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INCOME  AND PRODUCTION ( Industr ia l  Product ion Points)

SCENARIO STARTING 
IPPS

STARTING INCOME
TRACKER

TOTAL VALUE OF 
LAND ZONES

ADDITIONAL INCOME

1936 20 20 20 Wartime Bonus Income 
(see below)

Molotov-Ribbentrop 
Pact Income if signed. 

(14.2)

1939 24 24 24

HOME COUNTRY Berlin, Western Germany, Eastern Germany 
and Bavaria.  (East Prussia is not Home 
Country)

1936 SCENARIO Germany is at peace with all nations. 
SPANISH CIVIL 
WAR
1936 SCENARIO

Germany controls Spanish Nationalist Forces 
in the Spanish Civil War (See 13.1)

ANNEXATIONS
1936 SCENARIO

Once per turn, Germany may “annex” either 
Austria, Bohemia or Slovakia by making a 
combat move into these zones with at least 
one land unit. Austrian and Czechoslovakian 
forces present are replaced with German 
forces and no combat takes place. This is 
not a declaration of war and triggers smaller 
income increases from Allied Powers (See 
also optional rule for Slovak resistance 15.4). 

1939 SCENARIO Germany begins at war with British Com-
monwealth and France. Poland becomes 
British-Aligned at the start of the British turn. 
Germany Possesses Austria, Bohemia and 
Slovakia

MOLOTOV-RIB-
BENTROP PACT

During or after the July 1939 turn, the 
German and Soviet players may sign the 
Molotov-Ribbentrop Pact (14.2) during the 
Production phase of their turn.

LEND-LEASE Germany may lend-lease to any nation at war 
with a Major Power. It may also lend-lease to 
the Spanish Nationalists during the Spanish 
Civil War (13.1).

SPECIAL MINOR 
POWER  
ALIGNMENT  
CONDITIONS

Germany has special Alignment conditions 
for Romania, Hungary, Bulgaria, Finland, 
Sweden, Turkey, Iraq, and Argentina  
(Table 4-5)

SURRENDER Germany surrenders when Berlin is  
Enemy-possessed at the end of the  
German turn.

VICHY FRANCE Germany controls Vichy France. May send 
lend lease and attack Free French.  
See 14.4.3 & 14.4.5.

GERMANY OVERVIEW

OBJECTIVE MAXIMUM 
SCORABLE 
POINTS

SCORING

Lebensraum 4 Score 1 victory 
objective for each of 
the following groups of 
land zones Possessed 
by Germany at the end 
of game: (1) Warsaw, 
West Poland and Dol-
noslaske (2) Lithuania, 
Latvia and Estonia (3) 
Denmark, Netherlands 
and Belgium (4) Yu-
goslavia and Thessaly 
(5) Southern Ukraine, 
Western Ukraine and 
all of Belorussia.  

Eliminate 
Communism 

1 Score 1 victory objec-
tive if at end of game 
Germany Possesses 
Moscow or two other 
Soviet Cities. 

Gain  
Resources

1 Score 1 Victory Objec-
tive if at end of game 
German income from 
land zones and bonus 
income is > 50 IPP. 

Spanish 
Civil War

1 Score 1 victory objec-
tive if the Nationalists 
won the Spanish Civil 
War (1936 scenario) 
or if all 6 land zones in 
continental Spain are 
Axis-possessed (1939 
scenario).

GERMANY  
VICTORY OBJECTIVES

GERMANY NATIONAL REFERENCE SHEET
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GERMAN SPECIAL ABILITIES

LIGHTNING WAR Once per game, and prior to January 1941, all German land and air units may make an additional 
sequence of combat moves, combat (including blitz) and non-combat movement. The second round 
of attacks takes place immediately after the end of the first non-combat movement.  Units with blitz 
may use this ability both rounds if possible.

SOVIET SURPRISE 
ATTACK

Once per game, if Germany declares war on the Soviet Union, all German land and air units get +1 
Attack and all Soviet units get -1 Defense on all rounds of combat and subsequent blitz. The Soviet 
Union may not Attack more than one German-owned land zone on its next turn. (Germany does not 
get this bonus if USSR declares war first).

TECHNOLOGICAL 
SUPERIORITY

Germany gets 1 free technology roll per turn.
Germany can purchase Medium Armor and Mechanized Infantry earlier than other nations starting 
July 1938.

GERMANY NATIONAL REFERENCE SHEET

DECLARATIONS OF WAR

CAN GERMANY 
DECLARE WAR ON:

ANSWER

JAPAN, ITALY, 
VICHY FRANCE

No

ANY OTHER NATION Yes (declaration on neutrals may 
trigger peacetime income increases 
in other nations)

PRODUCTION
•	 REPAIR UNITS
•	 LEND-LEASE
•	 RESEARCH TECHNOLOGY
•	 PURCHASE UNITS

COMBAT MOVEMENT
•	 MOVE UNITS INTO COMBAT
•	 COMBAT RELATED ACTIONS

COMBAT
•	 RESOLVE ALL COMBAT

NON-COMBAT
•	 MOVE UNITS NOT IN COMBAT
•	 STRATEGIC RAIL MOVEMENT

PLACE UNITS AND  
	 COLLECT INCOME

TURN PHASES

1.

2.

3.

4.

5.

WARTIME BONUS INCOME -  
Once at war with a Major Power.

CONDITION BONUS PER TURN
Germany Possesses Sweden or Sweden 
is neutral

+3

Germany Possesses Trondelag +1
Germany Possesses Romania +3
Germany Possesses Iraq, Transcaucasia, 
Southern Iran.

+2 (each)

Molotov-Ribbentrop Pact is in effect (also 
available while at peace)

+5

Strategic Naval Movement (15.10): 2 Units 
(Land/Sea)  Range: 5
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LAND UNITS Att Def a $ Notes

INFANTRY 2 4 1 3 Can be upgraded to 
Motorized for 1 IPP.

MILITIA 1 2 (1) 2 Can be built in any land 
zone, number per turn up 
to IPP value, min. 1. 
Max 1 in captured land 
zones.
Move 1 in Home Country.
Can be upgraded to 
Infantry for 2 IPP (max 
1 per turn, must be in 
supply path)

CAVALRY 3 2 2 3 Movement not reduced in 
mountains

MOTORIZED  
INFANTRY

2 4 2 4 Can tow Artillery & AA

MECHANIZED  
INFANTRY

3 4 2 4 Available July 1938.  
Pair with armor to blitz 

ARTILLERY 3 3 1 4 First strike. Pair to give 
infantry class units +1 
Attack. No river penalty

SELF-PROPELLED 
ARTILLERY

3 3 2 5 First strike. Pair to give 
infantry class units +1 
Attack. Pair with armor to 
blitz. No river penalty

ANTI-AIRCRAFT 
ARTILLERY

3 3 1 4 Up to 3 shots on round 1 
vs. aircraft only

TANK DESTROYER 3 4 2 5 Target selection “1-3” 
(vehicle class)

LIGHT ARMOR 4 3 2 4 No blitz
MEDIUM ARMOR 6 5 2 6 Available July 1938. Blitz

BUILD TABLES

AIR UNITS Att Def a $ Notes

FIGHTER 6 
(3)

6 
(3)

4 10 Air superiority. Pair with 
armor to blitz

TACTICAL BOMBER 7 5 4 11 Target selection “1-3” 
(land & naval units). 
Pair with armor to blitz

MEDIUM BOMBER 7 
(1)

4 
(1)

5 11 Strategic bombing 1D6

STRATEGIC BOMBER 2* 
(1)

2 
(1)

6 12 Available July 1939. 
Airborne assault.
Strategic bombing 2D6. 
Carpet bombing 3D12@2

AIR TRANSPORT N/A N/A 6 8 Carries 1 Infantry-class 
unit 

SEAPLANE 3 1 6 7 Can only attack 
Submarines and Naval 
Transports. Convoy 
raiding. Mine Warfare.

SPECIALIST INF. Att Def a $ Notes: Max 2 of each  
type per turn

MOUNTAIN INFANTRY 2 4 1 4 +1 Defense and no Attack 
penalty in mountains.

MARINE INFANTRY 2 4 1 4 No double casualties on 
amphibious assault (9.8). 
No river penalty.

AIRBORNE INFANTRY 2 2 1 3 Airborne assault (9.15). 
+1 Attack on 1st combat round 
in Airborne Assault.

SS PANZER GRENA-
DIERS

4 5 2 4 Available once Germany has 
Advanced Mechanized Infantry. 
SS Panzer Grenadiers may blitz 
without pairing with armor (other 
units may not pair with them).

TECH ADVANCES Att Def a $ Notes: 

ADVANCED  
ARTILLERY

4 4 1-2 4 First strike. Pair to give infantry 
class units +1 attack. (May also 
be purchased as Self-Propelled 
Advanced Artillery with move 
2 and cost 5). No river penalty. 
Attrition Attack adjacent land 
zone 1D12 at “2”.

ADVANCED  
MECHANIZED 
INFANTRY

4 5 2 4 Pair to blitz at 2:1 ratio 
with armor

TIGER 1E  
(HEAVY ARMOR)

8 7 2 8 Blitz, Target selection “1-3” 
(vehicle class)

JET FIGHTER 8 
(5)

8 
(5)

4 12 Air superiority. Pair with 
armor to blitz

HEAVY STRATEGIC 
BOMBER

2* 
(2)

3 
(2)

6 13 Strategic bombing 3D6. 
Carpet bombing 5D12@2

HEAVY BATTLESHIP 10 10 3 7/7/7 Shore bombardment: 5, 
Capital ship (3 hits). 

HEAVY CARRIER N/A 2 3 6/6/6 Carries 3 aircraft (Fighter/Tacti-
cal). Capital ship (2 hits). 

ADVANCED  
SUBMARINE

4 4 3 7 Multiple special rules. 
Mine warfare

ATTACK TRANSPORT N/A N/A 2 9 No double casualties on 
amphibious assault (9.8)

* Carpet Bombing
(#) Interception Combat
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NAVAL UNITS Att Def a $ Notes

TORPEDO BOAT DESTROYER 2 2 2 N/A Cannot be built 

DESTROYER 4 4 3 7 Pair with aircraft on Maritime Air Patrol to attack 
Submarines. Negates Submarine 1st strike.

LIGHT CRUISER 5 5 3 4/4 Shore bombardment @1

HEAVY CRUISER 6 6 3 5/5 Shore bombardment @2. Mine warfare

COASTAL DEFENSE SHIP 6 6 1 N/A Shore bombardment @3. Cannot be built

BATTLECRUISER 7 7 3 6/6 Shore bombardment @3

BATTLESHIP 8 8 2 5/5/5 Shore Bombardment @4, Capital Ship (2 Hits)

FAST BATTLESHIP 8 8 3 6/6/6 Shore Bombardment @4, Capital Ship (2 Hits)

LIGHT CARRIER N/A 1 3 4/4 Carries 1 aircraft (Fighter/Tactical)

FLEET CARRIER N/A 2 3 5/5/5 Carries 2 aircraft (Fighter/Tactical), Capital Ship (2 Hits) 

COASTAL SUBMARINE 2 2 1 N/A Multiple special rules. Cannot be built

SUBMARINE 3 3 3 6 Multiple special rules. Mine warfare

NAVAL TRANSPORT N/A N/A 2 7 Carries 1 Infantry class unit + 1 other unit

BUILD TABLES CONT.
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SET-UP

    LOCATION 1936 SCENARIO 1939 SCENARIO

EAST PRUSSIA 2 Infantry 4 Infantry, Militia, Artillery, Mechanized 
Infantry, Medium Armor, Fighter, Medium 
Bomber, Seaplane.

EASTERN GERMANY Medium Factory, 2 Infantry, Militia Major Factory, 5 Infantry, Militia,  
Cavalry, 4 Artillery, 3 Mechanized  
Infantry, 3 Medium Armor, Light Armor, 
2 Fighters, 2 Tactical Bombers, Medium 
Bomber

BERLIN Major Factory, 2 Infantry, Cavalry,  
Artillery, Anti-Aircraft Artillery,
Light Armor, Fighter, Tactical Bomber

Major Factory, 3 Infantry, Militia, Fighter, 
Medium Bomber, 2 Strategic Bombers, 
Air Transport

BAVARIA Major Factory, Infantry, Mountain Infantry, 
Air Transport

Major Factory, 4 Infantry, 2 Artillery, 
Fighter, Medium Bomber

WESTERN GERMANY Major Factory, 2 Infantry, Artillery,  
Fighter, Medium Bomber

Major Factory, 5 Infantry, 2 Militia,  
2 Artillery, Anti-Aircraft Artillery, Fighter 

AUSTRIA Infantry, Mountain Infantry, German 
Roundel

BOHEMIA 3 Infantry, German roundel,  
Medium Factory

SLOVAKIA Infantry, Mountain Infantry, Light Armor, 
German roundel

SEA ZONE 15 Coastal Defense Ship, Light Cruiser, 
Torpedo Boat Destroyer, Submarine, 
Transport

Battleship, Heavy Cruiser, Destroyer, 
Coastal Defense Ship, Transport

SEA ZONE 13 Coastal Submarine, Torpedo Boat  
Destroyer

Destroyer, Coastal Submarine, Torpedo 
Boat Destroyer

ATLANTIC STATIONS 1 Submarine in Sea Zone 22 
1 Submarine in Sea Zone 79

MULTI-STAGE  
PRODUCTION CHART

Battleship (Position 3)
Destroyer (Place Units Box)
Submarine (Place Units Box)

Light Carrier (Position 2)
Fast Battleship (Position 3)
Destroyer (place units)
2 Submarines (place units)

TECHNOLOGY CHART Advanced Mechanized, Heavy Armor, 
Jet Fighters, Advanced Submarines, 
Strategic Rockets, Heavy Battleships 
(All Stage 1)


