casualty with the exception of wpeifically performing a support shot in
that combat (battleships, destroyers or artillenjyp This may seem confusing, but keep
reading and all will be revealed. Unit specificgldheir_cost by natioare following.

Wehrmacht Infantry 2 4

An infantry unit has a movement of one space od lamly. A combat situation, into which
an infantry unit could be ordered, would

include moving one or more soldiers across a

border from a current territory to an adjacent

enemy controlled land territory. Also, up to

two infantry may be transported by sea to a

combat situation with a transport. (See

Transport description on page 12) An infantr
unit has an attack roll of two or less but J
better on defense with a roll of four or leg&#
due to the fact that a soldier on the move
not as strong as one entrenched and prep;s
for the enemy. Hits from infantry may onl
be applied toward land or air units in combjq

3 \ ,;.’“ :
Infantry may never fire upon units at sea, eVefihen came e the blg day when we marched into Germgny
when they are belng transported. through the Siegfried Line." - 1945.

An artillery unit has a movement of one space ol lanly. Artillery attacks and defends at a
roll of five or less each round of combat and mayydit land and air units. Only one
artillery unit may be moved via transport (See Bmort description on page 12). Like
infantry, artillery may never be used for combadiagt sea units, even while on a transport.

Artillery as Anti-Aircraft - When _defendingif aircraft are among the attackers, it is
assumed that the artillery gun will be used asrdnarcraft gun. In that case, all defending
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casualties from the artillery gun would be appliest to attacking aircraft, then to land units;

once all aircraft have been shot down. At the ma&gig of each round of combat, the
defender may declare the opposite, and use any
of their artillery units to defend first against
land, instead of air._ No A/A choice is allowed
for attacking artilleryand such hits are applied
to land or air units at the defender’s discretion.
Also, an enemy aircraft is only subject to anti-
aircraft defenses when attacking that specific
territory, not when flying over it to get to
another territory for attack or otherwise.

Support Shot - An attacking artillery unit may
be used in attack as a “support shot” by
Front view of 240mm howitzer of Battery ‘B, 69 Tield remaining in its current land territory gnd firing
Artillery Battalion, just before firing into Germareld a shot across one border to one adjacent land
territory. Mignano area, ltaly. - January 30, 1944. territory. However, for each supporting artillery
unit, at least one other attacking land unit muwestphysically crossing that same border to
make a support shot legal. This support shot ig miled and applied in the first round of
combat and never used, included, or moved in conrbatuibsequent rounds or to other areas
(However, that artillery may move into the landritery it supported during non-combat
movement if conquest occurs. See Non-Combat Momeomepage 18). An artillery support
shot may not be made from a transport, nor mayoliera space and then fire a support shot
to a second territory. The advantage of not algtugltering the battle is that the supporting
artillery cannot be taken as a casualty by hitsifftbe defending units.

_ 8| 4 11 14

An armor unit has a movement of two spaces on tarigl  Unlike infantry, an armor unit’s
strength lies in its attack with a successful Initaoroll
of eight or less, while only hitting on a four ask
when defending. Since armor can move two, it can
move through a friendly territory to a second tery
for combat. However, it can also conquer an
unoccupied, enemy controlled territory and then enov
to a second on the same player’'s turn for additiona
combat or to another friendly territory. If eveneo
enemy unit (other than a factory — page 21), exists
Yanks of 60th Infantry Regiment advance into a an enemy ter”tory’ ther_] the armor may not move
Belgian town under the protection of a heavy tank. through it to the next territory. It must not dgodugh
— September 9, 1944. a territory when there’s combat to be resolvedtin i




Like infantry, armor may only apply hits toward ¢har air units in that combat, never at sea.
Only one armor unit may be moved via transport (Baasport description on page 12).

Messerschmitt Bf 109 G-6 6 6 13 18

A Fighter unit has a movement of four across landea. Each time a fighter crosses a land
or sea border, goes from land to sea, or sea t iais
considered a space in its movement. Fightersoigin
on aircraft carriers are considered in the sea ndrexe
the carrier lies and would begin their first spaife
movement when they leave that sea zone or cross ont
land. The restriction of using fighters in a comksa
that the fighter must have a planned place to Veittain
its movement range. A fighter’s landing is limiteda
land territory controlled by that nation, a territander
friendly control since the beginning of that pldger
turn, or to an aircraft carrier of the same nat(&ee
Aircraft Carrier on page 11). In other words, ghter
cannot plan to land in a territory conquered in bam
nor perform a kamikaze attack, nor land on an slly’
carrier. For example, a fighter could fly from @amy
one space to the North Sea zone, and then a second
space to a combat on the isle of Great Britain $tild  ~tgr (avengers) flying in formation over
have two left in its movement to return to Germamy Norfok, va.” .
. . . - Attributed to Lt. Comdr. Horace Bristol,
land elsewhere in France, Belgium, etc. Aircraftym september 1942.
fly “over” a territory or sea zone on the way to a
combat or a non-combat landing without engagingrgnenits in that territory or sea zone.

Heinkel He-111 8/8 2 24 32

A Bomber unit, although having practically no defen(two or less), has an attack that is
devastating, and the benefit of the longest moveémaenge of six over land and sea. It moves
in the same manner as a fighter, however a bondrerat land on aircraft carriers. A bomber
is unique in that it has two attack rolls and oe&dse roll. When it attacks, it rolls two dice
at eight or less, scoring up to two hits on thesddér’s units each round. However, being
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bombs, those hits must be applied to
land or sea units; never aircraft. The
single defensive roll of two or less,
which represents the bomber’s mounted
guns may be applied to land, sea or air.
Also, during an attack, a player may
decide to use their bomber's guns
instead of bombs to enable it to score a
hit on aircraft, however a bomber may
never do both, simultaneously. This
would be declared before rolling in
each round of combat, and could be
changed from round to round. Using
the bomber’s roll of two in attacks does
not limit it to hitting aircraft, it simply
"The first big raid by the 8th Air Force was onacke Wulf plant at makes air an ellglble target. As with
B e . ey o e e 03 e st fighters, bombers may fly to or from
destinations without being vulnerable to
enemy fire from territories or sea zones flown goadwng the way to a combat destination.

Tiephz 8/6| 8/6 27 37

Battleship units have a movement of three and ahkea. They are unquestionably the most
feared of the units due to their multiple attackd defenses and the fact that it is the only unit
requiring two hits to destroy. When a battleshjacks or defends, it rolls two dice: one at

eight or less to hit, and the other at six or less.

Battleship Damage and Repair When a battleship sustains hits, it is first dandaged then
destroyed on the second hit. Turn the battleshigsside to indicate damage (one hit). On
combat rounds after a battleship has sustainechibnmoll only the one attack or defense at
eight or less, omitting the six or less. The leatlip can remain and fight when damaged,
indefinitely. To repair a battleship, the costlod damage must be established by rolling one
d12. A player may roll the die and determine tlstof repair for a specific, damaged
battleship at any time, however that rolled prieedmes a fixed result. The location where
repair may be performed is dictated by the repast,and is as follows:

Battleship Repair Cost and Location

Cost Legal Repair Location (U.S.S.R. exclusively repairs Russian battleships)
1-3 Friendly land territory valued at 1 or higher.

4-7 Friendly land territory valued at 4 or higher.

8+ Friendly land territory with a factory and valueddaor higher.
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The damaged battleship may be repaired on the itusi moved to an eligible repairing
location, or immediately after combat, if it fought such a location. On the turn the
battleship is positioned and repaired (repair pasd), it is still considered damaged until the
player’s next turn when it is restored and readyufge. Therefore, if attacked, the battleship
under repair only defends with the one roll at eighless. Throughout repair, the territory
and/or factory conducting the fixes must remairaéhtand in friendly control (not enemy
occupied). If the territory falls to enemy hanttsgt repair attempt and money spent are lost.
Oh, and allies can’t repair at Russian land ordiaes and U.S.S.R. must repair its own navy.

Amphibious Shore Bombardment -Battleships may also fire “support shots” upon simit

a land territory adjacent to the sea zone whereamphibious attack is occurring (see
Transport description on page 12). This intentiust be declared during the combat orders
phase, and may only be fired from the same

sea zone and to the same land territory

where the transports are making the

amphibious landing. No landing, no support

shots;_andhere must be one amphibiously

landing unit for each supporting Battleship

(See Amphibious Attacks on page 17). The

battleship would roll each of its two attacks

in the first round of combat only. A shore

bombarding battleship could not be taken as

a casualty from defending land units in the

attacked territory. If a naval attack took

place in the sea zone before an amphibious

landing, the battleship would not be eligible

to fire support shots. Only when the zone sixteen-inch guns of the U.S.S lowa firing durirtte drill in

clear in the first round of an amphibior the Pacic.-1944

landing may the battleship fire shore bombardmehikswever, if units other than a battleship
are used to clear all enemy units in a sea zontheriirst round of combat, the battleship
would be free to fire its shore bombardment to supthe amphibious landing in that same
sea zone (See Amphibious Attacks on page 17 andl¥ass-Through on page 26).

zerstorer 5|5 3 12 11 10 14

The destroyer, a smaller, cheaper version of thigebhip,
has a sea movement of three, an attack and dedéfise
or less, and only takes one hit from an opponenbeo
destroyed. Like a battleship, the same rules for a
amphibious shore bombardment apply, except that a
destroyer is only able to deliver one shot at tvéess.

PT patrolling off coast of New Guinea. - 1943
10



Graf Zeppelin 2 4 23 30

Alone, an aircraft carrier is not exactly a tenmfy combatant with an attack roll of only two
or less and a defense of four or less.
The carrier's value lies in its ability to
carry up to two fighters on its deck. As
such, the fighters are considered to be
in the same sea zone as the carrier and
would defend the sea zone all together.
When a fighter is launched from a
carrier, its movement begins with the
next sea zone or adjacent land territory,
as opposed to being on an island or
land territory where the first space is
counted when it leaves the land and
S S enters the adjacent sea zone or land
Dynamic static. The motion of its props causesaama’ to form around . .
this F6F on USS YORKTOWN. Rotating with blades,chaloves aft, territory. Although fighters can move
giving depth and perspectiv- November 194: with the carrier, the movement is not
combined. If a carrier with a fighter moved thig®ces, the fighter would only have one
space left in its total movement that turn. A feyhcan rendezvous with a carrier by
launching from the deck and, while the carrier nsogksewhere, land on the same carrier (or
another carrier, for that matter) in its new logatduring the Non-Combat Movement Phase,
assuming the fighter is within its total movemeantge. If a defending carrier is attacked and
destroyed, any fighters on it have a movement af tw fly to a friendly land territory or
another carrier. If a carrier is destroyed and fgliters on it (or intending to be) have
nowhere else to land, those fighters would go th&drink and be destroyed, as well.

Typ XXI 4 4

Submarine units have a movement of three, andtackaéind defense of four or less, but only
upon naval units. Submarines cannot attack orndite upon aircraft, however, if aircraft

alone attacks a submarine, they must roll onethaif attack or less to hit. If an attacking or
defending aircraft is accompanied by a combat @bétleship, destroyer, aircraft carrier, or
submarine), then those aircraft would have thestesie to locate the submarine and would
not suffer the one-half penalty on any combat rotinad such ships are involved. A transport

11



does not assist an aircraft in combat with a submaar

Attack by Stealth - The advantage of a submarine lies in its sneak

attack. A unit hit from an attacking submarinetbe first round of

combat receives no counterattack. In subsequemdsy units hit by

attacking submarines do receive their defensivds rolith the

exception of transports, which never receive a terattack against a

submarine hit. In the case of battleships, a tutnfa submarine

would prevent the battleship’s defense of six sslgom being rolled.

Two hits on a battleship by submarines, or oneohita damaged .o ot periscope in
battleship, would prevent any counterattack byhihtleship. control room of sub. - 1942.

Kriegsmarine Transport

A transport has a movement of three and only at Sgansports may perform amphibious
combat by transporting one armor, one artilleryuprto two infantry. Transports may carry
units from a friendly land territory into anotherehdly territory, or amphibiously as combat
into an enemy territory. The unit transported nmhegin the player’'s turn in a land territory
adjacent to a sea zone where the transport cantlo&dother words, regardless of movement
capability, a land unit may not move to a land
territory adjacent to the transport’s sea zone and
then be transported further in the same turn.
Transports may load from more than one location
and move to any location within their movement
range, but it must stop where it drops. The unit
unloaded must also stop where it is dropped,
regardless of its movement capability. So, don’t
try and drop that little Japanese tank onto
Kamchatka and zip over to Chukchi because the
dude playing Russia forgot to put a man there. A
transport may carry two infantry and drop each
Two Coast Guard-manned LST's open their greatjaws  gne in a different land territory as long as bath o
the surf that washes on Leyte Island beach, agesslstrip . . .
down and build sand- bag piers out to the ramppeed ~ th0S€ land territories are adjacent to the same sea
up unloading operation- 1944. zone where the transport stops to drop. Units
dropped amphibiously are committed to the battk @y not retreat to the transport on that
player’s turn (See Retreat, page 15). Even tha@ugansport has no attack roll, it may still be
used in a naval attack and taken as a casualtpsidats by defenders. If a loaded transport
is taken as a casualty, its cargo goes down witiTiterefore, if a player attempting to clear
enemy naval units from a sea zone adjacent todatkmtory where they intend to launch an
amphibious attack takes a transport as a casub#, the units on that transport would be
sunk with it. To make landfall with its units, ttransport must survive.

12



As mentioned before, Germany and ltaly take a tagether as do the U.K. and France and
the U.S.A. and China. When these nations attagétier, their units may be added together
in any combat in which they may legally engage puit shots from artillery, battleships or
destroyers may even be added from either of the attacking nations to aid the other.
However, nations may not share the use of aircaaftiers or transports. Nations must carry
or transport their own units. In a multi-natiomaimbat, each side confers and chooses their
own casualties from any of the units involved. @teption would be where casualties are
limited to a specific type as in the case of amtiraft, bombers or submarines.

Combat Orders Example: Britain and France attack Geman and lItalian occupied
Algeria and German controlled West Africa

The above illustration depicts an example of a mmational attack by the British and French
on German and Italian forces (three infantry and armor) in Algeria. The combat orders
would be as follows:

13

The British transport off Gambia will pick-up theitsh infantry and, while moving
two spaces to the coast of Algeria, pick-up thaniry in Gibraltar, finally making an
amphibious landing of both troops on Algeria.

The British battleship would support the transporadd its shore shot attack rolls.
The British destroyer already off the coast of Algewill remain and add its shore
bombardment to the effort (two units are landirgup to two ships may bombard.)
The French infantry and British fighter in Mauritarwill move one space across the
border into the attack. (The fighter would haveéhspaces remaining after combat to
land in any friendly territory)

The French infantry in Mali will move directly Ndrtinto the conflict, while the
British armor will move one space into German colfeéd, but unoccupied, West



Africa, liberating that territory for France, ankdet use its second move to join the
fight in Algeria.

All of the units ordered into the above combat wionbt be able to participate in any other
combats that turn. Also, the Italian and Germdantry in neighboring Libya would be of no
help to the defense of Algeria. All they can dsitsand watch their buddies get whipped. As
an option, the British player could drop one ofitlieansported infantry into Morocco, to go
one-on-one against the German infantry in thaittey;, because the transport would not have
moved additional spaces to do so. Of course,whigld lower the number of units in the
attack on Algeria by one infantry and either thetd®yer or battleship would have to send
their shore bombardment from Algeria to Moroccolyoone ship may bombard for each
amphibiously landing unit).Alternative Scenario: If the British destroyer off the coast of
Algeria had been Italian, then the British battlpstvould have to be used to sink that
destroyer to enable the transport to land its ts00As such, that battle would have to be
resolved first and the battleship would be inelgibb conduct a shore bombardment. |If it
takes more than one round to sink the destroyer,atnphibious infantry would join the
Algerian battle on the round of combat in whichtterman destroyer is sunk and the sea
zone is cleared. Some cool diagrams are aheadlt get it.

Until you've memorized the attacks and defensethefvarious units, begin each battle by
placing the units in each combat situation on thtld board. Place attacking units and
defending units on the sides indicated in the colsimorresponding to the individual units.
For instance, an attacking infantry would be placedthe “Attacker” side in the column
labeled with the number “2”, while a defending miigy would be on the “Defender” side of
the board on the “4” column. You will notice otheumbers and spaces in addition to the
ones used. These are for additional unit typeauges, and other scenarios in other game
modules and rules. Oh, yeah, this game can ggitidsate and real as you want it to be.
Before each round of combat, retreats are deckmesl Retreat, page 15). Then, the attacker
would begin by rolling dice for each unit, columy ¢olumn. The most expedient method is
from highest to lowest, but feel free to chooseryown order, especially for dramatic
purposes or to cause serious psychological distoegsur opponents. As hits are scored, tally
them, remembering to distinguish hits that are fipetike submarines being only a naval hit
or anti-aircraft being only a hit on aircraft. Whaotaled, the defender would choose from
their units and move that number of casualtiesrzekie casualty line in the same column.
These are considered destroyed, and unless spdigifienied a counterattack (i.e. submarine
first strike), those lost units still receive a oterattack in that round. Then the defender
would roll the appropriate die rolls for each oéithunits in the order they choose, including
those destroyed (moved behind the casualty lif@)ly those hits and once you have a total,
the attacker would choose and remove that numbeasfialties from play. Finally, the
defender removes the destroyed units that weranatmoved behind the casualty line from
play. Combat may continue round after round ucdihquest, retreat, or defeat. Conquest
occurs when no defending units remain in the tawiand at least one attacking land unit
exists to take it. Conquest results in the corniggenation gaining total control of the
territory or sea zone and all the accompanying fitsnelf no attacking land units survive,
and yet no defending units remain either, thentéingtory remains under the control of the
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defending nation, despite being vacant. Retreaxpdained below, but as an additional point,
when units retreat, they may not be chased furtherither side on that player’s turn.

Combat on a player’s turn is limited to the locatiodeclared during the Combat Orders
Phase. The third possibility, defeat, is just thia decimation of every attacking unit in that
combat which, generally speaking, is really emissiray.

Example of Combat on the Battle Board: Britain and France attack Algeria — The
illustration details how the battle board wouldkdor the beginning of the Algerian example
described earlier.  This battle
would be conducted most
efficiently by first rolling and
tallying the hits from the
Battleship and Destroyer support
shots. That way, the ships may
immediately be returned to the
game board, since they only
participate in the first round of
combat and are not subject to be
taken as casualtiedNote: Don’t forget that a battleship gets one roll aheior less AND a
second roll at six or less, despite being placdd iorthe “8” column.

Attacker — Attacking units may retreat in part or full on arpund of combat after the first
round with the exception of amphibious units and pa@ers (see Special Additions on
page 24), which continue to fight until they arestdeyed or conquer the territory. An
attacking unit must retreat to the land or seattey from which it came with the exception
of aircraft, which may retreat to any legal locatisithin their range of movement.

Defender —Defending units may retreat in part or full on aound of combat. Defending
land units must retreat to an adjacent, friendhglgerritory where no attacks are taking place
on the round of retreat. Defending aircraft hawe-balf their movement range to reach a
friendly, combat-free location. Defending sea simitay retreat to any adjacent sea zone
where no combat occurred that player’s turn, wiieeee are no enemy units, and from where
no remaining attacking combat naval units haveredtéhat attack (aircraft and transports do
not block sea retreat).

Blockades —An attacking player may also create a naval bloekimdprevent a defender’s
retreat. This is done in the combat orders phgsadying sea units (even transports) to a sea
zone to which a defender could potentially retréfais preventing exit. These blockading
units would be committed to that sea zone and wowldbe able to further move on that
player’s turn.

Flanking Attack — This clever, sacrifice attack is a way for an dacto limit retreat

possibilities of a defender on land. Typically,eoattacking unit is sent into a combat in a
land territory adjacent to a larger combat where dktacker wants to prevent those units’
retreat. This would prevent the defender fromeagding to the land territory where the sole
unit is attacking for as many rounds as that flagkinit survives. For instance, Germany is
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attacking Egypt and wants to prevent British fortesye from retreating to Jordan. To this
end, Germany could send a single infantry to attharklan as well. Therefore, the adjacent
combats would be conducted simultaneously rountbbgd so that the British player has the
option to declare retreat to Jordan on the routidviing the destruction of the lone German
infantry attacking Jordan.

Note: Once units retreat, they may not re-enter combatlater round.

Retreat Sequence

1. The attacker declares which units are retreating bawhere they entered the combat.
(2nd round or after only)

2. The defending player makes their retreat declarati(the attacker is required to ask the
defender for retreat declarations before making tteack rolls)

3. Remaining units roll their combat rolls (units deeld to retreat do not roll).

4. Casualties are taken first from the units still@ggd in combat and then additional losses
from the retreating units. Exception: Any unitailied in their casualty type, like
submarines or anti-aircraft, would take casuaklig=sordingly.

5. Retreated units that survive are placed in theadedllocation(s) and may not return to
battle during that player’s turn.

Although attacking units must engage in at leagt mund of combat, if the attacker retreats
in full on subsequent rounds, the combat is over and ditathl casualties are taken. If any
attacking units are unable to retreat (amphibiongsuor paratroopers), then it is_not
considered a full retreat and casualties for agladtreat would apply. Defending units may
retreat in part or full on any round but are alwaybject to be taken as casualties on the
retreating round.

Submarines —In addition to normal retreat, defending submarimes/ submerge and dive
out of danger from aircraft with or without leavitige sea zone where an attack occurs. They
simply submerge where they are, or to an adja@mizsne free of combat or enemy units.

Land Retreat Example: Algeria
In the combat example in Algeria (see page 13)@banan player may wish to retreat their
valuable armor in the first
round of combat. They
would do so by removing
the piece from the battle
board and placing it on the
border of the intended
retreat destination, which
could be Libya, Tunisia or
Morocco. Should the
British and French player
score three or less hits on
the first round of combat,
then only the German and
Italian infantry units that
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remained would be hit and the German armor woultessfully retreat to the declared
location. Should the attacking forces score mdrantthree hits, the armor would be
destroyed and removed. Either way, the retreaimngor would not roll a counterattack. Of
course, if the British did that cocky move and sene of their amphibious infantry to
Morocco, then the German armor would not be ableet@at there until the round after the
one-on-one battle ends there.

Sea Retreat Example: Japanese Destroyer Attacked fthe Coast of Indo-China

The diagram shows an example of a naval attacktlamdgossible retreats. The Japanese
destroyer off the coast of Indo-China is beingckital by a British fighter from the West, a
transport from the South

and a battleship from the

Philippines. The Japanese

destroyer may declare a

retreat to any sea zone

except the Philippines Sea

since that's where the

battleship is entering the

combat. Since the fighter

and transport do not block

retreat, those are legal

exits, as well as the empty

zone around Taiwan. If

the Japanese destroyer

survived the first round,

and the British transport

then declared a retreat

back to the sea around

Celebes, the Japanese destroyer would not be abietreat there on that round or after,
unless the transport is destroyed on the rouretreats, leaving the Celebes sea zone vacant.

Transports — Loaded transports that retreat back a sea zonedrsea battle, must keep their
cargo on board. Attacking transports must havedaded location to where their land units
intend to unload, and must not change. Howeverlahding may be called off on subsequent
rounds and units unloaded after combat. If a prartds loaded with amphibious units in the
same sea where naval combat is occurring, thetraheport is considered laden the moment
it enters that sea zone for purposes of retreathdu movement, or destruction. In other
words, if the British are making an amphibious lagdrom the U.K. to Germany, but in the
attempt to sink the German navy in the North Sdarbdanding, the whole British fleet is
sunk, then the amphibious landing units go dowrhwlhieir British transports. However, if
the transport is intended for non-combat loading/@nunloading, then the transport could
potentially be loaded following the resolution @incbat in that sea zone.

Amphibious Attacks —When an amphibious land attack follows a sea battthat same sea
zone where they're making landfall, the attackiagd units will lose the initiative if the
defending sea units are not destroyed in the fishd of combat. If attacking sea units do
destroy all of the defending sea units on the ficgtnd of combat where the amphibious
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landing is being made, then the landing units wdaddengaging combat in the first round as
well, and therefore maintain initiative. If it ta& two or more rounds of combat to break
through sea defenses, then the amphibiously attgdikind units would not be allowed to
attack in the round landfall was made, but they ipayaken as casualties then because the
defending units in the attacked territory still reakeir defense rolls in that same round. In
other words, if an amphibious landing is not masi@lanned, in the first round, the attacking
land units lose their ability to make attack ratsthe round of combat they finally do land.

1. Fly aircraft home.

Use the remaining movement of each aircraft usedombat to move them to any of that
player’s aircraft carriers, or to a land territargntrolled by the player or an ally (except the
U.S.S.R., See Diplomacy and Politics, page 20)esthe beginning of the player’'s turn. In
other words, if it took two spaces for a fighterremch a combat situation, it now has two
spaces left to land in a friendly controlled temyt or on a player’s available carrier.

2. Reinforce and move into position to kick more btt.

A player may move any of their uniteot involved in combatto any friendly controlled
location within the unit’s individual movement ramgvith two exceptions: Aircraft may not
land in territories conquered that player’s turnlyaerritories owned since the beginning of
their turn, and, artillery used for their suppdnbsmay move into the territory where their
support shot was fired, but only to that territory.

Transports not used in combat may be used durisgtiase to move units from one friendly
location to another. A transport that carried amfantry in combat would also be able to
move a second infantry from one controlled landittaty to another controlled location as
long as the transport remains in the same sea wbeee it unloaded during combat. For
instance, a German transport could make an amplstiombat and drop one infantry on the
isle of Great Britain from the North Sea and themirty the non-combat phase, transport a
second infantry from Germany to Norway (or to Gigatain if conquered during combat), as
long as the transport never moved from the North ®edo so and both locations were
friendly controlled. Amphibious units that calledf their landing may also be dropped on
friendly territories, as long as the transport adtemove further and didn’t retreat backwards.

Important Note on Conquest: Following a conquest by an attacker, even a corguieen
defending units retreat, all attacking land or ge#s must remain in that territory or sea zone
for the rest of that player’'s turn. Exemptionsluge a naval pass-through (see Special
Additions on page 24), aircraft, and tank atta¢ckeugh an unoccupied territory to a second
territory. However, additional units may be moved conquered territory or sea zone during
the non-combat movement phase with the exceptiotamd-based aircraft. In a multi-
national conquest of a foreign territory, the plsymay choose which nation gets control, as
long as at least one land unit of that nation resha the territory after combat. Once control
is established, in future turns where a territ@yains uncontested, the owning nation is not
required to keep any units in a territory to maimtaat control.
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Messy but Clever Naval Combat: Japan Attacks Midwg and U.S. Navy off Hawaii

Following is an explanation of this highly nuancagthck which includes clever planning of
places for aircraft to land during the Non-Combatvé@ment Phase:

19

From the sea zone around the Marshall Islands, aiheraft carrier, battleship,
destroyer, submarine and three fighters all mospdkce to the sea zone off Hawaii.
The fighter on Japan flies 4 spaces to the sea afintdawaii, planning to meet the
aircraft carrier from the Marshall Islands therel é&nd on its deck after the battle.
The destroyer off Guam moves 3 spaces, and thkedlap off the Caroline Islands
moves 2 spaces to join in the Hawaii sea battle.

From the Caroline Islands, the destroyer escoetsrinsport while it picks up infantry
both from its starting position at the Carolineafglls and from Bonin as it moves 3
spaces to Midway for an amphibious attack, with destroyer bombarding the U.S.
infantry on that island.

One of the fighters from the aircraft carrier ofiet Marshall Islands will move 2
spaces to join the two infantry and destroyer sdttack on Midway, then use its last
2 spaces of movement during non-combat to landhercarrier off Hawaii.

The second aircraft carrier off the Marshall Islandll move during the Non-Combat
Movement Phase to the sea zone off Japan (fadedhfaiccarrier represents final
destination). Two of the fighters sent from thedliae Islands to attack Hawaii will
move during non-combat to rendezvous with thateaand land on its deck.

The point is, Japan must plan a legal locationttieir planes to land, however, they can
change their non-combat movement, as long as 1 @xceed their maximum move.



Liberation — If the U.S.A., the U.K., France or China recovarsaginal allied land territory
from axis control, then that territory is considéféiberated” and returns to the total control
of the original nation, regardless of which of thos

four nations performed the actual liberation. The

same is true of Germany, Italy and Japan with respe

to each other’s original land. In other wordsjapan

takes control of India and then the U.S.A. or China

retakes control on its turn, the territory is retn to
the control of the U.K. to be used again on Brigin
turn. The U.S.S.R. does not liberate territories f
other nations. Whatever posse_ssmns they takg' LLC_onference of the Big Three at Yalta makes final
keep for themselves. A|SO, China does not liber plans for the defeat of Germany. Prime Minister
original territories of the US.SR. The Chinesek {rsen cuom esienfonkin .
any Russian territories they retake from Axis colntr

Friendly Use of Territories and an Adversarial U.SS.R. —Although an ally of the others,
Russia is part adversary as well. All allied umitay share a sea zone, and all Allied units
except the U.S.S.R. may enter each other’s lamdaiees, but no allied units may share land
with the Soviets. Should an ally liberate a Rusderritory, the U.S.S.R. would begin
collecting income on that territory, but would beable to build or add units to that territory
until it is vacated by all allies. Germany, Italgd Japan may occupy the same sea or land.

At this time, the player uses the money collectetbt® combat (Phase 1) to purchase and
place new units, to be used next turn, or to defessitions previously acquired. A player is

not required to spend all of their money each tuBa, you can save a bunch of money for
next turn if you like, but that would be pretty it Get that money in the war, huh?

Cost —The cost of the units varies from nation to nati@sed on their ability to effectively

manufacture or recruit that particular weapon of.w&or instance, Germany, the U.S.S.R.
and China find recruiting infantry an easier tasll ¢herefore
pay less. Japan and the British are competitivananal
pursuits. U.S.A. gets more bang for their bucknoost all
armaments due to the American industrial advantagfegets
no breaks on infantry, since an American foot swlds in
higher demand.

Placement —Infantry may be placed in any territory the

player has controlled since the beginning of them but
Launching of USS ROBALO 9 May 1943, never in territories conquered or liberated that,tmor in an
at Manitowoc Shipbuilding Co., Wis. , . . .

ally’s territory. The maximum number of infantdyatt can be
placed in each territory, each turn, is limitedthe number written on the territory, and of
course, what you can afford. If a territory hasuanbered value of three, up to three infantry
may be purchased and placed there each playenis tlirthe territory is not an original
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territory, but is instead an enemy or neutral teryi under your control (occupied territory),
then the maximum allotment is one-half the valu¢hefterritory, rounded down. Therefore,
if Japan controls Indo-China, it may purchase alagepup to two infantry there each turn
(one-half of five, rounded down equals two). Alfze maximum recruitment in an occupied
territory is always four infantrydue to a limited willingness of occupied peopiegoin the
enemy’s cause. If Germany controls France, it @dad limited to four infantry, even though
the value of the territory is thirteen. Shouldrera or another ally liberate France, the French
player (not French by descent, just playing Frahad!) would be able to place up to thirteen
infantry. An occupied land territory with a valwé one would not have any recruitment
possibility (one-half of one, rounded down, is 2ero

All other units must be built at factories. Landits are placed on any land territory
containing a factory and sea units are placed ynsma zone adjacent to a territory with a
factory. To do so, the factory must have beenrotiatl by the player since the beginning of
their turn. Units cannot be built at a factory qoared during combat that turn. Also, sea
units cannot be placed in any sea zones that coatay enemy naval vessels. If all of a
factory’s adjacent sea zones are enemy occupiem, tihat player would not be able to
produce any sea units out of that factory untéddathen a sea zone is cleared of enemy ships.

S -] - E 27 s

Major factories, produceany type of unit, and as many units as the territory’s numbered
value (occupied territories: one-half, rounded dpwn Therefore, Russia’s maximum
production in Leningrad would be eight units of dayd, and eight infantry. For example,
funds permitting, Russia could produce five baktigs, three bombers and eight infantry out
of Leningrad’s major factory and land territory.eringrad could also just recruit sixteen

Minor factories produce only two units each turegardless of the territory’s value. They
may only build armor, artillery, destroyers, fighters, infantry, submarines, and
transports. They can’t build what we call the “Big Three” battleships, bombers and
carriers. For example, on New South Wales, Britaald legally build one destroyer, one
fighter, and five infantry using the land and mifactory.
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Production of Fighters and Carriers —Fighters may be built directly on to the deck of a
carrier when built simultaneously from the sametdac Fighters may also be produced
directly on to the deck of an existing carrier @sg as the carrier ends the turn in the sea zone
where the fighter is being manufactured. Furtheenan existing fighter can be placed
directly on a newly built carrier as long as thghter ends its turn on the land territory
containing the factory where the carrier is beingtb In other words, a British fighter could
move during non-combat to the isle of Great Britaind then be placed, on that same turn, on
the deck of a British carrier purchased at thatioig¢ during the Build and Recruit phase.

The Ups and Downs of Factories €urrently existing factories are immediately avaligato
the owners, but more may be purchased during tmése and then used for production on
future turns. A factory cannot be built and usedgtoduce units

on the same turn. The factories must be built deratory the

player has owned since the beginning of their tufine cost of a

minor factory for each nation is listed on the ¢hamd must be

built in a territory worth at least two (occupiefur). A major

factory must be built in a territory worth at ledstir (occupied:

eight). The cost listed for a major factory isptsce if built from

the ground up, but a player may upgrade an existimgr factory

into a major factory, if the territory size allowby paying the

difference. Instead of producing during the owséurn, a factory

may also be destroyed, or reduced from a majomtinar factory. Chippers.” Women war workers
In a reduction, the minor factory remaining woute able to °fMarinship Corp.-1942.
produce its two units on the same turn. Oh, andtdeven think about downgrading or
destroying a factory to “cash in” its value. Tisat'ot allowed.

Conquest and Scorched Earth —If a territory containing a factory is attacked,eth
conquering player will be able to produce from tfattory on their next turn. However,
before a factory falls into enemy hands, the dedenday attempt to destroy their minor
factory or reduce their major factory by declarsm on any round of combat. Should the
defender survive the round of combat, the factooyll then be reduced or destroyed as was
declared. A major factory successfully reducedatminor on round one, could then be
ordered for destruction on round two. Howeverthié attacker successfully conquered the
territory on round two, the minor factory would raim. In the event that the rounded-down
value (due to occupation) of a conquered territtivgs not support the factory (4 or less for a
major, 2 or more for a minor), then it would be aegraded or removed upon conquest.

As you will notice, there are many land territoriggh completely different colors from the
eight warring nations. These are called neutrabna. Many of them are already under Axis
control, such as Yugoslavia, Hungary and Denmank, @ number are under Allied control,
like Eire or Brazil. Those are considered occugdieditories with respect to the reduced
production capability associated with occupatiorowever, full value is applied when
collecting income on controlled neutrals. Neutrations already “in play” at the beginning
of the game may be attacked by an enemy, but ndetrédories not yet controlled by any
players may only be attacked by Germany, Italyadap).S.S.R. or China. The U.S.A., U.K.
and France are “the good guys” and may only imaadeutral nation that is under control by
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an Axis player. Attacking neutrals not yet “in ylas declared during a player's combat
orders phase and is resolved in combat as follows:

Conquering Neutral Nations
Declare which neutral territory(ies) to attack alwdso with at least one land unit.
Pay double the value of the land territory bacth®bank.
The nearest opponent (geographically on the map)dvoll one die and if the roll is
equal to or less than the value of the neutraltoeyrthe invader must remove one
casualty. In the case of a neutral territory hg\arvalue greater than eleven, one
attacking land unit is automatically destroyed.

wnN e

If no land unit survives the attack upon the ndugaitory, then the nation falls under the
control of the geographically nearest enemy natidlm units may be added to conquer the
neutral nation in non-combat movement if you faitedake it during combat. Once taken,
the conquering player would be able to control theitral nation and benefit from it as if it
were any other occupied territory. Careful whatt yash for — once you have it, you have to
defend it as your own, because an enemy doesrittogeay to take it from you, now. By the
way, control of a neutral territory is not necegsar fly aircraft over its skiesNote: There
are slight color differences like Saudi Arabia, Yeemen, and color groups like Denmark,
Iceland, and Faeroe, which are for political afibns and military scenarios explained in a
supplemental edition: Diplomat’s Guide to World Doation. For now, fuggiddabowdit.

Although there are specific victory conditions, ywill find that a victor, and all too often a
sore loser, usually emerge before these conditmesnet. Regardless, a winner is always
determined at the end of a complete game turn.
An Allied victory is declared when BOTH of the follbwing occur:

- Total Axis occupation of land territories is bel@&5.

- The Allies control the isle of Great Britain andl@lthe contiguous U.S.A.

An Axis victory is declared when BOTH of the followng occur:
- Total Axis occupation of land territories
exceeds total Allied land (Axis > Allies)
- The Axis controls its original home
territories of Germany, Austria, Italy,
Sicily, Japan and Korea.

If no side has met their victory conditions by

the end of game turn thirteen (see Waging War

— page 3), then an Allied victory is declared.

Unless the Axis player is determined to

continue, in which case, a little reality must be

Implemented: Due to the attrition of healtt “Gen. Douglas MacArthur signs as Supreme Allied Gander

males that would have occurred by 1946, 1 during formal surrender ceremonies on the USS MISBIn
PO . . Tokyo Bay. Behind Gen. MacArthur are Lt. Gen. Jbaat

Axis is no longer able to recruit new infantr' \ainwright and Lt. Gen. A. E. Percival.” - Lt. C. Wheeler,

But, if the Axis is still willing to continue the September 2, 1945.

war with only their existing troops, by all
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means, let the carnage continue! And if that's emmbugh, | suggest you go get the Atom
Bomb module, and begin the Cold War. Anyway, sipae die-hard players will inevitably
calculate the totals on original land controlleddach side at the beginning of the game, we
saved you the trouble...

Land Value Totals Axis Victory = Axis > Allies  Allied Victory = Axis < 225
Controlled  Enemy Total Land

Nation O[gr']réal Neutral Occupied Colimgrt:gred I\(I)t?tLC;ZUSn Controlled
Land Land in 1942

Germany 28 +52 0] +47 +99 127

Italy 26 0 0 0 0 26

Axis Total 97 +57 0 +82 +139 236
Allied Total 423 +49 -82 0 -35 388

— You probably have been
wondering about those sandy lines or icy glareBirgpiout from under the borders that are
only passable by moving through the heart of thetnhostile topography. Well, there are
two ways for land units to meet
their end there. One, when
crossing those lines during non-
combat movement, each land
unit rolls one die, with a 10, 11
or 12 resulting in the loss of that
unit. In combat, units attacking
across the Sahara are eliminated
if any attack roll is a 10, 11 or 12
in any round of combat. If it is
an attack move to an unoccupied
territory, each land unit must still
make one attack roll (again, frying on a 10, 1118}, even though there are no defending
units to hit there. In other words, during eachd of combat, when the attacker rolls for
each unit trying to score hits on defending uratsoll of 10, 11 or 12 destroys that land unit.
Units cannot retreat across these hostile landkso, Aartillery cannot make a support shot
across these lines; they must cross to attackumiis are not affected when crossing. Armor
units may move one, and only one, of their two nmoe,t spaces if a harsh terrain is crossed.

— At no cost, a bomber may be used during non-combat
movement as a transport and either carry up tarnemtry or one artillery gun. To do so, the
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bomber cannot be used in combat and must begineaddhe turn with its payload. For
example, the British player could transport twoamify with one bomber from the isle of
Great Britain to Egypt in one non-combat move, pted the bomber and two infantry started
on Great Britain, and Egypt has been controlledesithe beginning of the British turn.
Bombers must only transport or drop their own ymtsver other allies.

— A bomber may be used to drop up to two infantryattack as
paratroopers into any oneombat situation the
bomber can reach. Each paratrooper must be
trained in Phase 1 for $1 each at a factory owned
by the nation at the beginning of the turn.
Designate the piece in some way so all players
know it's an airborne unit, because once trained,
they remain trained. The *“training” of the
infantry for airborne use counts against the
territory’s production capability, decreasing the
number of units produced in that factory by one
for each paratrooper trained there that turn. The
infantry recruitment of the territory is not
aﬁected, jUSt the factory. To make an airbor parachutes open overhead as waves of paratroapalan
attack, the bomber and the infantry to | Holland during operations by the 1st Allied AirberArmy.

. . - September 1944.
dropped must begin the turn together in t..c
same territory. The bomber cannot be used for @thwer combat that turn. Dropped
paratroopers are not lost if the bomber is shotrjaand the bomber is only vulnerable to
anti-aircraft during the first round. As such, rhés no partial retreat danger for the bomber
carrying the paratroopers (they're gone on comioaind 2), however, the paratroopers
themselves are ineligible for retreat. Like amppiils infantry, once dropped, they're in a
fight to the death. Paratroopers may also beddhat a factory then moved during combat or
non-combat and later launched from a territory witha factory, as long as they begin the
turn with the bomber.

— Were you wondering where Patton, the Desert Fox,
or Monty are during this game? Well, they're fBvery nation (even France and China), gets
one “General” to use. He is not a unit, but a riedi Whenever he is in a battle,
every unit he controls receives a +1 bonus to thigérck and defense rolls. He may
only control_landunits of his own type (i.e.: the German Generasdoot help the
Italian army) and does not affect sea or air unithke General may move instantly
to any battle on the globe in any oatack during a player's combat orders phase.
On round two or after, of an attack, the Generay mereat from the battle, then
move to any friendly location on the globe durirmprcombat movement, however,
the units in that combat do not receive the bonushe round he is retreating. |If
the general is still in an attack on the round Itegyin conquest, he must remain in
that territory with the other conquering units the rest of the player’s turn. If that territory
is attacked on another player’s turn, the Geneaalthe option of retreating to any friendly
territory in the world, again. Ah, but can the @eal be killed? Yes. In attack, he dies with
the very last unit in a combat, including air unitsor example, if the General is assisting ten
infantry and a bomber in the attack of eleven enerfantry, and the defender manages to hit
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with all eleven infantry, then the General is dedtbwever, if the defender only hits ten of
his eleven infantry, then the General may retraatcould the bomber, and survive. If the
General retreated and the bomber continued andshatsdown, the General would still be
dead. The same is the case with a General inendiefy territory, except conquest of that
territory is required in addition to killing eveonit defending with the General. The moral of
the story, don’t put your General anywhere he isgto die. Once dead, he’s gone for good.

— The principle of a naval pass-through is to sibié forces of a
navy and use some of the attacking units to engadgfending fleet in an initial sea zone so
that the remaining attackers may slip by and engaggecond sea zone. A pass-through must
never exceed two sea zones of movement and mussiceessfully completed in one round of
combat. A pass-through is illegal if it resultsany unit completing its move in a third sea
zone. Only combat ships force a pass-throughackihg navies can speed right by transports
with no restriction, though the transport gets datense roll at 2 or less as that navy sails by.

Naval Pass-Through Sequence

1. The attacking nation declares which units will lsedito eliminate the enemy units in the
first sea zone and which other units will be usadahy attacks in the second sea zone or
as shore bombardments, etc.

2. The defender declares any retreats in both thieglivd second sea zones where attacks
are declared to occur.

3. The attacker rolls one round of combat in the Best zone from the declared units,
tabulating the hits.
If any defending units remain to stop the passtibho(sea units other than transports),
then the pass-through is prevented (gbdded Pass-Through.
If all defending naval units (other than transppat® destroyed in the first sea zone, then
the fleet is free to move on to the declared se& £go toSuccessful Pass-Through
Failed Pass-Through
All of the attacker’s units attempting to pass-tigh must remain in that sea zone but are
added to the combat. Those added units would irratedy roll their attack rolls for the
first round of combat, taking additional hits upbie defending units in the first sea
zone. After that, round 2 of combat would follosvreormal against any defending units
that remain. Either way, the attacking fleet carpass-through to the second sea zone.
Successful Pass-Through
The defender rolls their counterattacks from uimitthe first sea zone and casualties are
removed from among attacking units engaging irfitsesea zone only. Additional
attacking hits beyond what is necessary to destilaynits in the first sea zone do not
carry over to the second. Those units declaredttack in the second sea zone may now
be used on the first round of combat there. Wietsgnated for attack in the first sea
zone arrive in the second sea zone with the othrersund 1, but do not make attack
rolls until round 2, when normal combat would résuildestruction, defeat or retreat.

Who’s in and Who's Out — Aircraft or sea units that are moving from otheredtions, to
rendezvous with the fleet passing through in tlvesed sea zone, must engage for at least one
round of combat regardless of the success of thie imvolved in the pass-through. However,

if any aircraft reach the second sea zone by theesaay as the fleet passing through, they
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could be declared part of that fleet and dependeoh the success of the pass-through to
arrive for second sea zone participation.

Amphibious Attacks Following a Pass-Through -As mentioned before, in any amphibious
attack where landing units are delayed beyond itise round of combat, those amphibious
units lose the initiative and cannot attack onriend they first make landfall. If part of an
attacking fleet is declared to clear the sea zalacant to an intended amphibious landing
point and the rest of the fleet is designated fmre bombardment from that same zone, then
that choice cannot be changed. Failure to clearsta zone in the first round of combat
makes the shore bombardments impossible for theeenbmbat. However, the ships
intended for shore bombardment may be used to tleasea zone on that first round, but the
amphibious landing would still be delayed and thtseling units would be denied their
attack roll when they hit the beach. Should bbth ‘sea clearing” fleet anthe re-assigned
bombarding fleet fail to clear the sea zone infite round, then the second round begins in
the sea and the landing units would lose theiraitve whenever they finally landed on the
shore (no attack rolls for the amphibiously attagkdiand units on landing round).

Failed Amphibious Pass-Through -f a pass-through with an amphibious landing plahne
for a second sea zone fails, the landing units mersiain on the transports during combat,
however they may be unloaded in non-combat toemdity land territory in that same sea
zone where the pass-through was halted.

Defensive Retreats -Defending units in a pass-through still have théoopto retreat and
must declare so before any attack rolls are madether words, on the first round when an
attacking fleet is clearing the first sea zone,db&nding naval units in the second sea zone
are aware of the attack and must declare any tsefraecordingly. The same is true of land
units anticipating an amphibious attack after ssghsough. That retreat declaration must be
made prior to all attacking rolls relevant to tepecific pass-through. However, normal rules
of retreat would apply and those units would becepsble to be taken as casualties from the
attacking units designated to attack them thatessfally arrive on the first round.

Pass-Back— A pass-through may also be declared as a paksivhere ships attack forward
into a sea zone planning to return to the stage®zone if/when successful on round one.

Aircraft in Amphibious Attacks — Assuming it is within their movement range, airtragy

also perform pass-through attacks. Such attacksdame performed in the same manner as a
naval pass-through in the respect that combatarsétond location is dependent upon total
success in the first. Aircraft could make a pégstigh from sea zone to sea zone or from sea
zone to a land territory in support of an amphiki@itack In any pass-through, an aircraft
may not participate in more than two combat locetiand the two locations of participation
must be adjacent. Even though naval units aretdinto two spaces in a pass-through,
aircraft are not, in the sense that they can fly spaces, attack, and then pass-through to a
third. Unless they came from the deck of a cartieey’re almost always going to use most
of their movement for a pass-through.
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Pass-Through Battle Example: The U.K. Attacks Japarn Thailand

The U.K. moves forces to Thailand from multipleeditions:

- A British battleship moves with the transport froine Philippines, attacking the East
shoreline in the Gulf of Thailand. While the Bshi fighter in Burma attacks the
Japanese destroyer defending that sea zone, theshat will attempt to avoid the sea
battle and use its shore shots on Thailand. Thleould the Japanese destroyer be
sunk on round 1, the British fighter would passtlyh and join the amphibious
landing in Thailand with attack rolls going towdhe infantry in Thailand on round 2.

- A British transport from Australia will pass-thrdughe sea zone surrounding Java to
the West shoreline of Thailand. The British degrofrom Australia will get help
from the fighter from Borneo to attack the Japargessiroyer then pass-through with
the transport.

- Two British infantry will cross the border from Bua directly into Thailand.

Japan defends with:

- Three infantry in Thailand.

- A destroyer defending the East shoreline of Thdilan

- A destroyer in the sea zone around Java.
Because so many forces are coming from so mangtatins, the entire area would have to be
fought round by round to determine which units v involved in each scenario, with the
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attacker first asking the Japanese player if thagtvio retreat either destroyer, or any of the
land units in Thailand. Retreats are declared &ircl happen regardless of the success of the
British pass-throughs, though the retreating wemésstill subject to being taken as casualties.

Round 1:
Java Sea Zone The British player would roll for its destroyer ahghter to attempt to sink
the Japanese destroyer. The Japanese player withét retreat or return fire, taking a
casualty of either the British destroyer or fightbut not the transport. If successful, the
transport and destroyer would move further to theswWshoreline of Thailand and
amphibiously land the two infantry in the first mmiof combat in Thailand. However, the
destroyer would not be allowed a shore shot, ag# used in the first round to attack the
Japanese destroyer. If unsuccessful, the Britislgep would have the option of either
continuing the combat in that sea zone on round twoetreating back to the sea zone above
Australia. Either way, the fleet would not be ahbdecontinue to Thailand and the infantry
would not be able to disembark from the transgdattretreats back to Australia.

South China Sea Zone (Thailand’s Eastern shore) Fhe British player would roll for its
fighter against the Japanese destroyer, which weilleer retreat or return fire, taking the
fighter as the only possible casualty. If the J&s@ destroyer is sunk, the British battleship
would be able to fire shore shots against Thailamdl the infantry would land in the first
round. If the British fighter misses, and the Jegs® destroyer does not retreat, then the
battleship would have to be used in the attackrsfjdine Japanese destroyer, losing its chance
to make a shore bombardment. In that case, tlaatinyf on the transport would lose their
attack rolls on the round they land (lost initigv Since this is combat, the transport would
be loaded before it entered the South China Sea zon

Thailand — The two British infantry in Burma would combine tviainy other infantry that
managed to land on the first round and attackhhreetJapanese infantry.

Round 2:
Thailand — Should there be any Japanese infantry remainifignaland after the first round,
the second round would begin. If the infantry lgioiuby transport from Borneo were delayed
in the first round of combat by survival of the dapse destroyer in the South China Sea, then
they would now be able to attack this round of catnith the British fighter from Burma.

If rolls go completely awry and the British seatleatn the South China Sea takes two or
more rounds of combat to sink the Japanese destithym the landing of the infantry would
be further delayed, losing their attack on the lagdound, and subject to suffer casualties
from defending Japanese hits on the round of #dreival. Or, should the battle go so poorly
that the British retreat, remember that the trartspwould not be able to unload those
infantry intended for attack.
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Uber-Ugly Pass-Through Example -Use the diagram below to follow an insane littlaek
on German occupied France.

Declared Attack by the U.S.A.:

The American Aircraft Carrier (NA-4) attacks the r@an destroyer in NA-8, then
passes-through to NA-4 where it started.

Two fighters and one destroyer attack German dgstio NA-8, then pass-through to
attack German submarine in NA-5 (would arrive omna 1, but not roll until round 2)
U.S. Transport in NA-4 loads with two infantry fro@reenland, heads North three
spaces around and down to the North Sea and mak@®ll on France, directly.

U.S. Submarine in NA-7 passes-through fight in NAfRI attacks German destroyer
off coast of France on round 1.

U.S. Battleship passes-through fight in NA-8, andbvjges support shots for
amphibious landing (assuming the German destrdyéirance is sunk in round 1).
U.S. Transport in NA-7 passes-through NA-8 and red&edfall on France (assuming
German destroyers in NA-8 and off France are sumioand 1).

One fighter in Great Britain attacks German desrayff France and passes-through
to join amphibious landing on France (arrive onnéground 1, but not roll until 2).
Second fighter in Great Britain directly attacksctes in France.

German Declarations:

German Submarine in NA-5 escapes to the sea zomaref
Three German infantry and one fighter in Franceaiarto defend against the attack.
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Round 1:

U.S.A. rolls for their attacks in NA-8 (Aircraft @#er, two Fighters and a Destroyer)
and hits 3 times to easily sink the destroyer (@mitl hits beyond the 1st do not
apply elsewhere).

The U.S. Aircraft Carrier returns to NA-4.

The two U.S. fighters and destroyer move to NA-&yaver the German submarine
has simultaneously retreated to the coast of Bure aivoiding engagement.

The U.S. submarine from NA-7 passes-through toitelattack against the German
destroyer off France, but misses.

The fighter from Great Britain rolls its attack e German destroyer off France, but
also misses.

Since both units designated to attack the Germatraer missed, the U.S. battleship
and transport declared for the amphibious landirg @elayed. Now, the U.S.
battleship must engage the German destroyer, wiashmanaged to stop it from
making its support shots. The U.S. battleshigsntdl attacks, and fortunately, hits.
The infantry brought by the transport from NA-7 radkndfall, but lose their attack
this round because of the German destroyer suryiviial attack and intercepting.
The second fighter from Great Britain attacks Feanglong with the amphibious
landing infantry that came directly by the northeoute from Greenland. One
infantry and the fighter hit killing two of the & German infantry.

The German destroyers in NA-8 and off the coastrahce both miss.

The three German infantry and one fighter in Framake their defense rolls and
manage to get three hits, taking three Americaaniny as casualties. Had the
delayed infantry arrived on round 2, then the Wl8yer would be forced to take the
two infantry and fighter that came to France disees casualties. That case would
have been real ugly for the other two infantry fighter when they finally landed.

Round 2:

The U.S. infantry and two fighters make their dtaclls, and get two hits on the
German infantry and fighter remaining in France.

The German fighter and infantry score only oneheirtdefense rolls.

In order to take France, the U.S. player takes aih¢éhe attacking fighters as a
casualty, allowing one infantry to land.

Non-Combat:

The U.S. fighter attacking France returns to GBrdgin

One fighter passing-through to NA-5 returns to therier in NA-4, while the other
flies to Great Britain.

The transport to the Northwest of Greenland pigaghe two remaining infantry in
Greenland and moves them three spaces throughothecleared sea zones to land
them in France with the one, conquering Americdantry, to bolster its defense.

Note: In any combat, forces designated for an lathagst begin attack immediately and may
not delay until the second or a further round iticgmation of an arriving pass-through or
other combat resolutions.

31



Ugly Aftermath of U.S. Attack on German Occupied Fance

A Strange Possibility —=The German destroyer in NA-5 could have declareztraat to NA-4
and would be there when the Carrier came passick) gince the destroyer retreated and the
carrier used its attack in round 1 in NA-8, theyhbwould lose their first round of combat.
As such, round two would begin with either the Aroa@n carrier retreating to NA-8, or
attacking the German destroyer. Note: if the W&kt had failed to pass-through in NA-8,
and then tried to retreat to NA-4, it would haveadttack the German destroyer where it
retreated in NA-4 since it now occupies that sp&fecourse, it would lose the option to roll
on the round it retreats, as would the German ogstif they retreated on the same round.

— To make things interesting, although not terribdalistic,
make the 8 roll of all battleships preemptive oa fhst round of combat only. So, when
combat begins, the attacker rolls their preempshiets (battleships and submarines), the
defender chooses casualties and rolls their &rotheir battleships. Then both sides remove
the casualties before conducting the first roundarhbat for the remaining units, including
the 6 on the battleships, unless it was hit pregmlgt Even if hit, preemptively, a battleship
always rolls its 8 on the first round of combathis preemptive shot would also apply if the
battleship’s 8 is used as a shore bombardmentingatiee removal of any land units that were
hit before they can fire back. The player can #steit the preemptive shot and fire with the
other units in the first round of combat, if thelyoose. This is helpful when one ship and
planes are attacking battleship(s) and sub(shaotihe subs can be used to sink the attacking

32



ship and the battleship’s 8 can be saved to hitgsainstead of preemptively hitting the
attacking ship and leaving defending subs to faxtking but planes. (Tricky, huh?)

— There is a moduléjlanufacturing and Recruiting Handbook
which is used to create most any military unit &ade during the war, but, to whet your
appetite and explain possible numerical valuegHerextra units you currently have, use the
following chart. Note: The Maus is too big to loaded on a transport, and only one ME262
can fit on a carrier; with no room for another figh Two FW109D-9’s fit on a carrier deck.

I ?
Waffen SS 4 2 n 6 5
5| 3 n 7 10

Nebelwerfer
S| 7 13 18

Fw 190D-9
6| 8 15 20

Me 262Schwalbe
10| 6 15 19

Maus

East-West vs. North-South -Being a flat map of the globe, the sea zones amdltiaritories

on the left and right edges of the board are thmeesan both sides of the board with the

exception of Manitoba and Alberta, which use tharbdcedge as their border. Therefore, if
units are on Northwest Territory, Northwest U.S.8aquthwest U.S.A., Mexico, NP-9, SP-1,

SP-3, or SP-6, they are in the same space as trespgonding one on the opposite side of the
board. In these particular sea zones or landtdelss, a “space” of movement is not used
when moving from one side of the board to the otiiére same is not true north to South, the
top of the board in no way connects to the bott@iso, there is no polar travel, so an aircraft
could not fly north from Siberia and reach the Morést Territory of Canada. And no, the

American player can’t dig a hole in Central U.Sté\send reinforcements directly to China.

Land and Canals —For the purposes of land combat or non-combat mewgnitaly and

Sicily are considered adjacent territories, aslardan and Egypt. Also, the Adriatic Sea
zone is one zone on both sides of Italy despitdtitge between Sicily and Italy. To pass
through the Panama or Suez Canal only takes ome sidea movement. For Panama,
whoever controls it decides who passes, while énctse of the Suez, whoever controls both
Egypt and Jordan permits passage. If the axiga@srine side and the allies the other, then
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NO ships may pass. Aircraft units are not affedtgdontrol of a canal and fly one space
from one side of the canal to the other. HoweVarkey is considered one land territory,
despite being separated by the strait that contieetBlack Sea to the Aegean Sea.
Therefore, movement by land or air from Bulgarid tokey to Syria would take two spaces.
Passage from the Aegean to the Black Sea requieespace for sea units. While Turkey
remains neutral, any player may freely move the@ ar air units the one space from the
Aegean to the Black Sea. If Turkey falls undersfar Allied control, only nations friendly to
the controlling player may pass with their naviésthe same way, Panama is not split by the
Panama canal, and ships take one space to moveiitantic to the Pacific, or vice versa.

Conquered Canals -f a canal is taken during combat, the conquersinips may move
through that canal during the non-combat phasenaisg they were not used in combat.

Miscellaneous —The Aleutian Island chain is limited to where it lgbeled and the
continuation of the chain on the Alaska side of ¢ska border is considered an extension of
Alaska. Be sure to notice that the Sea of JapdriN&i1l are two separate sea zones separated
by a sea border running between Japan, Hokkaiddsaktalin. Also, unlike Sicily, there is

no land connection between those three territor@draltar and Morocco have no effect on
naval passage in and out of the Mediterranean.n Ehaugh it would appear that a naval unit
could leave the South China Sea and go aroundrestie of Borneo into the Celebes sea
zone, it is considered one, continuous sea boatgyurposes of blocking a retreat, etc.

Round-By-Round Combat Location-By-Location— Since all battles in a player’s turn are
considered to be happening simultaneously, thelatanay choose the order in which each
of their declared battles are rolled and may switetween the combat locations they roll for
each round. In other words, they could roll tistfand second round of one battle, then hold
the completion of that battle while they roll anynmber of rounds in other battles before
returning and completing the first or others. he tcase of adjacent battles, it's often
necessary to roll them one round at a time eagw®the defender the opportunity to make
retreat decisions as they become available duattmmes in adjacent battles. For example,
if the Italians were attacking both Egypt and Jardéhe defending British might want to
retreat from one to the other in round two or aifténe attack was repelled quickly.

Retreating Behind — Defending sea units can only retreat to an engel® zone, but
sometimes a fleet will leave a sea zone to attacknbther, and an enemy has the possibility
of retreating from a different battle to that cuntg empty sea zone. In this case, combat
must be done round-by-round to determine if defegdinits are even eligible to retreat to the
vacated sea zone. If this happens, the attacked still retreat back to the now occupied sea
zone from which they came, and would then attackehunits as if it were a new combat on
the round following their retreat. Since the def@nmust have retreated at least one round
prior, the defender would be able to roll on then the retreating attackers arrive.

Sailing By Transports — As mentioned, an enemy transport doesn’t stogvg from moving

through the sea zone the transport occupies, dver spaces. However, if the attacking
navy is staying in a sea zone where an enemy toaingp located, that transport must be
destroyed before the attacking fleet may remaimetheShips may not move through a sea
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zone with an enemy transport during non-combat ma&re. Ships sailing by transports may
only do so during combat and must face one rouritleofransport’s 2 or less defense roll.

Retreating Twice — A unit cannot retreat twice in one player’'s turflowever, if a unit
retreats when attacked by one enemy, then is atlably another enemy on a separate
player’s turn in its new, retreated location, tlieat unit would be eligible to retreat again to
another location (i.e. a German sub attacked byaiBrithen by the U.S.A.).

Capitols — Conquering a territory with the nation’s flagrped on it is like capturing any
other enemy territory. It does not prevent theitohpeficient player from building,

collecting income, playing, etc. However, as ybi&arn, losing your “capitol” almost always
means losing the game, except for France, of cpargemaybe Central Russia.

Submerging Subs Controlling Sea Zones If planes attack a sub in a sea zone and the sub
chooses to retreat by submerging in that same @sa, that submarine retains control of the
sea zone after the attack if it survives the asaal. If the attacker brings in any ships,
including transports, the defending sub would himveetreat to another sea zone or engage
the ships. Of course, a transport would not he#dircraft's penalty to hit the sub, but it
would force the sub to engage it or leave, sin@mnships may never occupy the same area.

Preemptive Shots in Failed Pass-Through Assuming that you're playing with preemptive
battleships, if any are designated to attack irr@sd sea zone of a pass-through, and the
units designated to sink the fleet in the first geae fail, forcing the battleship to halt and
engage with that fleet as well, that bad boy wawdtireceive a preemptive shot with its 8. In
short, if a battleship is unable to hit where drpied, it loses its range and surprise advantage.

Generals and Their Egos- If a general is in a multi-national combat, thes nation takes
control of the conquered territory. If two gensrabnquer a territory together, then players
may choose the ownership, like any other multioral combat. So, don't fight over it boys,
you can have your enemy sign a set of surrendegrpdpr each conqueror.

Battleship Repair — While under repair, if a battleship retreatg, tépair fails and the money
is lost. Another attempt may be made in subsequens. Also, repair cost cannot be rolled
before the end of the combat round in which itasndged. You cannot roll a hypothetical
cost when determining whether to take damage ostlilpe Commit to damage, then roll.
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