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Overview (v1.2)          

 

Alaska was an important but often forgotten theatre of World War II. Alaska was 

a major air hub for lend-lease aircraft ferried to Russia through the Northwest Air 

Staging Route (ALSIB). American war planners saw the importance of Alaska and 

– in response to mounting Japanese aggression – began building a chain of 

bases in Alaska during the 1930s. The U.S. saw the 1,200 mile Aleutian Chain as 

“stepping stones” to the invasion of Alaska (and ultimately the mainland U.S.). 

Later they would see these same islands and the Kuriles as possible stepping-

stones to the invasion of Japan. 

 

At the start of World War II Alaska lacked road connections to the lower 48 

states and it’s population in 1940 was only 70,000. There were few interior roads 

and railways, but most of Alaska was and is today isolated wilderness.   

 

The Japanese occupied Attu and Kiska at the end of the Aleutian Islands. Kiska 

had a deep water harbor and defendable terrain making it an ideal occupation 

site.  While the strategic value of these remote and storm wracked islands is 

debatable, the morale value of having an American island occupied was not 

insignificant. 

 

And now the Alaskan theatre comes to the Global War! These rules are written 

for Global War - 2nd edition, however at the end of this document are a few 

changes necessary to play these Axis and Allies 1940. 
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AK 1.0 Regions of Alaska  

 

1.0  Overview: Alaska is divided into four regions: Alaska, Southeast Alaska, the 

Aleutian Islands and Attu /Kiska. All regions of Alaska have the following 

characteristics: 

1.1  Roadless Terrain: There is no land movement between the land zones in 

Alaska and adjacent zones. One or more land units may noncombat move 

into an adjacent land zone by paying a total of 5 IPP to construct a road.    

1.2  Sparsely Populated: All regions of Alaska are sparsely populated. No militia 

can be built in a territory that begins the game sparsely populated.   

1.3  Remote: Facilities cost +1 IPP in a territory that is remote. Factories cost +3 

IPP. 

1.4  Aleutian Weather: Attu & Kiska and the Aleutian Islands have some of the 

world’s worst weather. The Aleutians are visited by frequent storms and 

dense fogs that limit aircraft flying days. All air attacks to or from these 

land zones suffer a -2 on all rounds of combat. Strategic Bombing Attacks 

inflict 2 damage points and Carpet Bombing Attacks are reduced by -1 per 

die. 
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1 Alaska Territorial Guard Marker  

1 ALCAN Military Highway Marker  

1 ALSIB Air Route Marker  

1 Alaska-Siberia Rail Bridge Marker 

6 Rail Marker 

1 Seaplane Base Marker 

1 PBY-5 Catalina Seaplane 3d Printed (OPTIONAL)  



AK 2.0 Alaska Territorial Guard  

          

2.0 Alaska Territorial Guard: In response to Japanese aggression in 

the Pacific, Alaska mustered a small militia to protect the territory. 

The original force was organized in 1942 and comprised about 

6,000 volunteers from communities around the territory. Another 

20,0000 individuals participated in support and reconnaissance 

activities 

 

2.1 Alaska: The Alaska Territorial Guard is the only militia unit that can be placed  

in Alaska. Only one ATG Militia may be built per game.   

 

AK 3.0 North Pacific Lend – Lease  

 

3.1 Historical Overview: Alaska and the Northern Pacific were important in 

providing lend-lease to the Soviet Union. The Northwest Air Staging Route 

(NWSR) was a series of airfields carved out of the trackless wildness of Western 

Canada in the 1920s. During the war, 8,000 aircraft followed this route, the 

majority of which were given to the USSR. The Americans also attempted to send 

lend-lease to the Soviet Union in Russian flagged ships through the Japanese-

controlled Kurile Straits. 

 

3.2 ALSIB & Northwest Air Staging Route: This route is an alternative 

supply path for the United States to lend-lease aircraft to the Soviet 

Union. Lend-leased aircraft may trace a supply path from any major 

factory in the United States to British Columbia to Yukon Territory to 

Alaska and finally to Chukchia where they must stop moving. They 

do not expend movement points to do so but follow this path as if it 

were a railroad. Creation of this path requires the U.S. to build an air 

base in Alaska. Once it does, place the ALSIB Marker in the “Alaska” 

land zone to show the route is open. The ALCAN must also be constructed. 

 

3.3 Petropavlovsk: Place a Naval Base in Kamchatka in Sz39. 

 

3.4 Japanese leand lease Interdiction: Even if Japan is not at war with  
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the USSR, it may blockade Vladivostok and Kamchatka. Each time lend-lease is 

attempted to either port and that port is blockaded add +2 to the US and USSR’s 

peacetime income. 

 

3.5 Lena River: The USA may trace a lend-lease supply path for up to 3 IPP to the 

top of the map and to the mouth of the Lena River (located off map). The player 

may also use the Lena River as if it were a railroad. The Lena River on the map 

runs from Eastern Yakutia through Yakutsk, Chita and Buryatia. 

 

AK 4.0 Alaska-Siberia Railroad 
 

4.0 Overview: The U.S. explored a variety of lend-lease options to reach the 

Soviet Union.  One such option was to extend rail lines from the railhead at 

Edmonton (Canada) north to the west coast of Alaska where a port would be 

constructed to ferry lend-lease across the Bering Sea. 

4.1 Alaska-Siberia Railroad: The USA and USSR may agree to jointly build the 

Alaska-Siberia Railroad. The project requires the following: 

   (a) 1 US Naval Base in Alaska (SZ7) 

   (b) 1 Soviet Naval Base in Chuckchia (SZ7) 

   (c) 1 Track Marker placed each on the following land borders:  

  * British Columbia – Yukon Territory 

  * Yukon Territory – Alaska 

  * Amur – Magadan 

  * Magadan - Chuckchia 

   (d) Project Cost: This project requires 3 turns to complete and costs 

   the US player 24 IPP (8/8/8) and the Soviet Player 12 IPP (4/4/4).         

(e) Rail Bridge: For an additional 15 IPP (5/5/5) – paid by any combination of 

US and Soviets each turn, the powers may construct a rail bridge. 

4.2 Rail Bridge: The rail bridge across the Bering Straight is considered a facility 

and as such is subject to strategic bombing.  It can sustain 10 damages and has 

no inherent AA guns.  It cannot be used while damaged.  The Bridge 

automatically takes 10 damages if there is at least one enemy cruiser or 

battleship in the Bering Sea but it cannot be destroyed. 
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4.4 Rail Capacity: All new track has a rail capacity of 1. 

 

AK 5.0 Alaska-Canada military highway 
 

5.0 Overview:  Concern of Japanese occupation of Alaska, and the importance 

supporting the Northwest Air-Staging route lead the US and Canada to construct 

the ALCAN in 1942.  

5.1 Alaska-Canada Military Highway (ALCAN): There is no land access from British 

Columbia to the Yukon or from the Yukon Territory to Alaska until the British and 

US player jointly agree to construct the ALCAN Military Highway. 

5.2 Construction: The ALCAN requires 2 turns to complete and costs 2 IPP (1/1).  

The British and US players pay for construction on the US player’s turn but can 

both contribute in any combination of amounts. Once construction is complete 

place the ALCAN Marker in the Yukon Territory. The road may not be destroyed 

or bombed.  

  

AK 6.0 PBY Catalina (Optional 3D Printed Unit)  

 

6.0 Overview: The PBY Catalina was a U.S. seaplane that saw heavy service in the 

Aleutian Islands. The PBY was used for Anti-submarine warfare, convoy raiding, 

search and rescue and escort duty. The PBY’s 2,520 mile range was ideal for 

long patrols in the remote coastal regions of Alaska. The aircraft had a crew of 

10 and carried five machine guns and up to 4,000 lbs of bombs, torpedoes and 

depth charges. 

Target Selection: 1 (Naval Units) 

Combat Air Patrol Range: 1 

Convoy Raiding: A PBY may engage in Convoy Raiding per AK 6.3. 

A PBY cannot cause casualties to enemy aircraft.  
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 UNIT Att Def  $  Notes 

 PBY CATALINA 4 4 6 8 Availability: January 1936 



6.1 Seaplanes:   

(a)  A seaplane is an aircraft for all game 

purposes (except for (b) below) and may not 

land in a sea zone. It is required to land in a 

coastal land zone. Seaplanes may not land on 

aircraft carriers or use air bases.  

(b)  A seaplane treats a naval base as if it were an 

air base, allowing it to scramble, and extend its 

range.  

(c)  A seaplane may land in a zone captured this turn in naval so long as that 

zone contains a (recently captured) naval base or seaplane base. A seaplane 

that participated in naval could land in such a zone in non-naval movement. 

However; such a seaplane could not fly a naval mission without enough 

movement points to return to a friendly zone.  

(d)  Long Range Aircraft technology increases the patrol range of seaplanes by 1. 

 

6.2 Seaplane Bases:   

(a) Historical Overview: Sea plane bases were important facilities throughout the 

1920s and 1930s. Seaplanes were opened up new and quicker routes to areas in 

the Pacific and South America where there were few serviceable airfields. 

Seaplanes were an important part of all national arsenals in World War II to 

provide maritime patrol, anti-submarine duties, search and rescue, and other 

duties.  

(b) A Seaplane Base is a facility that can act as an airbase for seaplanes. Like a 

regular air base, it allows seaplanes that begin there to add one to their 

movement. A seaplane base also allows you to 3 seaplanes to “scramble” from 

the base and participate in a combat in an adjacent sea zone. 

(c) A seaplane base can sustain 3 damages before it is removed from the map 

and must be rebuilt. It can be repaired if it has one or two damages. A seaplane 

base costs 3 IPP. It has no inherent anti-aircraft guns. It requires one turn to 

build.  

(d) Set up: Place a Seaplane Base in the Aleutian Islands land zone           

(Sea Zone 19). This represents seaplane facilities at Dutch Harbor. 
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6.3 Convoy Raiding Aircraft 

(a) Overview: The PBY may engage in Convoy Raiding. The procedure is similar to 

a submarine raiding except as follows: 

(b) Combat Air Patrol: A raiding aircraft must be on combat air patrol and capable 

of raiding. 

(c) Escorts: Escorting surface warships get a single attack against the aircraft 

unless those aircraft have first strike. 

(d) Advanced ASW: Players who have developed Advanced ASW automatically 

get a single attack at “2” against each enemy raiding aircraft raiding the convoy 

line where they have IPP to lose. 

(e) Expansion Compatibility: If you are playing with our U.S. German Ordnance 

Set (ORDA), a PBY Catalina may be equipped with the LBD-1 Gargoyle or N2 BAT 

glide bomb (ground attack or anti-ship version). 

 

SET UP CHANGES 
 

Place 1 Submarine Base in the Aleutian Islands land zone (SZ19) 

Place 1 Seaplane Base in the Aleutian Peninsula 

(SZ19) 

Place 1 PBY Catalina Seaplane in San Francisco 

(SZ64) 

Place 1 Naval Base in Chuckchia, USSR (SZ37) 
 

For Game Balance Also Add: 

Place 1 Naval Base and 1 Militia in the Japanese 

Kuriles (SZ39) 

Place 1 additional Japanese Submarine in SZ39 

Place 1 Soviet submarine base in Kamchatka (SZ39) 
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APPENDIX A: AXIS & ALLIES COMPATABILITY 

 

There are many rules in this expansion that move beyond the standard Axis & 

Allies. You can download our rules at HistoricalBoardGaming.com and 

incorporate those you like into your game, remember that we use a D12 system. 

 

PBY Catalina: Changes to the PBY Catalina are as follows: 

 

Convoy Raiding: A PBY Catalina may raid enemy IPCs as if it were a submarine.  

When flying a raiding mission the Catalina has a total range of 4. It does damage 

as if it were a submarine. The PBY is subject to attack by any warships in the 

same zone as the raiding airplane. 
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 UNIT Att Def  $  Notes 

 PBY CATALINA 2 2 6 8 Availability: At start of all games. Target Selection: 1 (Naval Units) 

WWII Japanese single gun on Kiska Island, Alaska, 2007. 
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Global War 1936-1945 - The Ultimate 

War Game  

Welcome to the Global War game family. Global War is 

a strategic level war game - one of the most heavily 

supported and expanded games on the market. Visit 

our website to see our full line of games, expansions, 
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