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ICBM: The “Amerika” Rockets v.2 

Scenario for the Game “Amerika” 

Items Required: 

 Copy of “Amerika” Game 

 

“Aggregate” ICBM Projects: 

 The Missile program known as the “Aggregate Project”, was the 
German attempt to develop free flying Inter Continental Missiles (ICBM) 
capable of devastating cities or large concentrated forces through use of 
high explosive warhead delivery, and later, in the series, a small nuclear 
warhead. These missiles were to be based in planned occupied Greenland 
and captured locations in the Caribbean and South America should the 
United States be invaded, or, in later parts of the series launched from 
across the ocean itself from the homeland; a true Intercontinental Ballistic 
Missile. 

             A9/A10 Rocket 

 

Artwork by: Josha Hildwine (Luft46.com) 

http://www.luft46.com/
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A9 Missile Usage: 

 The A9 Missile was the first major missile within the series that could 
hypothetically have been used against America should an invasion be 
undertaken. They would have used a High Explosive warhead to eliminate 
infantry concentrations or severely damage cities along coastal America 
from planned bases in Greenland and South America along with the 
Caribbean.  

Cost: 18 Attack: 8  Defense: N/A  Range: 8 

 The A9 High Explosive ICBM can be launched from off the map from 
either the Southern (Mexican side) edge of the Board or the Eastern Edge 
of the board to represent bases in Occupied Greenland. Being a rocket it 
may use up its entire movement to reach its desired target. It will be 
destroyed regardless of a successful roll or not, but, on a roll of 8 or less, 
the A9 Shall roll one D12 and eliminate the amount of units according to 
the number rolled on the die. 

 

 

A10 Missile Usage: 

The A10 ICBM was an evolution of the A9 having slightly increased 
range and the capability to carry a small nuclear warhead; basic design and 
engineering did not otherwise change and had the same projected launch 
points as the A9. This Missile is built in two phases before launch.  

Cost: 24  Attack: 9  Defense: N/A  Range: 8 

  

The A10 functions much like the preceding A9, including having the 
same launch points on the board as the A9. It may use up its entire 
movement to reach its target and like the A9, regardless of a successful roll 
or not, the unit is destroyed once the strike is announced. On a roll of 9 or 
less, the damage dealt by the A10 is the elimination of twice the number 
rolled on the D12 for the strike. Also if the detonation is successful, due to 
the nuclear warhead, place down a radiation marker and roll another D12; 
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the number rolled then is for how long that territory or city is irradiated and 
unusable. 

 

A11 Missile Usage: 

 The A11 was a three part intercontinental Ballistic Missile, built on a 
large, multi-engine base being the A11 with the A10’s body and A9’s  style 
warhead but able to be equipped with a High Explosive warhead, or an 
enlarged Nuclear Warhead. This rocket, known as the Japan Rocket, was 
intended to be given to the Japanese and launched from the homeland of 
the Rising Sun against American West Coast and Mid-Western cities. 

Cost: 28     Atk: 10   Def: N/A     Range: 10 

 The A11 functions as all the other rockets, the main difference being 
it may only be launched from the Western Edge (Japanese Side) of the 
board. The missile is launched from off the board and as such moving onto 
the board does count as its first movement space. The rocket may use up 
all its movement to reach its target and is destroyed regardless of a 
successful roll or not. However, on a successful roll of 10 or less on a D12, 
the missile does the following damage: 

  

Effect A: (High Explosive Warhead) 

Using the High explosive warhead, on a successful strike, re-roll the D12 
and then double the number rolled is the amount of units destroyed.  

 Example: If successful the D12 is re-rolled and an 8 is rolled, thus 
multiplied by 2, the A11 has destroyed 16 American units. 

 

Effect B: (Nuclear Warhead)  

Using the High density Nuclear Warhead, on a successful roll of 10 or less, 
the missile will detonate and effective destroy all units in the immediate 
area, place down a radiation marker on the territory to show its irradiation; 
the irradiation to the stricken territory with this missile lasts until game’s 
end. Also, all territories adjacent to the stricken area must roll a die and on 
a roll of 6 or less suffer the loss of two units due to nuclear fallout. Each 
territory MUST roll separately of each other. 
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Special Notes: 

 The Nuclear Warhead option requires a minimum of 3 turns to 
construct and costs 32 IPPs. These can be paid over the 3 turns (or 
more) however, so long as the full amount is paid before the missile 
can be used. 
 

  The High Explosive Warhead option requires a minimum of 2 turns to 
construct and costs 28 IPPs. These can be paid over the 2 turns (or 
more) however, so long as the full amount is paid before the missile 
can be used. 
 

 The Use of this warhead will also reduce the Axis Victory count by 
one point per launch. 
 

 Due to being Supersonic, ALL the Rockets in this series are immune 
to fighter interception or SPAA fire.  
 

 On a Roll of 12 the Missile warhead is defective and as a result is a 
“Dud Rocket” which, will not destroy enemy units but still is lost.  
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Thank you for purchasing this amerika expansion and 

enjoy the game! 

 

 

 

HistoricalBoardGaming.com (United States) 

http://www.historicalboardgaming.com/
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