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24. Campaign Information

If you’ve read all the rules so far, congratulations. That’s a MAJOR
achievement in anyone’s book. Well now you probably want to play
a game. This is the right place. Here we explain how to sort out the
counters, how to lay out the maps and how to set up your units to start

playing.
24.1 Setup
24.1.1 Which game?

Your first step is to choose which of the 22 campaigns available you
would like to play. If this is your first game of World in Flames you
should try the short Victory in the West (see 24.2.1) or Barbarossa
(see 24.2.2) campaigns. They will give you a good introduction to the
game’s land and air systems. Barbarossa is also a good campaign for
competition play. Next, give Guadalcanal a go (see 24.2.3). This gets
you right into the naval system. Most people think this is the hardest
part of the game to master.

After you’ve run through those campaigns you can pick any of the
others for a full campaign. There are 2 longer campaigns that still only
use 1 map (plus the USA mini-map), Fortress Europa (see 24.2.4) and
Battle of the Titans (see 24.2.5). There are also four 2 map campaigns
(see 24.3). All of these campaigns are great if you have only limited
space available or if you want a quicker game with only a few players.
Some players like them because they want to play just the Pacific war
or just the war in Europe.

The 7 full-map campaigns are when you are up for a top gaming
session. They all have the same end point (July/August 1945) but
different starting points. Most likely you will end up playing the
1939~1945 Global War campaign game (see 24.4.7) most of the time.
But please, don’t ignore the other campaigns. Each of them presents
an interesting situation that may not occur in your full-length games.

Finally, if you have one of the other games in the World in Flames
series, we have included 6 more campaigns from Days of Decision,
America in Flames and Patton in Flames which includes the mega
campaign of all mega campaigns, the 66 turn Days of Decision
campaign that takes you from 1936 to 1946, World in Flames with
the lot.

Next, you must decide what options to play. The Optional rules
manifest on page 95 of the Rule Book includes check-boxes so that
you can keep track of the options you have decided to play (you can
photocopy the manifest to keep track of your optional rules, game by
game).

24.1.2 Which side?
Next, work out who’s on which side.

The 5 one-map campaigns and Mare Nostrum (see 24.3.3) are
essentially 2 player games. For the other World in Flames
campaigns, we recommend these major power groupings if you have
more than 2 players:

Recommended major power groups

4 Maps Fascist Tide Day of Infamy &
Rising Sun

Three players
Germany, Italy & Japan | Germany & Italy |Japan

China & USSR France & USSR  |China, CW & USSR

CW, France & USA CW & USA France & USA
Four players

Germany Germany Japan

Italy & Japan Italy France & USA

China & USSR France & USSR |China & USSR




CW, France & USA CW & USA CW
Five players
Germany Germany
Italy & Japan Italy
China & USSR USSR Not
Recommended
France & USA France & USA
CwW CW
Six players
Germany
Italy
Japan Not Not
China & USSR Recommended Recommended
France & USA
CwW

For America in Flames and Patton in Flames please check those
setups for the recommended number of players for each campaign.

Bidding
Bid for control of major power groups. Each bid represents the

number of objectives more or less than your expected total you believe
you will control at the end of the game.

A bid must be a whole number of -20 or greater.

Bidding is auction style ~ you can bid any number of times. The
eventual highest bidder chooses any of the major power groups and
takes no further part in the bidding.

The remaining players go through another round of bidding, again
starting at -20. The new highest bidder chooses one of the remaining
major power groups. The bidding continues until there is only 1 player
left. That player gets the last group for 0 minus the total of the other
players’ unmodified bids.

Each player’s modified bid is calculated at game end, and equals their
bid plus their currently controlled major power’s (which may change
during the game - see 13.7.5) expected total. This table shows the
expected totals of objectives for each major power at the end of the
campaign:

Major | Days of Other Fascist Day of Infamy

Power | Decision 4~Map Tide & Rising Sun

China 3 3 0 3
CW 16 22 11 13
France 4 5 4 1
Germany 10 5 5 NA
Italy 3 1 1 NA
Japan 7 5 NA 5
USA 13 15 8 13
USSR 14 14 12 2
Total 70 70 41 37

Example: Five of us sit down to play a game of the 1939~45 Global
War campaign. 8 major powers are available (5 Allied and 3 Axis).

The first round of bidding was mainly a two-way bidding war between
Catriona and me. Catriona wins with a bid of 5 and picks the USA
and France. Her modified bid is 25 (15+5+5). Pretty aggressive, |
guess the Soviets can kiss lend-lease good-bye.

Next round, Mike & I fight it out. I dip out at 5. Mike wins with 6 and
chooses Germany for a modified 11 (6+5). Although it is unusual for
the following bids to be higher than the initial, I guess Mike is
counting on internal Allied disputes to make his job easier.

In the next round, I bid Braddles up to 1, and (typically) he chooses
the Commonwealth for a modified bid of 23 (22+1).

The 4th round starts with just Greg and me left. Because the total bids
so far are 12 (5+6+1), the last group will go for -12 less whatever we
bid. Greg makes the highest bid at -4 and chooses the Soviet Union
and China with a modified bid of 13 (14+3-4).

This leaves me with Japan and Italy for a total of -2 (5+1-8). If I can
survive until the end of the game I have a shot at winning.

Record your bid on the builds charts. Your modified bid will be
subtracted from your objective total at the end of the game (see 13.9).

Historically, each major power controlled the following objectives by
the end of Jul/Aug 1945:

European maps (33 in total): Commonwealth ~11, France~4,
USA~3 & USSR~15;

Pacific & Asia maps (29): China ~ 2, Commonwealth ~ 8, France ~
1, Japan ~ 10, USA ~ 5 and USSR ~ 3;

America map (8): Commonwealth ~ 2 and the USA ~ 6;

Total (70): Commonwealth ~ 21, USA ~ 14, USSR ~ 18, Japan ~ 10,
France ~ 5, China ~ 2, and Germany & Italy ~ 0.

Be aware that the Allies followed an anti-German strategy so
Germany (at 0) is probably under-rated and Japan over-rated.

The victory conditions for all other campaigns is specified in their
respective campaign notes.

24.1.3 Laying out the maps

Next, lay out the maps left to right; West Europe, East Europe, Asia
& the Pacific. Some campaigns only use 2 maps. The specific
campaign information below tells you which maps you need.

<insert graphic of maps>

Lay the USA mini-map to either the left of the Western Europe map
or the right of the Pacific map.

AiF option 1: Lay out the American maps instead of the US mini-
map anywhere space allows.

AfA option 1: Lay out the Africa map in all campaigns that include
the 2 European maps. It fits below the European maps but can go
anywhere if you haven’t got enough space on one table.

AsA option 1: Lay out the Scandinavian map in all campaigns that
include the 2 European maps. It fits above the European maps, but
you can put it anywhere space allows.

24.1.4 Cutting out the counters

Next, pop out the counters provided with the game. The World in
Flames Collector’s edition Classic game includes 1600 counters
(countersheets 1-6, 24 & 46). The Collector’s edition Deluxe game
includes 4800 counters (CS 1-9, 18-22, 24 & 46-54). Aircraft and
naval units are identified by silhouette, land units by NATO symbol.

The military units are printed in different background colours to
differentiate nationalities, and all minor and some Commonwealth
units are also identified by letters.

The unit description chart explains this in detail.

24.1.5 Sorting out the counters

Sort your units into force pools. Each major power needs a separate
force pool for each unit type (see 28, unit costs & characteristics
chart). So, you need one each for CAV, INF, MIL, GAR, MOT, MTN,
MAR, PARA, MECH, ARM, HQ-A, HQ-I, SUB, CL, CA, BB, CV,
TRS, AMPH, CP, FTR, LND, NAV and ATR. You only have 1 force
pool for each type regardless of how many countries contribute units
to your force pools and all units belonging to your aligned minor
countries must be added to your force pools.

Some of these unit types come with different costs. For example, some
LND will cost you 4, some will cost you 5 and some will cost 6 build
points. Separate each unit type into a sub-force pool for each cost (first
cycle cost only in the case of naval units).

Example: In campaigns starting after 1940, Rumania is aligned with
Germany. In these games, all 4 cost German and Rumanian FTRs will
go into the one force pool.

This will leave you with a ot of force pools and organisation becomes
important. We have provided resealable bags to help organize your



force pools. A more sophisticated (but more expensive) method is to
use professionally made counter trays or those segmented plastic
boxes you can buy in sewing, hardware and fishing tackle stores.

Add the following optional units and markers to your game
depending on the options you have decided to play.

DiF options 2, 3, 14 & 52: Divisions in Flames adds 15 unit types
that go into new force pools - ARM, MECH, MOT, ENG, INF,
MTN, MAR, GAR, PARA, and SKI divisions; field artillery (ART),
anti-tank (AT), anti-aircraft (AA), flak artillery; and supply units.

Divisions in Flames also includes Guards Banner armies and
divisions that set up in the reserve pool if the Soviet Union is at war,
otherwise kept off-map (see 22.4).

PiF option 4, 24 & 46: Add the Planes in Flames aircraft to those
that come with World in Flames, American in Flames or Patton in
Flames.

V-Weapons and A-bombs are new units placed in their own force
pools.

SiF options 5, 19, 45, 51 & 58: Sort out the Ships in Flames naval
counters instead of those that come with World in Flames,
American in Flames or Patton in Flames. The only exceptions are
the WiF, AiF or PatiF AMPH, CP, TRS and SUB counters which
you add to the SiF counters.

Carrier planes (CVP) and Frogmen (FROG) are 2 new unit types
that go into new force pools. Task force markers are placed on the
Task force display.

CLiF option 6: Sort out the CLs provided in Cruisers in Flames
instead of those that come with World in Flames, America in
Flames or Patton in Flames.

CoiF option 7: Convoys in Flames adds 3 unit types that go into
new force pools, tankers (TP), ASW units (ASW) and German and
Japanese auxiliary cruisers (CX).

TiF options 32, 53, 54 & 59: Territories in Flames adds 5 units
and markers that each go into new force pools ~ forts, coastal forts
(CF), synthetic oil (SYNTH), territorials (TERR) and warlords
(WAR).

FiF option 40: Factories in Flames adds shipyard and
specialisation markers that go into new force pools.

TiF option 53: includes Siberians which may replace Soviet INF at
set up (see 22.5).

TiF option 54: Only add TERR whose country or territory is on
one of the maps being played and that country or territory is
controlled by that major power (e.g. in the 24.2.3 Guadalcanal
campaign Jeremy wouldn’t add the CW Egyptian TERRs to the CW
force pool nor Kasigi add the Japanese Indian TERRs to the
Japanese force pool).

AiF & TiF option 55: America in Flames and Territories in
Flames include city based volunteers (CBV) which are available if
you control their city (see 22.8).

AiF, PatiF & PoliF options 56 & 57: America in Flames, Patton
in Flames and Politics in Flames adds heavy weapons and air cav
(ACV) units that go into new force pools.

Set aside these units and markers for now:

+ all Austrian, Czechoslovakian and Ethiopian units (these are only
used in games of Days of Decision or, in the case of
Czechoslovakia and Ethiopia, when liberated);

 units and markers with an availability year on their back (see Unit
Description chart) that is later than the game’s starting year. They
will become available later (see 4.1.1);

* units that name a city on their back that you don’t control. They
will become available when you control that city (see 4.1.2);

+ all neutral minor country units. They become available when they
align with a major power (see 19.4);

« all neutral major power MIL units. These units become available
when you are at war with another major power (see 9.6); and

+ the HQ-A Tuchachevsky from all campaigns starting after 1936.

You may remove from the game all naval units sunk before the game
began (see the red or white dates on the back of the counter). You may
not remove any other named naval units.

You may remove any of your other units from the force pools if they
have a year on their back that is at least 4 years earlier than the game’s
starting year if your major power is neutral, 3 years if not. For
example, if you were playing the Waking Giant game, which starts in
1941, neutral major powers could remove any unit that had ‘1937’ or
earlier on its back, while all other major powers could remove any
unit with ‘1938’ or earlier on its back. Once removed, these units can
never return to the game, so be careful.

The campaign information may specify that you should add some
minor country units (or even some conquered major power units) to
your force pools.

24.1.6 Setting up

This rule explains how to set up the units and markers.

Markers

Consult the campaign information and put the year marker in the
appropriate space on the year track for this game’s starting year.

Put the turn marker in the appropriate space on the production circle
for the first turn of this game.

Put the initiative marker in the appropriate space on the initiative
track, turned to the side which starts the game with the initiative.

Put the impulse marker in the left-most space of the impulse track.

Put the entry markers into an opaque cup. The campaign will tell you
where to set them up. Draw them randomly from the cup for each
location (and facing) before looking at their values

Place the weather markers near the America mini-map (where the
weather chart is located). Place the no planes, damage and factory
markers off-map somewhere convenient as you will need to use these
during the game.

TiF Option 30 (Oil): Each major power sets up their ‘x1/10 saved
oil” marker on the ‘0’ space of the markers track (see Turn record
chart) and the saved oil markers off-map wherever’s convenient.

TiF options 31 & 32: Territories in Flames adds 6 new markers ~
saved build points, hex-specific oil & resource facilities, roads, rails
and destroyed oil. Place these markers off-map wherever is
convenient.

Add the factory markers to those that come with World in Flames.

KiF Option 41 (Intelligence): Place the intel markers on the ‘0’
space of the markers track.

KiF Option 41 (Bletchley Park): The CW starts each campaign
with its annual free rolls (see 13.6.11) but can’t start with more than
the number of turns remaining in the calendar year (e.g. Jeremy
would place his Bletchley park marker on the 1 space of the markers
track at the start of the Waking Giant campaign).

PiF option 46: Place the pilots in training markers in their own
force pool and your Pilots marker on the ‘0’ space of the Markers
track.

Option 49 (offensive points): Each major power puts their OP fotal
marker on the appropriate space of the markers track.

What units to set up

Unless the campaign notes state that you have called out your
reserves, place all land units with the letters ‘Ge’ or ‘Res’ on their
backs into the reserve pool (e.g. in the Missed the Bus campaign (see
24.4.1) the Vichy Lyon, Dakar and Hanoi MIL are all placed in the
reserve pool).

Now consult the set-up chart (see 30) for the campaign you are
playing. The set-up chart is broken up by campaign and by major
power. Set up each major power in the order listed for your campaign.
The set-up chart is further divided by rows for geographical locations,
and columns for unit types.

Some of the columns relate to aircraft set-up. Aircraft types are



differentiated according to the time taken to build the unit (e.g. LND-
3 means set up a land bomber that takes 3 turns to build).

A number in the set-up allows you to set up that many units of that
type. If a type is specified but not a number, you get 1 unit of that
type.

Unless the set up specifies a particular unit, choose units randomly.
Some units must be of a particular nationality. The nationality

abbreviations used on the set ups are the same as the counters and the
World order of battle (see 29). The additions and exceptions are:

B Bulgaria

Ch China

F Finland

Fr France

H Hungary

In India

It Italy

R Rumania

Sib Siberia (INF if not playing TiF option 53)
v Vichy

All other units are major power units (British in the case of the
Commonwealth), not their controlled minor countries.

Some counter types and terms have also been abbreviated. They are:
AB A-Bomb

CF Coastal Fort

CP Convoy point
CVP Carrier plane

[fu] face-up

[fd] face-down

P pilot

SSq Service Squadron
VW V-Weapons

DiF option 3: Choose the specified number of ‘Guns’ from amongst
all available ART, AT & AA units. Flak are chosen separately.

PiF option 4: for each location and type, draw aircraft from your
force pool equal to the totals listed in both the WiF and the PiF
column. You may still only set up just those listed in the WiF
column but you choose which ones they will be. Put the rest back
into your force pools. PiF option 46: you use up a pilot for each
aircraft you set up and instead of putting the rest back in the force
pool, you put them into the reserve pool.

Reinforcing aircraft are set up in the same way (choosing which to
set up and which to return to the force pool) unless also playing PiF
option 46 in which case the aircraft and pilots listed in both the PiF
and the WiF columns are set up on the production circle. If you are
also playing CVPIiF option 45, there may be further reinforcing
pilots to set up (almost never-ending toys!).

SiF option 5: Set up the Ships in Flames units listed in the WiF
and SiF columns. The convoy points listed in the SiF column are
modifications of those listed in the WiF column (e.g. if the WiF
column lists 10 convoy points and the entry in the SiF column is “-
3 CP”, you would only set up 7 convoy points).

CLiF option 6: Set up the Cruiser in Flames CLs listed in the WiF
and SiF columns.

CoiF option 7: Up to half the convoys specified to be set up in each
location may be tankers. For example, instead of setting up 7
convoy points in Italy, you could set up 0 to 3 tanker points in any
ports there with the remainder being convoy points.

CoiF option 7: Set-up the ASW units listed in the ASW column.
Reduce the number of cps set-up by the number included with your
ASWs that are set up in the same location (if any, if not and the
ASW is set-up on map, the reductions may come from anywhere
on-map).

If playing with carrier planes (CVPiF option 45), each time you
(randomly) chose an ASW with an air component, you randomly
choose a carrier plane (PiF option 46: and a pilot) to set up on the

ASW. If the carrier plane won’t fit, put it back in the force pool and
re-pick until you pick a CVP that does.

TiF option 32: Set up as many fort /exsides as are shown in the
‘Other’ column. You can decide the mix so long as you don’t exceed
that many hexsides.

TiF option 32: Set up as many coastal forts (CF) as are shown in
the ‘Other’ column.

Option 37: If the set-up tells you to set up a lend-lease unit, the
giver must place its unit in the lend-lease pool (e.g. in the Decline
and Fall campaign (see 24.4.6) the US player sets up the CL
Milwaukee in the lend-lease pool).

FiF option 40: Set up shipyard and specialisation marker that are
dated a year (or more) earlier than the year in which the campaign
begins (e.g. all shipyards dated 1938 or earlier are set up for a game
starting in September/October 1939).

CVPiF option 45: Draw the indicated numbers of carrier planes
randomly from all your available carrier planes. From these, set 1
up on the map (your choice) for each carrier pilot listed and set up
those shown on the production circle. Put the remainder back into
the force pools if not playing PiF option 46 (pilots), or the reserve
pool if you are.

TiF option 53: Set up Siberians as replacements for on-map Soviet
INF.

SiF option 58: Replace any set-up TRS with any (randomly chosen)
available SSq (see 22.13) provided it could be built in time (e.g. the
carliest the 1941 SSq could be set-up to arrive on map is Jan/Feb
1942).

Foreign-sourced aircraft may be added to the force pools before set-
up if the source major power agrees (see 13.6.4). Some campaigns
also specify you set up certain foreign-sourced aircraft. In either case
move the equivalent aircraft from the source major power’s force pool
to the lend lease pool.

In all campaigns where Free French (rather than French) units are set
up, randomly remove half the units in each Free French force pool
(TiF option 54: except territorial units) from the game after set up.

All Chinese units are Nationalist unless otherwise indicated.

Where to set up

The left-hand column of the set-up chart shows where to set up your
units and markers.

Ifthere is a date there, set up the units in those spaces of the production
circle. Set up ships face-up if the next acronym to the right of the unit
is “[fu]”, face-down if it is “[fd]”.

Example: Jay sets up the US for the Waking Giant campaign (see
24.4.3). The left-hand side of the last row of the US set-up states
Jul/Aug’. If not playing SiF option 5 Jay would set up the Bunker Hill
and Miami face-down on the Jul/Aug slice of the production circle. If
playing SiF option 5, Jay instead sets up the Bunker Hill, Belleau
Wood and Boston face-down, and the Alabama face-up, in the same
location. If Jay was also playing CLiF option 6, he would also set up
the Miami and Reno face down there.

FiF option 40: Instead of placing a unit on the production circle,
you place it on a production track of a city you control (and port in
the case of naval units). The unit is put in the numbered box
corresponding to the number of turns from the game’s start till that
unit could arrive as a reinforcement. Then place a ‘Free” marker on
it to indicate that its cost has already been paid in full.

Example: Continuing the previous example and not playing SiF
option 5, Jay sets up the Miami on New York’s production track and
the Bunker Hill on San Francisco’s track, both face-down in their
respective 5 boxes with a free marker placed on them.

If the left-hand column has the words ‘construction pool’ or ‘repair
pool’, set up the units in those pools.

Mostly the left-hand column will mention a geographical location. A
set up that specifies “Europe”, “Asia”, “Pacific” or “America” means
you can set up the listed units on that map(s).



AfA & AsA option 1: “Europe” includes the African and
Scandinavian maps.

“Africa” means any hex (including off-map hexes) in Africa (AfA
option 1: and on the African map). “India” includes Ceylon. “US east
coast” is any hex on the east coast of the USA. “US west coast” is any
hex on the west coast of the USA. You may only set up a unit in a hex
it can move into (e.g. Germany can’t set up a Bulgarian INF in
Rumania).

If the set up gives you some latitude (e.g. “Europe” or “Burma”), you
can set up the unit in any hex you or a co-operating major power
controls there.

A neutral major power can only set up in hexes it controls.

You must set up all on-map naval units in ports. Unless otherwise
specified, all units set up on map do so face-up.

TiF option 30: Set up your saved oil in any eligible city or major
port up to stacking limits (see 13.6.9).

TiF option 32: You may only set up fortifications in hexes you
control that aren’t off-map hexes.

TiF option 54: Territorial units must be set up in their home country
or territory.

TiF option 59: Set up each warlord in its home city.

The campaign information details who controls what territory at the
start of each campaign. Some of this will specify a start line and a
direction away from it that you must set up. The start lines are colour
coded to match the years marked along them. Pink start lines are
combinations of several years’ start lines.

When setting up the Chinese, you set up the Nationalists first. The
Communists are then set up. They may not be set up in a Nationalist
occupied hex.

All units must conform to stacking limits after set up (see 2.3).

DiF option 2: After you have set up, you may break down eligible
corps or armies into divisions even if they are in ZoCs (see 22.1)
provided you still conform to stacking limits.

After all major powers have set up, partisans are set up by their
controller as per 13.1.

Next, each major power in set-up order may make naval moves out to
sea with their naval units. Treat this as a naval action you conducted
last turn (even if neutral), so the units must finish their move, then
drop to a lower sea-box section as if they had stayed at sea last turn
(see 13.4). Neutral major powers may only make these moves with
convoy (CoiF option 7: and tanker, but not ASW) points.

You now remove from the game all conquered minor country units in
the force pools. Half of these units may be returned to the force pools
upon liberation (see 13.7.5). If Vichy currently exists, randomly
remove from the game half the units in each French force pool (TiF
Option 54: except territorial units).

Believe it or not, you are now ready to play (see, wasn’t that easy)!

Campaign rules

Most of the campaign information below is self-explanatory.

If a rule is not applicable (“NA”), it is not used in the campaign.
“Players” is the maximum number of players for this campaign.
“Maps used” tells you what parts of the maps are used. You can only

enter hexes on the areas in use. Only objectives in the play area count
for victory purposes.

“Initiative” tells you who has the initiative for the first turn (you do
not roll for initiative this turn).

“War status” tells you who is at war with whom. All minor countries
in the game not “controlled” by a major power are neutral.

“Entry Markers” tells you which US entry actions and options have
already been chosen, how many entry markers are in which common
borders, and what special rules regarding markers apply to this
campaign. A major power’s entry markers are set up anytime during
its set up. During set up, entry markers may not be inspected prior to

placement.

“Control” tells you changes, if any, to the 1939 country and territory
control that is displayed on the maps.

“Production” tells you changes, if any, to your usual production.
“Off-map production” tells you what extra resources and factories you

have available off-map, in addition to any you have on-map. Factories
and resources in on-map areas that are out of play are not available.

Assume that the off-map resources are automatically transported to
the off-map factories. You can transport on-map resources to off-map
factories if you can transport them fo the specified “off-map edge”. If
you want to transport off-map resources to on-map factories, you only
have to transport them from that “off-map edge”.

There is no off-map production in any 4-map campaign (see 24.3.2).
“Special victory conditions” state additional objectives, if any, for
victory.

“Historic victory” shows what your historical counterparts achieved
in the 2 map campaigns. Of course, you will do better!

24.2 One map campaigns

One map campaigns are also known as scenarios (mini-campaigns).

24.2.1 Victory in the West: May/Jun 1940~Jan/Feb 1941
Designed by Ruediger Rinscheidt (German Design Group)

This introductory campaign pits the Germans against France and the
Commonwealth in Case Yellow, the invasion of France. Germany
must move fast to conquer France or face stalemate, a two-front war
and, ultimately, inevitable defeat.

Players: Germany vs France and the Commonwealth.
First turn: May/Jun 1940
No. of turns: 5

Maps used: Western European, but only Belgium, France, Germany,
Morocco, Netherlands, Senegal and the United Kingdom.

Initiative: Axis +2 box. The Axis starts with the initiative.
Last weather modifier: +2
War status: Germany is at war with the CW and France.
Entry Markers: NA
Reserves: All major powers have called out their reserves.
Control: As specified on the map.
Production: The Commonwealth receives 6 build points per turn (no
regular production).
Option 30: The CW has unlimited oil in the UK.

Germany receives 4 oil resources and 10 non-oil resources off-map
via the eastern map-edge each turn.

France receives a total of 1 oil and 2 other resources via any French
controlled port in the Bay of Biscay or Western Mediterranean sea
areas each turn (none if they don’t control any such port).

Special Rules: Remove all units apart from Belgian, French, German,
Moroccan, Netherlands, Senegalese, and British. Remove all naval
units (including minor countries when declared war on) except those
specified to be set up. Finally, remove all (option 37: foreign sourced
units,) Commonwealth & German MIL and French MTN units
(option 3: and the German railway gun).

Destroyed naval units are permanently eliminated, damaged ones may
be repaired.

When the Netherlands or Belgian home country is conquered that
country is only incompletely conquered (see 13.7.1) and must choose
the UK as its new home country.

Victory conditions: The game ends at the end of Jan/Feb 1941 or at
the end of any turn when Germany controls Paris and declares the
game is over. Each player then gains the following victory points:

Victory points (cumulative)




VPs City controlled and/or units destroyed

3 Paris and each enemy HQ destroyed

2 Amsterdam, Brussels and each enemy ARM & MECH
corps (not HQ) destroyed

1 Antwerp, Lille, Lyon, Marseilles, Metz (DiF option 2:
and enemy ARM & MECH division destroyed)

1 each British unit destroyed (Axis only)

Turn game ended (Allies only)
1 Jul/Aug 1940

Sep/Oct 1940

6 Nov/Dec 1940

10 Jan/Feb 1941

Add up both sides’ total, divide the Axis total by the Allied total and
compare the resultant fraction to the following table:

Axis/Allied VPs Victory level

5+ German Decisive victory
4+ German Substantive victory
3+ German Marginal victory
2+ Draw

1.5+ Allied Marginal victory

1+ Allied Substantive victory
<1 Allied Decisive victory

Example: Germany controls Paris during the Jul/Aug 1940 conquest
step and declares the game over. The British had a MECH corps
destroyed while France had the Billotte HQ-I and an ARM corps
destroyed. Germany controls Amsterdam, Antwerp, Brussels, Lille,
and Paris while the Allies control all other objectives. Germany’s
total victory points are 9 for controlled cities, 3 for the destruction of
the CW corps and 5 for the destruction of the French Arm and HQ, a
total of 17 points. The Allies get 1 VP as the game ended in Jul/Aug
and 3 points for cities controlled, for a total of 4 points. 17/4 = 4.25,
a substantive German victory.

Historical objectives: Germany ~ 15, Allies ~ 2.
At start production:

CW (PM 0) ~ 0 factories, unlimited oil (in the UK) and 0 other
resources, 6 bp per turn off-map

France (PM 0.75) ~ 14 factories (France), 1 oil (off-map) and 8§ other
resources (6 in France, 2 off-map)

Germany (PM 0.75) ~ 18 factories (Germany), 5 oil (1 in Germany,
4 off-map) and 18 other resources (7 in Germany, 10 off-map)

Players’ notes: This is the ideal campaign to try first because it
concentrates on the key aspects of land and air warfare with only
minor interaction with navies.

Germany: The skies are clear, the sitzkrieg is over; this is it. You must
strike fast and hard. Historically you beat the French and British in
one turn but then again historically the Germans won an
overwhelming victory and you can’t expect that.

You should form mixed stacks of panzers and motorized units facing
both Belgium and the Netherlands. You take the first impulse (you
have the initiative this turn) and declare war on them both (it’s not
really viable anymore to attack Belgium separately to the
Netherlands).

If playing option 10: (surprised minor country ZoCs) and/or option
49: (offensive points), both of which I highly recommend, you force
the Belgians and Dutch to set up in their cities spread out allowing
you to defeat them in detail as you did historically.

If playing with divisions you can easily have 19 factors in one stack

which when doubled for offensive points allows you to overrun 5
factor defenders (38:5 more than the 7:1 you need).

From the start use your huge air force to ground strike vulnerable
stacks of enemy units particularly their key assets like HQs, ARM and
air units. This is particularly important in your surprise impulse
against Belgium and the Netherlands to pin their aircraft which you
can then overrun at your leisure.

Once you have driven deep into Belgium keep striking hard into the
Allies. Choose one to concentrate on, usually France but sometimes
the UK if they leave themselves exposed. They can’t co-operate so if
you concentrate your air force against one opponent they will quickly
run out of aircraft.

Remember you have some good naval air assets. Feel free to employ
them in the North sea particularly when vulnerable British transports
are plying the waves ferrying reinforcements to France or shattered
survivors home.

Drive for Paris like an arrow. Nothing else matters quite so much. As
soon as you occupy the capital you decide when to dictate peace, and
based on the victory conditions that is far better sooner rather than
later.

Allies: You have the exact opposite problem to Germany; how do you
stop or slow the onslaught.

First off you need to have each front-line hex on the Maginot line
covered with 2 corps. They shouldn’t be the best corps but they have
to be strong enough to deter any move direct across the Rhine. But all
your key assets like HQ or aircraft should either set up in forest or
behind the Seine (to minimize ground strikes). They can move up as
needed.

You can’t do a lot to help your soon to be Belgian and Dutch allies
except set them up in cities and wait for the attack. If you are not
playing option 10 you can set the lone Belgian up in Liege and the
other corps back near the French border where they can’t be attacked
on the first impulse. But be careful. They can be ground struck and
any flipped Belgians can’t be supported by French (as they don’t co-
operate).

On your first impulse you must try to move at least your British
forward into Belgium which allows more Brits to land in France (Gort
can only support 2 other units there). Again though be careful. If
driven out of Belgium and too many are in France, the excess is
destroyed.

The Brits should try to hold the northern two hexes of the line
supported by shore bombardment in the North sea and air support
from England

Try to keep one corps in reserve behind the line to stop any blitzing
through. Be careful here too though as they may spend offensive
points to destroy weak blocking units.

As the Germans drive gains pace, you will be forced to thin the
Maginot line to hold Paris. Don’t counterattack unless you have very
good odds, as a bad result will see your whole line disrupted and easily
destroyed.

Only when it comes to the loss of Paris should you think of a last gasp
effort but even here only towards the end of the turn and it saves you
from defeat.

Be cautious, be prudent and hold out as long as you can. Every day
the Wehrmacht is tied down in France is one day less in Russia.

24.2.2 Barbarossa, “One Kick...”: May/Jun 1941 ~
Jan/Feb 1942

Operation Barbarossa was the greatest land campaign in the history of
the world. This game starts with Germany poised to launch its drive
against the massive Soviet army.

Players: Germany vs the Commonwealth and the USSR.
First turn: May/Jun 1941
No. of turns: 5

Maps used: Eastern European, but only north of Yugoslavia,
Bulgaria, Turkey and Iran and excluding Sweden.

Initiative: Axis +1 box. The Axis starts with the initiative and must
have the first impulse.



Last weather modifier: None. The die-roll for the first impulse of
the game is an ‘8.

War status: Germany is an active major power at war with the CW
and must declare war on the USSR on its first impulse.

Entry Markers: There is no US Entry step and no rolls for US entry
actions.

Reserves: Germany has called out its reserves; the USSR hasn’t.
Control: As specified on the map except that:

Germany has conquered Poland (west of the partition line) and is
aligned with Rumania;

the USSR has conquered Latvia, Lithuania, Estonia and Poland (east
of the partition line), and the Finnish border lands and Bessarabia are
part of the Soviet home country; and

Transylvania is part of Hungary and South Dobruja is part of Bulgaria.
Off-map production:

Germany ~ 4 resources in Sweden that must be transported via the
Baltic Sea to be useable and 19 factories, 1 oil & 14 other resources
off the western map edge.

USSR ~ 8 factories, 6 oil & 12 other resources off the eastern map
edge. Furthermore, from Jul/Aug, the USSR receives 5 resources via
Archangel (while not frozen) and/or Murmansk (Soviet player’s
choice), if that port is Soviet controlled; as well as 1 oil from Iran.

Special Rules: All Italian units are German controlled and count
against Germany’s activity limits. Italian reinforcements arrive in
Warsaw.

Scrap the following Soviet units: all Mongolians and all off-map MIL
(TiF option 54: and off-map TERR).
Soviet factories may be shipped off-map by railing them to the eastern
map-edge for 2 rail moves each.
Germany may trace railway supply paths off the western edge of the
map and the USSR may trace supply paths off the eastern edge.
Hungary and Finland may be aligned (see 9.8) by Germany from the
first turn of the game.
TiF option 53: Siberians may not start on-map. Instead, the Soviet
Res Siberian is placed in the Reserve pool and the 3 Nov/Dec INF
reinforcements replaced by the other 3 Siberian armies.
Victory conditions:

At the end of the game, count up the objectives, major ports and
factories you control according to the following chart. Whoever has
the most VPs wins.

Victory points (cumulative)

VPs Cities, ports and factories controlled

1 Budapest, Bucharest, Helsinki, Kiev, Kuybyshev,
Leningrad, Moscow, Stalingrad, Vienna & Warsaw

+1 | Each major port, and printed factory (even if railed out) in
the European USSR

Germany only

+1 | each German controlled factory in the USSR not railed out

Example: Germany captures Leningrad. Germany gains 5 VPs
(1+3+1) if the Soviets rail out the blue factory, 6 if not.

Historical objectives: Germany ~ 18, USSR ~ 23.

At start production:

Germany (PM 1) ~ 24 factories (1 in Germany, 1 in Austria, 1 in
Czechoslovakia, 1 in Rumania, 1 in Poland, 19 off-map), 4 oil (3 in

Rumania, 1 off-map) & 22 other resources (1 in Germany, 2 in Poland,
1 from Hungary, 14 off-map, 4 from Sweden)

USSR (PM 0.75) ~ 31 factories (16 in the USSR, 7 in Ukraine, 8 off-
map), 10 oil (4 in the USSR, 6 off-map) & 20 other resources (5 in the
USSR, 3 in Ukraine, 12 off-map)

Players’ notes: This is a good competition campaign as it provides a

wide scope for land strategy and yet only takes around 3 hours to play.

USSR: You are forced into the dangerous front-line, historical set up
that Stalin was caught with in the summer of 1941 ~ but don’t despair,
Russia won that war and you can, too.

You have two assets: your army and the large size of the USSR and
you must use them both.

Your set-up is extremely important. It’s best to set up all your front-
line units in stacks 2 high. If you can’t afford 2 unit stacks in every
border hex, you need to set up 1 hex back from the border to stop your
units being infiltrated.

Preferably, place as many units as possible under the shade of a good
forest or in a swamp. Put your slowest infantry and garrison units in
the Lvov mountains and the front-line cities of Kaunas, Vilna, and
Lvov ~ they can’t be blitzed and don’t need to move. 1 or 2 CAV in
the Pripet Marshes is probably also a good idea.

Your goal is to restrict the Germans crossing the Neman or the
Dneister as much as possible during the surprise impulse when the
river defence is ineffective. Turn Riga, Kaunas, Vilna and Minsk into
hero cities. Stack them with cheap good units (high value INF, GAR
and MIL) and hope their courageous sacrifice will stall the invaders
in their tracks.

In the south, you will be forced to defend some clear terrain. Do so
with two infantry type units in each defended hex to deny the Germans
any easy attacks and in the hope of again disrupting some of their
units. Your units will be easy targets for ground strikes, but if they
spare your precious ARM, MECH, and HQs (which should all be in
forests or swamps if possible) then it’s worth it.

Timoshenko should be set up in a southern Pripet marsh hex, such as
E2136, where he provides supply to the Lvov region. Provided he is
not ground-struck on the first impulse, he should then run like the
clappers for Kiev and the Dnieper, surrounded by whatever of their
forces escape the maw of Army Group South.

Yeremenko should set-up in the north, in the forests around Vitebsk
(outside Stuka range). You will also need 2 armies in Leningrad, a
minimum of another 2 armies in each of Murmansk and E1752.

Your air force should be set-up outside enemy ground-strike range, 1
per hex, and again in forest, wherever possible. You should keep them
in a position to cover the Dvina and Dnieper river crossings.

Once the onslaught starts, the worst mistake you can make is to send
your front-line units into headlong retreat. A stubborn front line
defence will cause heavy loss of Russian units, but may keep the
Germans busy and unable to penetrate as far as Vitebsk or Kiev until
late in the July/August turn.

Withdraw gradually, one or two hexes per impulse, defending every
other hex with two units wherever possible to minimize
breakthroughs. Remember that you are trading both space and your
army to keep the Germans from getting at your vital interior hexes
(factories and resources) for as long as possible. The key is knowing
when to sacrifice a unit and when to yield ground.

If this isn’t possible, leave garrisons in (automatically supplied) cities
to distract the Germans and then fall back with the remainder of your
forces. Your aim is eventually to reach the Dnieper and Dvina river
lines and to make a stand there with your reserves, reinforcements,
and the units not required to start near the front.

Your air force will help you hold these river lines, as you should have
complete air supremacy that far back, at least until the German air
force can reach the front. Use your LND bombers wisely to reduce
German attack odds in an effort to disrupt German units. If the
Germans use up many of their HQs early in a turn, it might be worth
a chance to try to ground strike the remaining HQs ~ if you succeed,
German supply lines will be locked and their units will be unable to
advance. Your FTRs should be used firstly to cover your HQs and
secondly to contest key defensive hexes.

If those lines just can’t be held, fall back with what you can to hexes
outside of the German supply range (6 hexes from the furthest hex an
Axis HQs can get to in the following impulse) and defend with 1 unit
in every second hex. Being out of supply, the Germans will be able



neither to attack nor overrun your weakest unit. Unfortunately, this
last resort forces you to give up a lot of the mother country.

With luck, you will get some rain in the Arctic zone (which covers
most of the northern front), slowing up the Germans there, making it
possible to reach those lines with some sort of intact force.

Your HQs are vital ~ without them your armies will be out of supply
and dead meat. After the surprise attack try to give them FTR cover
and do not use them to reorganize anything until at least three
impulses have past ~ you cannot afford to lose these units lest an entire
front crumble due to lack of supply, and if they are flipped over they
can’t move! Their job is to lead an organized retreat.

From the time your army has reached good defensive positions, you
may want to pass to hasten the end of the turn.

Don’t forget to rail your factories out of danger of German capture.
You probably won’t need much rail for your units, so you should
dedicate most of the first 2 turns rail moves to factories.

Eventually, the horrific May/June turn will come to an end. Your
reserves and reinforcements in Jul/Aug will in total exceed 20 units
giving you a huge draft of fresh troops. Rush them to the front. If you
can get them to the Dnieper before the Germans get across, you have
a good chance of holding them there permanently. If not, you must
continue to retreat keeping your stacks as strong as possible in order
to disrupt as many German units as you can.

Be very careful about any attacks in this campaign during the first
three turns ~ a bad die roll could cost you far more than you stand to
gain. The rule of thumb to remember is: can I afford to roll the worst
result on this attack? If not, don’t do it.

Once bad weather begins, the front should stabilize, and you should
begin to look for opportunities to strike. The campaign is too short to
organize any large counterattacks, so be on the lookout for German
ARM which have spearheaded an attack but were left face down; they
may be ripe for counterattack ~ assault them to try to kill them, if you
can afford the extra losses yourself. Take advantage of the winter to
try a modest offensive or two to regain lost resource or factory hexes.

Your production should be targeted towards building units which
arrive quickly: MIL, GAR and INF are your best builds, along with
the odd aircraft or two.

If you are playing with optional rules, you will have a lot of artillery
units at the start. These are outstanding units for holding static
defensive positions, like the Dnieper river, and they should set up
there. Their slow movement means that positioning them near the
front will ensure their doom, sooner or later, and their high cost will
be prohibitively expensive to replace for years to come, so don’t fritter
them away.

You may wish to build a SKI division ~ this nifty unit will give the
German fits once the snows begin to fall. Breaking down some other
corps into divisions will give you added flexibility, but this need not
be done at set up.

Germany: This is your dream scenario: the Russian army at the front,
surprised by your attack. WiF players won’t often make this mistake.
Make the most of it!

Your most important consideration is to set your objectives and keep
them clearly in mind. Reasonable objectives in this campaign are
either to capture cities in the Moscow region, or to cross the Dnieper
in force to capture as many factory and resource hexes as possible in
the southern region. Recognize that you won’t be able to do both in
the time allotted to this campaign, and a mid-game change of focus
can lead to a disaster. Make a plan and try to stick to it, although you
have to respond to Russian tactics as well.

Set up your ARM, MECH and MOT in 2-unit hunter killer stacks,
spreading them out along the border to maximise your flexibility. If
your goal is Moscow, you must concentrate more of them in northern
Poland. The rest of your forces should also set-up 2 high as close to
the border as possible (especially your ridiculously short-ranged air
force).

The first big question you have to decide is whether to use your
offensive points on the first impulse, and if so, on what action.

One option is to use offensive points on multiple actions to allow you
to ground strike, invade and attack at will.

However, if the Russians are set up 1 unit a hex, speed bump style, it
may well be worthwhile to spend a chit in a land action to double a
couple of your panzer stacks to overrun the speed bumps. 18 factors
doubled can overrun 5 factors of Russian land units, and a few
judicious overruns adjacent to flipped enemy units can quickly rip a
front apart.

Use your best four LND bombers to ground strike. Russian HQs,
ARM and MECH make the best targets, but they may be out of range
or hiding in forests and swamps. If so, you may prefer to hit the units
in Kaunas, Vilna and Lvov. These can be difficult defensive positions
to take and will anchor the Russian defence in eastern Poland and the
Baltic States. If you can seize them quickly by ground striking the
defenders and isolating them (so that they are face down and out of
supply), the defence lines around them will falter.

As a third option, if the Soviets are set-up 1 hex back from the border
all in stacks 2 high, you might do better to try an air action on the first
impulse, perhaps even using your offensive points to turn your
bombers into lethal disruption machines.

“But wait”, you cry, “if I do an air action on the first impulse, I lose
the surprise impulse benefit of ignoring rivers?”” This doesn’t matter.
Because the Soviets have set up 1 hex from the border, they have
already given up the Dniester and much of the Neman. Since you will
successfully ground strike most of the Russian army (particularly in
the wide-open steppes of the south), there ain’t going to be much left
for them to reorganise. Then the ground striking aircraft can all return
to base near the activating HQ and most of them can be reorganised.

If the Russians form pockets on sideline locations, such as in the
Pripet marshes, along the Baltic coast, or in the Carpathian Mountains
~ leave a minimum of screening units and ignore them. Focus on
cutting their supply lines instead, and they will be rendered harmless,
then dead, at your convenience.

Generally, make fewer attacks at high odds (4:1 or better blitz attacks
are the best) rather than more low-odds ones.

If you have used your offensive points, you will only have 2 active
German HQs left (plus Antonescu and Mannerheim who can at least
provide supply, if not much else). Be wary of using these HQs early
in the turn to reorganise units, as they will be needed to continue the
advance, ensuring that your panzers don’t run out of supply.

There are 2 keys to capturing Moscow: making sure the Russians
cannot set up a strong defence line between Smolensk and the Dnieper
river; and attacking the cities around Moscow before winter sets in.
Preventing the former requires a headlong, crushing advance to
unhinge the northern Dnieper defence line before it gets set up
strongly.

Once that is done, secure your flank by taking Tula if you have time,
and then throw everything at Moscow fast and hard. You probably
won’t have much time (if any) before bad weather sets in, reducing
your attacks and encouraging white print Russians to counter attack.
Be careful to keep your supply lines secure, particularly from
counterattacks from the Voronezh and Kursk region (which you might
not get to if you are concentrating on the Moscow area).

South of the Pripet Marshes, be sure to at least clear all Russian units
from west of the Dnieper river. If you wish to seize objectives in the
southern sector, your goal must be the rapid crossing of that river. If
the Russians are allowed to create a solid defensive line here, it will
be difficult to crack. Try to ensure that the forward-deployed Russian
units are not able to escape backwards to form this line. Ground strike
the fast ARM and MECH and all HQ units, and try to entrap (surround
and cut supply to) as many Russians as possible. Once you reach the
river, use offensive points to break it. A good ploy is to use it to attack
hexes E1634 and E1433 each of which you can attack from 3 hexes.

Taking Dnepropetrovsk first is not necessary here ~ your aim is to
outflank that troublesome city to both its north and south. If
successful, the Russian will have a tough choice between standing and
defending that city (which you are sure to surround soon) or retreating
and sparing their army. Alternatively, you could have some units



doubled in the attack on Dnepropetrovsk when you use your offensive
points. With luck, you may turn the Russian retreat from the Dnieper
into a rout.

As always, focus on bagging the Russian HQs. Russian mobility is
hurt almost as badly without them as your own would be without
yours.

Be wary of Russian LND bombers. Make sure your HQs have FTR
cover, and try to reserve 1 or 2 of your air moves for rebases to keep
some FTR cover and some bombing threat on the front lines. Building
some FTR and LND, as well as infantry type units, will be useful as
they can be rebased to the front fairly quickly. You might consider
building another HQ-I on the first turn, too, or even some more
offensive points.

The Finnish front should be played cautiously. Precipitous attacks by
the Finns might lead to a Russian winter counter offensive that could
threaten Helsinki. Place 2 units in Finnish off map hexes at Petsamo
for defence. If Russian play in the north is incautious, Mannerheim
could lead a charge towards Archangel. In a campaign game this can
be very important, but within the confines of this campaign it is
merely good practice.

Sevastopol, on the Crimean Peninsula, is a heavily fortified city, and
probably not worth the trouble of taking. You can overrun the Crimea
easily without taking it; this will nab a resource and possibly threaten
a quick breakthrough over the Kerch Straits into the Caucasus. It is
unlikely you can make much of such a breakthrough in this scenario,
but the threat will probably draw off Russian ground troops from more
active theaters.

24.2.3 Guadalcanal ~ The tide turns: May/Jun 1942 ~
Jan/Feb 1943

This game starts with the Japanese, having conquered much of the
Pacific so easily, pondering whether they should take it all.
Meanwhile, the USA is gathering its forces for the long struggle on
Guadalcanal, the inconclusive battle of the Coral Sea and the decisive
carrier action at Midway.

Players: Japan & Vichy vs the Commonwealth, Free France & the
USA

First turn: May/Jun 1942

No. of turns: 5

Maps used: Asia, Pacific and America excluding China, Korea,
Manchukuo, and all Soviet controlled hexes.

Initiative: Axis +1 box. The Axis starts with the initiative and must
take the first impulse.

Last weather modifier: None. The die-roll for the first impulse of
the game is an ‘8’.

War status: All Allies are at war with Japan.

Entry Markers: NA

Reserves: All major powers have called out their reserves.

Control: As specified on the map except that:

the Commonwealth has conquered Eritrea, Ethiopia and Italian
Somaliland;

Free France is aligned with the Marquesas Is (M1509), French
Polynesia and all French territories on the Pacific map;

Vichy is aligned with all French countries and territories on the Asian
and America maps, except Marquesas Is & French Polynesia; and
Japan has conquered Hong Kong, Burma (south of the 1942 start line),
Malaya, Singapore, Papua and Dutch New Guinea (north of the 1942
start line), the rest of the Netherlands East Indies, North Borneo,
Sarawak, Christmas Island (East Indian Ocean), East Timor, the
Philippines, Wake Island, Guam, Admiralty Islands, New Ireland,
New Britain, Bougainville Is, P1918, Nauru, Gilbert Islands, and all
islands exclusively in the Bay of Bengal; and is aligned with Siam and
French Indo-China.

Production: None. The only action that may occur in the production
stage is the breakdown of units (see 22.4.1).

All units arrive on fixed schedules (see set-up chart) with the

following additions:

(a) the Commonwealth, US and Japan may each repair one naval
unit a turn. Unused repairs cannot be saved; and

(b) reinforcements arrive normally (see 4.2) except that British
units arrive at South Africa, Aden or Quebec. If these are all
Axis controlled, the units remain on the production circle until
one of these places is British controlled.

Special Rules:

TiF option 30: Canada is the Commonwealth home country when
determining if its oil comes from inside or outside its home country
(see 10.3).
Victory conditions: Each player gains the following victory points at
the end of the game:

VPs Cities and ports controlled

10 | each friendly controlled objective hex that was enemy
controlled at the start of the game (and 0 for any others);

8 each enemy CV destroyed

4 each friendly controlled oil resource point that was
enemy controlled at the start of the game

2 each other friendly controlled resource point that was
enemy controlled at the start of the game
Special VPs (Allies)

+1 | Per Japanese CP less than 10 in each of the China Sea
and South China sea during the victory step (see 13.9) of
each turn

The player with the higher total subtracts their opponent’s total and
compares it to the following table to gauge the level of victory:

Victory Table

VPs Victory level

41+ Decisive victory

21-40 Substantive victory

11-20 Marginal victory
0-10 Draw

Historical objectives: Japan ~ 32, Allies ~ 52.

Players’ notes: This campaign will give you a solid introduction to
the basics of the naval system.

Allies: The Allies should follow the same strategy as that pursued by
Napoleon’s enemies in 1813, “Hit ’em where they ain’t” (“Voici
Bonaparte! Sauve qui peut!”). The Japanese player has more (and
faster) CVs and supporting SCS units. It is imperative that you do not
fall victim to an early Tenno-zan, a decisive battle, because the odds
will favor Japan, and an early decisive loss at sea will ensure loss of
the game for the Allies.

Defend your critical areas (Aden, Bombay, Calcutta, Colombo,
Australia, Samoa and Honolulu). Then use your excess units
(particularly your precious MAR) to exploit the inevitable Japanese
weaknesses. If it’s any consolation, Japan will have fewer land units
in play than you do. Take advantage of this by severing her
communication lines, possibly by using your SUB to ambush
Japanese TRS or AMPH.

If the Japanese concentrate their fleet in Singapore, you can bet they
are attacking towards India and Ceylon. To counter this possibility,
the Commonwealth fleet should be set up at a safe distance such as
Bombay, or even Aden. The British fleet cannot defeat the Japanese
fleet and should try to avoid any engagement against enemy carriers.
Try to shuttle your reinforcements to vital hexes by using the cover of
bad weather (you hope) and positioning your TRS in fringe sea areas
(i.e. deploy to the West Indian Ocean when reinforcing Colombo; an
enemy fleet which chases you here cannot support efforts against the
Indian mainland). Tell your American ally to apply some pressure or



you may lose several victory cities (Colombo, Calcutta, Bombay, and
Aden are within easy reach).

The USA should use the opportunity to attack Japanese bases. These
include possible invasions of Kwajalein, Wake, or Truk. These multi-
ocean ports will be difficult to take (it’s hard to cut their supply, and
Japan may reinforce them), so make sure your planning efforts are
precise. Ensure you are invading from a high sea box and try to cut
enemy supply lines. Hit them with a 2 unit invasion (including the
MAR) and you will usually succeed, inflicting heavy enemy
casualties.

Avoid risky invasions. Early loss of your MAR will give Japan a free
hand for several turns, as your invasion capability will be gone until
late in the game. If you can’t arrange an invasion, position your MAR
on a TRS in Midway. This threatens a kamikaze invasion of Tokyo!

Use your newly minted Essex class carriers to lead an attack on some
Japanese victory cities. The early seizure of a forward base will keep
Japan guessing as to your intentions. The American AMPH must be
moved to a forward location as soon as possible; sail it out from the
West Coast on the first impulse of Sept/Oct, and voluntarily return it
to Honolulu. Nimitz can reorganize it and send it sailing again right
away, possibly to invade or just to get to a more distant theater
quickly.

If instead, the Japanese concentrate against the US (the Japanese fleet
deploys in Truk or Rabaul), the US should stand on the defensive,
waiting for potential opportunities. The US fleet should set up its
discretionary units in the safety of Honolulu. This base has both land
unit and FTR unit coverage, the latter being especially useful to
prevent enemy port strikes. Best of all it has an escape hatch: if the
Japanese fleet sails into the Hawaiian Islands or Christmas Island sea
areas, you can escape via the other sea area and try to outflank them.
Make sure you keep an INF unit in addition to Nimitz in Honolulu, to
forestall any wild Japanese notions of invading Pearl Harbor.
Brisbane makes an attractive forward base for later in the campaign,
if you can get FTR coverage there. Keeping your main fleet
concentrated and at a secure base is a wise precaution.

The Commonwealth fleet could then support its army’s in attacks in
Burma. Alternatively, it could support 10:1 invasions against any
Japanese hex defended by an out-of-supply notional unit. You can use
this tactic to capture resources and bases in the Bay of Bengal and
South China Sea. Be careful though that the Japanese don’t use the
opportunity to launch a sortie against you with their fast carrier fleet
from Rabaul or Truk (be patient, and wait till the Japanese are
committed).

Keep in mind that the victory conditions reward successful naval play
just as much as they do the seizure of objective locations, so don’t
sacrifice your fleet late in the game just to grab a key hex. If you are
playing with optional rules, you might consider breaking down an INF
into infantry divisions. This will give you additional invasion
opportunities if you use them on fast SCS, with the SCS invasion rule.

Japanese: You have the advantage of interior lines and superior
forces. You must use them aggressively in support of your early
offensive. Don’t wait several turns to go on the attack; time and
reinforcements favor the Allies in this campaign. You have few land
units, so you must make good use of your interior lines and naval and
naval air power to keep the Allies fleets from causing trouble.

You need to decide which enemy objectives you will attack. There are
three basic strategies: control the Bay of Bengal in order to take
Colombo and Calcutta; apply pressure in the Marshalls to try to
destroy the American fleet quickly; or defend on the flanks and launch
targeted invasions towards Brisbane. In all cases, use your MAR and
a good INF with your AMPH as your strike force, backed up other
fleet elements.

Attacking India and Ceylon is probably the best strategy, as there are
more objectives in this region and the Commonwealth fleet is no
match for yours. You might try to mask this intention by setting up
your fast fleet units in Truk or Rabaul ~ they can still be effective in
the Bay of Bengal. You will, in any case, be forced to devote some
attention to the Americans once their MAR is available to attack you.

Try to keep only slight naval inferiority with the Americans, to keep
them honest. Meanwhile, invade Ceylon quickly, and follow up with
coordinated invasion and overland attack (from Siam) towards
Calcutta. Both should be within your grasp. Against an unwary Allied
player you might even be able to hook around into the Arabian Sea
and grab Bombay or Aden.

Invading Honolulu will be tough, but isolating it and trapping the
American fleet could yield big dividends. As Honolulu is a two-sea
area port, this will be difficult. However, if Yamamoto is based in
Rabaul or Truk, you could sail a fleet adjacent to Pearl Harbor, watch
the American fleet flee, return some units (especially fast carriers) to
base and reorganize them, and then go hunting! An invasion to the
islands west of Honolulu could serve as air bases for your FTR and
NAV, which could then lead port attacks against Honolulu. In reality,
you will likely only chase the American fleet away, hopefully back to
the USA. However, this will open the door to cutting supply to
Honolulu and a possible invasion of it after all.

The Brisbane strategy is more defensive in nature, and is really an
attempt to lure the Allied fleets out to battle on your terms. Landing
in Australia should not be difficult, but as it is a Commonwealth home
country, its supply is guaranteed. Invade north of Brisbane with a
modest fleet so you may move in quickly to the attack, hopefully
causing Allied consternation and naval sorties. This is what you want.
Having kept much of your fleet in reserve, you may now sally forth,
in coordination with your FTR and NAV, to attempt to smash the
Allied fleets. If they don’t take the bait, you should be able to batter
Brisbane and take it with massive shore bombardment and CV air
support. Don’t waste your resources invading Darwin, it is of no
value.

Proper deployment and use of your land based airplanes is critical to
your success, regardless of which strategy you choose. They can be
employed to help you press home the attack but, if not, use them to
ensure your own supply lines back to Japan and to protect your
reinforcements as they arrive.

By mid-game your attempts at attacking will have played themselves
out, in all likelihood. Now you must garrison all of your victory cities
(Tokyo, Truk, Rabaul, Singapore, Saigon), and keep a reaction force
on board your TRS and AMPH capable of repulsing attacks towards
your resources or newly acquired victory cities.

If you are playing with optional rules, break down some INF into
infantry divisions. These can invade off SCS and threaten the Allies
in even more places at once.

24.2.4 Fortress Europa ~ War in the West: Nov/Dec 1940
~ May/Jun 1945

Designed by Ruediger Rinscheidt (German Design Group)

This campaign is the war in the west from the end of the Battle of
Britain to the end of the war in Europe. For the first half of the war
the campaign concentrates on the war in the Atlantic and the strategic
bombing war which is very quick. In the latter stages D-Day and the
struggle for West Europe will predominate. This campaign allows you
to quickly improve your skills in strategic warfare.

Players: Germany vs. the Commonwealth, Free France & the USA.
First turn: Nov/Dec 1940
No. of turns: 28

Maps used: The American mini-map and the Western European map,
but only Germany, France, United Kingdom, Iceland, Greenland,
Faroe Is., Ireland, Denmark, Norway, Netherlands, Belgium, Spain,
Portugal, Gibraltar, Sierra Leone, Gold Coast, Nigeria, Mid. Congo
and Belgian Congo.

Initiative: Axis +1 box. The Axis starts with the initiative.
Last weather modifier: None

War status: Germany is at war with the CW and Free France. The
USA is neutral.

Entry Markers: There is no US Entry step (apart from the automatic
actions below) and no rolls for US entry actions.



US Entry options 12, 15, 16 (8 bps unused) & 22 have already been
played and the following entry options are automatically played on:

Optio
Turn Option
Nov/Dec 40 25 (Repair western Allies ships)
Mar/Apr 41 11 (US East Coast escorts)
27 (LL to western Allies)
May/Jun 41 7 (Occupy Greenland & Iceland), if not Axis
28 (Truman committee formed)
Sep/Oct 41 29 (US North Atlantic escorts)

The US enters the war in the first Allied impulse of Nov/Dec 1941
and is then at war with all Axis major powers (even off-map Japan
allowing the US alignment of Brazil and Mexico, see 19.8).

Reserves: All major powers except the USA have called out their
reserves.

Control: As specified on the map except that:

the Commonwealth is aligned with Belgium, Greenland, Iceland,
Faroe Is. and the Netherlands;

Free France is aligned with Mid. Congo;

Germany has conquered France, Norway, Denmark, Belgium and the
Netherlands and [Designer’s note: for simplicities sake] has collapsed
Vichy (see 17.4.5) from the start of the campaign; and

Belgian Congo is the Belgian home country, the UK is the
Netherland’s home country & Mid. Congo is Free France’s home
country.

Production:

During the production step, Germany and the Commonwealth halve
all their build points while the US thirds hers (including those given
to them in trade agreements, see 5.1).

Example: in the first turn the CW has 15 resources going to 15
factories providing 15 production points x the CW PM of 0.75 x 1/2 =
6 build points (5.625 rounded).

The CW has 1 extra resource point (to a maximum of 3 oil and 5 other
resources) for each 4 Allied convoy points in the Gulf of Guinea sea
area. These resources still need to be then transported to a factory to
be used (see 13.6.1).

At the start of any production step after 1940, the Allies may announce
that for that turn the CW is receiving 5 extra build points from the
USA. After that, Germany receives 4 extra victory points for each
announcement. You may only make this announcement once per year.

The German player may automatically transport the Norwegian
resource to a German controlled port in the Baltic Sea as long as
Germany control both Frederikshavn (W0645) & Kristiansand
(W0747). There is always an Axis convoy point in the Baltic Sea.
Special rules (Allies):

Scrap the following CW units: HQ-I Wavell, WDF ARM corps, all
MIL, CAV, (TiF option 54: TERR) & SUBs, and all units from
Australia, India, South Africa and New Zealand.

Scrap the following US units: I & III US MAR corps; all HQ-I, INF,
MIL, MTN & CAV corps, (SiF option 58: SSq) and SUBs.

Remove CW HQ-A Montgomery and US HQ-A Patton from the
game.

Commonwealth and USA activity limits (see 10.2) are halved from
Nov/Dec 1941 onwards.

During the production step of each turn the Allies may scrap one of
their on-map CVs (CVPiF option 45: including its CVP, PiF option
46: and pilot). They gain one victory point for each such removal.
The Allies may not invade or paradrop into Vichy France before 1944.

From Jan Feb 1944 onwards roll a die during each reinforcement step.
If you roll a 1-5, the HQ-A Montgomery arrives as a reinforcement.
Roll again. If you roll a 1-4 the HQ-A Patton arrives as a

reinforcement.
Special rules (Axis):
Remove HQ-A Rundstedt from the game.

Scrap the following German units: all white-print corps except I & 1I
SS, GD & HG ARM & IV SS MECH; all other HQs except Von Leeb
& Rommel; all CAV, (DiF option 2: SS ENG, TIF option 3: all
motorised artillery except AA & flak; option 8: all tank-busters
except the Me-262), and all 2-turn LND.

Add all Italian subs to the German force pools. Treat them as German
units for all purposes.

Germany may rail one unit per turn from or to Norway (via Sweden ~
see 11.9).

The total number of German air missions per impulse (see 10.2) is
halved (after any modification) after Mar/Apr 1941.

If the Allies declare war on Portugal the Axis player gets one victory
point per turn until the end of 1942.

Germany receives 2 victory points each turn after 1941 that there are
no Allied convoy points in the Norwegian Sea sea area during the
production step.

During each turn the Axis player may scrap one German aircraft or
corps (options 2 & 3: or two divisions and/or guns). The Axis player
gains one victory point for each such scrapping.

From Jan/Feb 1943 onwards, roll a die during each reinforcement
step. On a 1 or 2 the HQ-A Rundstedt arrives as reinforcement.

Transfer Pool: While the Commonwealth was in a life and death
struggle with Germany in Europe, many Commonwealth naval units
were stationed in Asia and the Pacific facing off against the Japanese.
The transfer pool represents this. When CW are required to be in the
transfer pool, place them in the lend lease pool.

During set up and at the start of the first reinforcement segment of
each year, total the build points for all Commonwealth naval units on
the map and in the transfer pool (count both cycle costs (options 45:
including CVPs, PiF option 46: and pilots).
Then check the percentage in the table below. This is the percentage
of the total that must be in the transfer pool.

Year % in pool
Set up 25%
1941 30%
1942 35%
1943 30%
1944 15%
1945 35%

If the cost of CW naval units in the transfer pool is less than this, the
CW must immediately place extra naval units in the transfer pool from
anywhere on map (irrespective of supply or whether they are face-
down) so the percentage of naval units in the transfer pool is met.

If the cost is more, the excess may be placed in the 0 section of the
Italian coast or Gulf of Guinea sea areas.

Victory conditions: Each side receives victory points as follows:

VPs Cities and ports controlled *

2 Each of Amsterdam, Antwerp, Berlin, Brussels,
Copenhagen, Gibraltar, Kiel, Madrid, Marseille,
Munich, Oslo, Paris, and Prague controlled at the end of
the game.

+1 | For each enemy convoy point, production point (TiF
option 30: saved oil, TiF option 31: saved build point)
and/or enemy LND destroyed




+2 | For each enemy HQ-A, HQ-I & ARM corps/army
destroyed; TiF option 32: synth oil, TiF option 33: and
printed enemy factory and oil resource destroyed (even
if later repaired).
Special VPs (Allies)
+1 | Each Allied CV scrapped (CVPiF option 45: including
its CVP, PiF option 46: and pilot), max. once per turn
Special VPs (Axis)
+1 | Per turn from the turn the Allies declare war on Portugal
until the end of 1942
+1 | Each German aircraft or corps (options 2 & 3: or two
divisions and/or guns) scrapped (max. once per turn)
+2 | Each turn after 1941 that there are 0 Allied convoy
points in the Norwegian Sea during the production step

+4 | Each time CW receives 5 extra US build points (once
per year after 1940)

* A city or port only counts ifit is controlled by an active country
(e.g. Madrid does not count if Spain is neutral)

Add up all points at the end of the game. The player with the higher
total subtracts their opponent's total and compares it to the following
table to gauge the level of victory:

VPs Victory level

51+ Decisive victory

26-50 Substantive victory

10-25 Marginal victory
0-9 Draw

At start production:

CW* (PM 0.75) ~ 19 factories (17 in the UK, 2 in Canada), 8 oil (1
in Canada, 1 in British Guiana, 3 off-map, 3 from Venezuela) and 14
other resources (2 in the UK, 5 in Canada, 1 in Brit. Guiana, 1 in Dutch
Guiana, 5 off-map)

Germany* (PM 0.75) ~ 25 factories (18 in Germany, 2 in
Czechoslovakia, 1 in Belgium, 4 in France), 2 oil (1 in Germany, 1 in
Austria) & 18 other resources (7 in Germany, 1 in Czechoslovakia, 1
in Belgium, 6 in France, 1 in the Netherlands, 1 in Norway, 1 from
Spain)

USA* (PM 0.5) ~ 40 factories (USA), 20 oil (17 in the USA, 3 from
Venezuela) and 24 other resources (USA)

[Note: the trade agreement with Japan, see 5.1, is ignored]

* ~ before modification (see production above).

Players’ notes: This campaign will give you a solid introduction to
the basics of the strategic combat systems (convoy attacks and
strategic bombing). It is very quick for the first half of the game and
then becomes more critical as D-Day approaches and both sides need
to prepare for the land struggle.

For detailed player notes, please check out the general players notes.

24.2.5 Battle of the Titans ~ The Russian Campaign:
May/Jun 1941 ~ Mar/Apr 1945
Designed by Ruediger Rinscheidt (German Design Group)

Battle of the Titans finishes what Barbarossa (see 24.2.2) starts. This
campaign covers the entire war in the east.

Players: Germany vs. the Commonwealth, USA & USSR.
First turn: May/Jun 1941
No. of turns: 24

Maps used: Eastern European, but only north of Yugoslavia,
Bulgaria, Turkey and Iran, and excluding Sweden.

Initiative: Axis +1 box. The Axis starts with the initiative and must
have the first impulse.

Last weather modifier: None. The die-roll for the first impulse of
the game is an ‘8’.

War status: Germany is an active major power at war with the CW
and must declare war on the USSR on its first impulse.

Entry Markers: There is no US Entry step (apart from the automatic
action below) and no rolls for US entry actions.

US Entry options 12, 15, 16 (all bps used), 22, 25 & 28 have already
been played. US Entry option 19 is automatically played in the
May/Jun 1941 US entry step.

The US enters the war automatically in the first Allied impulse of
Nov/Dec 1941.

Reserves: Germany has called out its reserves, the USSR hasn’t.
Control: As specified on the map except that:

Germany has conquered Poland (west of the partition line) and is
aligned with Rumania;

the USSR has conquered Latvia, Lithuania, Estonia, and Poland (east
of the partition line), and the Finnish border lands & Bessarabia are
part of the Soviet home country; and

Transylvania is part of Hungary and South Dobruja is part of Bulgaria.
Off-map production:
CW ~ 1 build point in 1941 and 1942, 2 build points in 1943 and later.

USA ~ 1 build point in 1941, 2 build points in 1942, 3 build points in
1943 and later.

The CW and USA may each save up to 8 build points off-map (even
if not playing TiF option 31). Record your saved build points on the
markers track with any spare counter.

Germany ~ 4 resources in Sweden that must be transported via the
Baltic Sea to be useable and 19 factories, 1 oil & 14 other resources
off the western map edge.

USSR ~ 8 factories, 6 oil & 12 other resources off the eastern map
edge. Furthermore, from Jul/Aug, the USSR may receive up to 5
resources (see US Entry option 19) per turn and from Jan/Feb 1942 5
build points (see US Entry option 30) as well (this is in addition to US
and CW production above). However, in both cases they must arrive
via Archangel (while not frozen) and/or Murmansk (Soviet player’s
choice), and only if that port is Soviet controlled. You also need
sufficient convoys in the Arctic Ocean to receive these resources (see
Transfer pool below). Finally, and also from Jul/Aug, the USSR gets
1 oil each turn from Iran.

Foreign sourced aircraft (see 13.6.4) may be lend leased to the USSR
when available.

The CW and USA may build lend lease aircraft for the USSR with
their own build points. The build time increases by one turn and they
arrive as normal Soviet reinforcements (PiF option 46: without a
pilot). Germany gets 1 victory point for each aircraft paid and
delivered this way.

Special rules (Allies):

Scrap the following Soviet units: all Mongolians and all off-map MIL
(TiF option 54: and off-map TERR).

The Commonwealth may not declare war on a neutral Finland until
the USA is in the war.

Soviet factories can be shipped off-map by railing them to the eastern
map-edge for 2 rail moves each.

Each production step after 1942 the Soviet player reduces her build
points by 1 [Designer’s note: to allow a slow build-up on the Pacific
front].

The CW and USA may only build and/or repair SCS (CoiF option 7:
ASW, CVPiF option 45: carrier planes, PiF option 46: pilots),
convoy points and Russian lend lease aircraft.

Each turn after the Partisan step the Allied player rolls for strategic
bombardment over Germany. In the first turn, there is 1 bombing
factor, on the second turn there are 2 bombing factors, on the third
turn there are 3 bombing factors and so on (24 bombing factors in the
last turn). Ignore all asterisk results, weather effects or die roll



modifications. During the summer turns (May/Jun & Jul/Aug) the
Allied player rolls two times for strategic bombarding. Halve the
bombing factors during winter (Nov/Dec & Jan/Feb).

TiF option 53: Siberians may not start on-map. Instead, the Soviet
Res Siberian is placed in the Reserve pool and the 3 Nov/Dec INF
reinforcements replaced by the other 3 Siberian armies.

Special rules (Axis):

Scrap the following German units: HQ-A Rommel, HQ-I Kesselring,
DAK ARM, HG MECH (DiF option 2: HG Pz Div., TiF option 32:
1 SYNTH), all 3-turn FTRs from 1941 onwards, all off-map MIL and
all black print GAR corps.

The total German air missions per impulse (see 10.2) is reduced by
one (e.g. 3 air missions, not 4, during a land impulse in 1943).

Germany may align Hungary and Finland during any Declaration of
war step (but only one per step, see 9.6).

After 1942 the German player must roll a die at the start of each
reinforcement step. On a 1 or 2 HQ-A Rundstedt is scrapped.

At the start of the first German impulse of each turn after 1942 one
on-map German corps is scrapped. At the start of the first German
impulse of each turn after 1943 one on-map German FTR or LND
(PiF option 46: and pilot) is also scrapped. If the Soviets final
(modified) initiative roll (see 6.1) is 4 or more higher than Germany’s
then they choose the first German unit to be scrapped this turn.
Otherwise, if the Allies won the initiative this turn, the Soviets choose
the second German unit (if any) to be scrapped. The German player
chooses in all other cases.

In all cases the Soviet player may not scrap a German HQ-I or HQ-A.

Example: In Jan/Feb 1944 Initiative is at 0. Anna rolls a 10 while
Heinz rolls a 2. Heinz, fearful of what unit Anna will remove, demands
a re-roll. The initiative marker moves to +1 to the Allies. Anna rolls
a 7 modified to 8 while Heinz rolls a 4. Anna says the Axis move first
and at the start of Heinz’s impulse Anna scraps the 1 SS Panzer corps.
Heinz then scraps an obsolete Bf-109E1, sighs and thinks happy new
year.

Special rules (both):

Germany may trace railway supply paths off the western edge of the
map and the USSR may trace supply paths off the eastern edge.

TiF option 30: You may save oil resources off-map and use them if
paying for oil.

Option 35: Off-map units are always in supply and when being
reorganised (see 13.5) are never isolated.

Transfer Pool: The transfer pool represents naval conflict in off-map
theatres. Use the Arctic Ocean sea area to represent the transfer pool
(this sea area is an abstraction of the northern convoy routes). The
normal sea area of Arctic Ocean is not in use!

The Allies need 2 convoy points in the transfer pool to transport 1
resource or build point to a Soviet controlled port.

US and CW naval units not in the transfer pool (or arriving as
reinforcements) are placed off-map. Axis naval units arriving as
reinforcements may be placed off-map or in ports in the German home
country.

To enter the transfer pool, all naval units must spend two movement
points and two range to reach the 0 section of the sea-box (even
Russian naval units). All aircraft must spend 2 additional movement
points to reach the 0 section of the sea-box (and vice versa). An
aborting (or returning to base) naval unit in the transfer pool must sail
off-map (except the USSR which must use Murmansk or Archangel
instead).

You cannot move units from the transfer pool to the Baltic Sea or vice
versa. Exception: During set-up Germany may transfer the German
sub from its Baltic Sea port to off-map. If so the USSR receives 1
extra victory point.

Victory conditions:

The following cities, ports and factories and events are worth victory
points when you control or trigger them.

Victory points (cumulative)

1 Budapest, Bucharest, Helsinki, Kiev, Kuybyshev,
Leningrad, Moscow, Stalingrad, Vienna & Warsaw

+1 | Each red factory
+1 | Each printed resource (option 33: even if destroyed)

+2 | Each turn after 1941 that there are 0 Allied convoy points
in the transfer pool during the production step

+1 | Each lend lease aircraft delivered to the USSR

+1 | The German sets up its Baltic Sea sub off-map

+1 | Each turn after 1941 that there are 0 Axis convoy points in
the Baltic Sea during the production step

Example: Moscow is 2 vps (one for being an objective +1 for its red
factory).

In the victory step of each Sep/Oct turn, Germany adds up the victory
points for all the above cities, ports and objectives under its control.

In the victory step of each Mar/Apr turn the Soviet player does the
same for all the above cities, ports and objectives under its control.

These points are accumulated throughout the game. At the end of the
game each player adds up their totals. The player with the higher total
subtracts their opponent’s total and compares it to the following table
to gauge the level of victory:

Victory Table

51+ Decisive victory

26-50 Substantive victory

10-25 Marginal victory
0-9 Draw

At start production:
CW (PM 0) ~ 0 factories, oil and other resources, 1 bp off-map
USA (PM 0) ~ 0 factories, oil and other resources, 1 bp off-map

Germany (PM 1) ~ 24 factories (1 in Germany, 1 in Austria, 1 in
Czechoslovakia, 1 in Rumania, 1 in Poland, 19 off-map), 4 oil (3 in
Rumania, 1 off-map) and 22 other resources (1 in Germany, 2 in
Poland, 1 from Hungary, 14 off-map, 4 from Sweden)

USSR (PM 0.75) ~ 31 factories (16 in the USSR, 7 in Ukraine, 8 oft-
map), 10 oil (4 in the USSR, 6 off-map) and 20 other resources (5 in
the USSR, 3 in Ukraine, 12 off-map)

Players’ notes: If you have only a little time or lack the space to play
a full campaign, then this campaign may be the right one for you.

We present this campaign to supply a full campaign that can be played
in few days without using up a lot of space. It is also the ideal method
to hone your skills on the Great War in Eastern Europe — usually the
most decisive action in World in Flames. Many games of World in
Flames have all other action relegated to secondary importance
because of decisive action in the USSR. Master the Eastern Front and
you have a leg up on your opponents!

This campaign concentrates on the land and air war, and can be played
without many of the most complex rules; however, it also
demonstrates the importance of the Battle of the Atlantic on the
Eastern Front, and players must play well both strategically and
operationally. Both players get a chance to attack and defend and skill
is required in all facets of the campaign. Finally, it is an outstanding
campaign to test out key optional rules to determine if you find them
appealing.

Please read the notes for the Barbarossa (see 24.2.2) and Lebensraum
(see 24.4.2) campaigns for some general advice.
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24.3 Two map campaigns

24.3.1 Fascist Tide ~ The war in Europe: Sep/Oct 1939 ~
May/Jun 1945

This game covers the full war in Europe from Germany’s invasion of
Poland in September 1939 until the end of the Battle for Berlin in May
1945. The Axis powers will have the initiative for roughly the first 3
years of the war before the Allies gradually gain the upper hand.

Players: Germany and Italy vs France, the Commonwealth, the USA
& the USSR

First turn: Sep/Oct 1939
No. of turns: 35

Maps used: The American and the Eastern & Western European
maps.

Set Up: to assist you in the set-up of naval units, on the top left of the
back of available CV, BB, CA and CLs is a letter(s) or number stating
where that unit is to be set up; see 24.4.7.

Initiative: Axis +2 box. The Axis starts with the initiative and must
take the first impulse.

Last weather modifier: None. The die-roll for the first impulse of
the game is a ‘4’.

War status: The USSR and Germany have a neutrality pact made in
Jul/Aug 1939.

The US is at war with Japan from the first Axis impulse of Nov/Dec
1941.

No major power may align or declare war on Iran or Saudi Arabia.

Entry Markers: Only the Ge/It pools are in play. All markers in the
Ge/lIt pools count at double value (instead of x1.5).

The USA starts with 2 entry markers in the Ge/It entry pool.

Before Jan/Feb 1942, the USA may not pick an entry marker in a US
entry step if it picked a marker in the previous turn’s US entry step.
From that turn on, the US may pick one marker per turn.

You may choose a Ge or undesignated entry option if you have
sufficient markers in the Ge/It pool only (e.g. you could close the
Panama Canal if you had markers totaling at least 17 (doubled to 34)
in the Ge/It entry pool).

Reserves: No major power has called out their reserves.

Control: As specified on the map except that Mosul is the capital of
Iraq.

Production:

During the production step, the US halves all her build points
(including those given to her in trade agreements, see 5.1).

Example: in the first turn the USA has 39 resources going to 40
factories (see At start production below) providing 39 production
points x the US PM of 0.25 x 1/2 + 0.5 from Italy = 5 build points
(5.375 rounded to nearest whole number).

Off-map production:

USSR ~ 7 factories, 6 oil & 11 other resources off the eastern map
edge. From Jul/Aug 1941, Soviet off-map oil increases by 1 (Iranian).

CW ~ 3 factories and 3 (non-oil) resources off the eastern map edge.
Furthermore, the Commonwealth has 1 extra resource point for each
2 French and/or Commonwealth convoy points in the 0 box of the
“transfer pool” (see below) during the production step, to a maximum
of 3 oil and 4 other resources. They still need to be transported to a
factory to be used (see 13.6.1).

The CW may instead transport them through the Cape Basin sea area
to the United Kingdom but in that case only gets 1 resource point for
every 3 convoy points in the transfer pool.

Example: The Commonwealth has 6 cps in the transfer pool. She also
has 2 cps in the Cape Basin, Gulf of Guinea, Cape Verde Basin, Cape
St. Vincent and Bay of Biscay sea areas. 2 off-map oil may be used in
Commonwealth production this turn.

Finally, if not playing with the African map (AfA option 1) there are
an additional 2 non-oil resources available via either the Elizabethville
to Nova Lisboa rail or Port Franqui to Leopoldville rail (these are their
2 African resources on the Asian map).

France ~ has 1 non-oil resource point available to be transported
through the Red Sea if there are 3 French and/or Commonwealth
convoy points in the transfer pool not being used to transport
Commonwealth resources. She needs 5 such convoy points to
transport it through the Cape Basin sea area instead.

Special Rules:

In the first impulse of Sep/Oct 1939:

(a) Germany must declare war (see 9) on Poland,

(b) Poland must align (see 19.2) with the Commonwealth,

(c) no major power may make any other declaration of war, and
(d) Germany may choose any action (see 10.) as if already active.

France and the Commonwealth must declare war on Germany in their
first impulse of Sep/Oct 1939. No major power may make any other
declarations of war that impulse.

Australian, Indian and New Zealand MIL and GAR units that are to
arrive as reinforcements are removed from the game instead. All other
units from these countries arrive in either Suez or South Africa
(Commonwealth’s choice). If both are Axis controlled, the units
remain on the production circle until one of those places is again
Allied controlled.

Scrap the I & III US MAR corps.

Soviet factories can be shipped off-map by railing them to the eastern
map-edge for 3 rail moves each.

CW and USA activity limits (see 10.2) are halved after 1941.

Allied units that trace a supply path into the transfer pool can then
trace them into the Red Sea or the Cape Basin.

Transfer Pool: The transfer pool represents naval conflict in off-map
theatres. Use the Mozambique Channel sea area (and all surrounding
ports) to represent the transfer pool (this sea area is an abstraction of
several Asian and Pacific map sea areas).

Allied naval units may move into or out of the transfer pool during
any naval movement stage. To move into the pool, they must reach
either the Red Sea or the Cape Basin sea areas with a spare range and
movement point left. You can then move them into the Mozambique
Channel and place them in a sea box section they can reach (see
11.4.2). If they have the movement points remaining they can
continue moving into any port you control in the Mozambique
Channel.

They leave the pool by moving from port into the Mozambique sea
area and then spending a second movement and range point to enter
either the Red Sea or the Cape Basin sea areas. They may then
continue moving into other sea areas (if they have the movement
allowance and range). They may also return to base (see 13.4) from
the Mozambique Channel as if it were adjacent to the Red Sea or Cape
Basin.

While in the transfer pool, these units follow all normal rules about
sea-areas (e.g. they must return to base if in the ‘0’ section at the end
of the turn).

Allied aircraft units also enter and leave the transfer pool (assume that
it is connected to the Red Sea and the Cape Basin by a blue
communication line ~ see 14.1.2).

Axis units can enter the transfer pool in the same way and initiate
naval combat normally.

In addition, after 1941 the German player can make one Japanese raid
against any Allied units in the transfer pool’s sea-box, in any 1
impulse in each turn (even a pass action). This does not count as an
action against any Axis activities.



To launch a raid, the German player rolls a die and consults the
following table:

Japanese raid table

Die roll Raiders

<6 No raid this turn

6 CA Tone in ‘4’ section

7 As per 6 + BB Kongo & CA Mogami in ‘4> section
8 as per 7 + CV Zuikaku in ‘4’ section

9 as per 8 + CV Shokaku in ‘4’ and G4M1 & A6M2 in
3’ section

10 as per 9 + Soryu & Hiryu in ‘4’ and Akagi, Ryujo &
Hiei in ‘3’ section

11+ Commonwealth loses a victory point

Die roll modifiers (all cumulative):
1943: -1, 1944: -2, 1945: -3 and
<S5 convoy points in the transfer pool’s sea box: +4

CVPiF option 45: The Axis player must randomly draw a carrier
plane for each Japanese CV from the largest that can fit onto it (e.g.
when choosing a CVP for the CV Zuikaku, randomly choose from
(current) class 4 CVPs). Carrier planes that are 4 or more years old
may not be chosen. All Japanese naval units double their surface
factors.

Now roll dice to see if combat is initiated as normal (see 11.5.2).
Follow the normal combat sequence. The raiders return to base at the
end of the impulse, even if they fail to find any Commonwealth naval
units.

Implement all combat results on Allied units normally. Japanese
raider losses apply for the combat but those same ships can return for
the next raid even if sunk in a previous raid (they are only
representative ships after all).

At start production:

CW (PM 0.5) ~ 22 factories (17 in the UK, 2 in Canada, 3 off-map),
8 0il (1 in Canada, 1 in British Guiana, 3 off-map, 3 from Venezuela)
and 19 other resources (2 in the UK, 5 in Canada, 1 in South Africa,
1 in Brit. Guiana, 1 in Cyprus, 7 off-map, 2 off-map*)

* ~ available via either the Elizabethville to Nova Lisboa rail or Port
Franqui to Leopoldville rail

France (PM 0.5) ~ 14 factories (France), 1 oil (from Iraq) and 9 other
resources (6 in France, 1 in Algeria, 1 in Senegal, 1 off-map)

Germany (PM 0.75) ~ 23 factories (19 in Germany, 1 in Austria, 3
in Czechoslovakia), 6 oil (1 in Germany, 1 in Austria, 2 from
Rumania, 2 from USSR) and 19 other resources (8 in Germany, 1 in
Czechoslovakia, 1 from Hungary, 3 from Sweden, 1 from Turkey, 5
from USSR), -2 bp to USSR

Italy (PM 0.75) ~ 11 factories (Italy), 2 oil (1 from Rumania, 1 from

USA) and 6 other resources (3 in Italy, 1 in Sardinia, 2 from USA), -
1 bp to USA

USA* (PM 0.25) ~ 40 factories (USA), 19 oil (17 in the USA, 3 from
Venezuela, -1 to Italy) and 22 other resources (24 in the USA, -2 to
Italy), +1 bp from Italy

[Note: the trade agreement with Japan, see 5.1, is ignored]

* ~ before modification (see production above).

USSR (PM 0.25) ~ 30 factories (16 in the USSR, 7 in Ukraine, 7 oft-
map), 8 oil (4 in the USSR, 6 off-map, -2 to Germany) and 14 other
resources (5 in the USSR, 3 in Ukraine, 11 off-map, -5 to Germany),
+2 bp from Germany.

Players’ notes: Many of the notes included in the Global War
campaign (see 24.4.7) also apply to this campaign. The additional
notes below pertain specifically to the two-map nature of this
campaign.

USSR: The only good news about this 2 map campaign is that you
need not worry about Japan stabbing you in the back. However,

American and Commonwealth production power is lessened in this
campaign, so they may be hard pressed to provide you with as much
aid as you would expect in a full campaign.

Italy: Your options are very similar to the full campaign. The primary
difference is that there is no Japanese fleet blockading supply to Suez
from behind. To balance this, there are fewer Dominion troops for
Winston to bring to the battle. Overall, this is slightly to your benefit.

USA: You have the advantage of targeting your impulse calls to
European actions only, but your production is only half what you get
in the full campaign game. This reduces your flexibility somewhat
(but not as drastically as it does in the Day of Infamy campaign), so
plan ahead. Co-ordinate your strategy closely with the
Commonwealth; neither of you has your full strength so you must
work together.

Commonwealth: Unlike 2 map campaigns, the Royal Navy can expect
little relief from the American fleet, which is committed to the Pacific
and out of the game, so be careful with yours. If you suffer heavy fleet
losses early, your convoy lines will likely be severed and you may
never be able to rebuild them!

You will have fewer Indian, Australian and New Zealand troops at
your disposal than usual. This has its pros and cons: you have fewer
units, so any loss will feel worse, but the units you do build are
guaranteed to show up in more useful locations. On balance that’s
about a draw.

In a multi-player game, take advantage of your status as the leading
Ally in western Europe to try to get the Americans to follow the goals
that you set.

France: You don’t have to worry about partisans in Indo-China.
Otherwise, this is standard fare for you.

Germany: On the face of it, your strategies are little changed from the
4 map campaign. However, you can expect no help from Japan during
the Russian campaign. On the other hand the Western Allies cannot
throw all their weight against you.

24.3.2 Day of Infamy ~ The War in the Pacific: Nov/Dec
1941 ~ Jul/Aug 1945

This game covers the war in Asia and the Pacific from Nov/Dec 1941

until the dropping of the atomic bombs in August 1945. It starts with

Japan ready to bring the USA and the other western Allies to war with

a stunning strike on Pearl Harbor and rapid expansion into southeast
Asia.

Players: Japan and Vichy vs. China, the Commonwealth, Free
France, the USSR and the USA.

First turn: Nov/Dec 1941

No. of turns: 23

Maps used: Asia, Pacific and the Americas mini-map
Initiative: Axis +1 box. The Axis starts with the initiative.
Last weather modifier: +1.

War status: China and Japan are at war. The USSR and Japan have
a neutrality pact made in March/April 1941. The Commonwealth, the
USSR and Free France are active major powers and the CW and Free
France are at war with Vichy.

The USA is at war with all Axis major powers when it goes to war
with Japan.

Vichy collapses during the conquest step of the Nov/Dec 1942 turn
and all remaining Vichy territories and units immediately become free
French.

Entry Markers: Only the Ja pools are in play. All markers in the Ja
pools count at double value (rather than x1.5).

The USA starts with 8 entry markers in the Ja entry pool and 6 markers
in the Ja tension pool.

The USA may only pick 1 entry marker in each turn’s entry step (not
2 in 1942 onwards as in the 4 map campaigns).

You may choose a Ja or undesignated entry option if you have
sufficient markers in the Ja entry pool (e.g. you could close the



Panama Canal (US entry option 33) if you had markers totaling at
least 17 (doubled to 34) in the Ja entry pool).

US entry options 1, 4, 9, 12, 13, 22, 23, 24, 25, 26, 28 & 31 have
already been chosen. US entry actions 1, 2, 3 & 6 have also been
chosen.

Entry markers are not used along the Japanese/Russian border.

Japan may only declare war on the USSR when it has a 1:1 garrison
ratio (see 9.2) on the Russian border.

The USSR may declare war on Japan during any declaration of war
step in 1945 provided it has a garrison ratio of at least 1:1 against
Japan.

Reserves: All major powers except the USA have called out their
reserves.

Control: As specified on the map except that:

the Commonwealth has conquered Eritrea, Ethiopia and Italian
Somaliland and is aligned with Belgium & the Netherlands;

Communist China controls Lan Chow and Sian;

Free France is aligned with the Marquesas Is (M1509), French
Polynesia and all French territories on the Pacific map;

Japan has conquered China (east of the 1941 start line) and is aligned
with French Indo-China;

Vichy is aligned with all other French minor countries and territories;

the NEI is the Netherland’s home country, the Belgian Congo is the
Belgian home country & French Guiana is the Free French home
country; and

the USSR has conquered Iran.
Production:

During the production step, the US halves all her build points
(including those given to her in trade agreements, see 5.1).

Example: in the first turn (assuming no declaration of war) the USA
has 40 resources going to 40 factories (see At start production below)
providing 40 production points x the US PM of 0.75 x 1/2 = 15 build
points.

USA ~ The USA may only use half the factories, oil resources, and
other resources either controlled by, or lent to, her. The unused ones
are not in play ~ they cannot be lent to, or used by, any other major
power.

CW ~ The Commonwealth gains 1 extra production point for each
resource transported to the Mozambique Channel or the Arabian Sea.
Resources transported this way are not also available for use on the
map.

USSR ~ The USSR has no production until it joins the war against
Japan. From then on, it only has the production available on the map.
Additionally, if Japan declares war on the USSR, the USSR receives
the following units as reinforcements in the Reinforcement Segment
following the declaration of war (depending on the year of the
declaration of war):

Japan declares war on the USSR

Year Additional reinforcement
1941 2 INF, 1 CAV, 1 2-turn FTR (PiF option 46: +1 pilot)
1942 As above and 1 MECH, 1 MOT, 1 3-turn LND (PiF
option 46: +1 pilot)
R As above and 1 ARM & 3 INF
later
Special Rules:

Scrap all British land and aircraft units dated 1940 and later (CVPiF
option 45: except carrier planes) and those designated ‘Res’;

Scrap all Canadian units.

British reinforcements arriving on the map appear in South Afica,
Aden or Quebec. If these are all Axis controlled, the units remain on
the production circle until one of these places is British controlled.

TiF option 30: Canada is the Commonwealth home country when
determining if its oil comes from inside or outside its home country
(see 10.3).

Scrap the USA XVIII & XL PARA corps.

Scrap all French units (TiF option 54: except American, Asian &
Pacific map TERR).

Scrap all Netherlands and Belgian units apart from those set up.

USSR activity limits (see 1