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Turn sequence

Combat Initiative- After first turn both axis and allies roll 1 D12 to see who
has gained the initiative. Give the axis a -2 on each roll. The side that rolls
the highest goes first and moves in the allies’ place of the turn sequence.
Repeat this at the beginning of each turn until turn 12, and then use the
normal turn sequence below.

Allied Fighter/Bomber phase- Allied fighters, tactical bombers and

bombers are placed in selected zones. *Paratroopers and supplies are
loaded in this phase. * If any fighter ends this phase in a zone with another
enemy aircraft, the enemy aircraft cannot leave the zone in phase C.

Axis Fighter/Bomber phase- Axis fighters, tactical bombers and
bombers are placed in selected zones. *Paratroopers and supplies are
loaded in this phase.

Air to Air combat phase- Any zones with fighters and any other enemy
aircraft do battle. If no fighters are present no air combat takes place.

Anti-Aircraft phase- Roll 1d12 per eligible unit in a zone that contains
enemy aircraft. Hits are removed immediately. Each ship, AA gun and air
base has its own AA factor.

Bombing phase- All bombers and tactical bombers attack selected

zones. Tactical bombers can attack in zones containing friendly troops,
strategic bombers may not. Casualties are removed immediately without
return fire. *Paratroopers and supplies are dropped in this phase. (Allies
first and then Axis)

Bombers return phase- Return all tactical bombers and bombers to
friendly air bases or carriers. (Allies first and then Axis)

Allied artillery phase- Any eligible artillery unit may fire into an
adjacent zone. Any eligible ship may fire into an adjacent zone as a shore
bombardment.

Axis artillery phase- Any eligible artillery unit may fire into an
adjacent zone. Any eligible ship may fire into an adjacent zone as a shore
bombardment.

Allied combat move phase- Move all land and naval units into combat.

Allied combat phase- resolve combat
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AXxis combat move phase- Move all land and naval units into combat.

AXxis combat phase- resolve combat

Allied non-combat move phase- Move eligible units and supplies.

Axis non-combat move phase- Move eligible units and supplies.

Fighters return phase- Both sides return fighters back to friendly bases
and carriers.

Reinforce- Refer to the reinforcement charts

End Turn




Pieces

A land units
All land units have Attack/Defend/Movement values. Artillery are the only units with an
AA value; 2.

e Infantry: 2/4/1- All infantry get a +1 to attack when paired with

artillery. All infantry can be loaded onto trucks (mobile infantry) up to 2 per truck.
Rangers/Commandos: 4/4/1

Waffen SS: 4/4/1

Bersaglieri: 3/3/1- These units can be paired with a mechanized
unit for a +1 to movement.

German Para: 4/5/1

Paratroopers: 3/4/1- Paratroopers are loaded in the Allied

fighter/bomber phase(C) and dropped in the Bombing phase(F) of the turn.
These units immediately get a +1 to attack and get a free attack before next
phase begins.

Mechanized: 3/4/2- All mechanized units get a +1 to attack if paired
with Artillery or Armor. Moves 3 in NCM. Mechanized infantry can tow artillery in
CM and NCM.

SS PZ Grenadier: 4/5/2

Artillery: 4/4/1- Artillery can be towed by mechanized infantry or
trucks. Artillery can fire into adjacent zones from terrain zones during combat*.

Armor: 6/6/2- Can move 3 in NCM.
SS Panzer/Panther: 8/7/2
SS Panzer/Tiger: 9/8/2- Tigers cannot move 3 in NCM. Tiger takes 2

hits to destroy. If a Tiger unit has taken a hit place a hit marker or a black chip
under unit. On reinforcement phase of turn, if unit hasn’t been destroyed, return
unit to full status and remove hit marker.

Truck: 0/0/4- All trucks move 5 spaces if not loaded. Trucks
can carry up to 5 supply tokens, 2 Infantry, or lartillery. Trucks move in NCM only
and cannot be part of an attacking force, but can be captured or destroyed if
attacked. Trucks are destroyed on a roll of a 1(same as supply rule).




e AAGun: 0/2/0- AA guns can be created by depleting 1 supply
token in a zone, as long as there is a unit in that zone. Only 1 AA gun per zone
per turn may be build to a max number of 5 in a zone. AA guns cannot be taken
as casualties except in a strategic bombing.

e Fortifications: 0/1/0- Fortifications can be created by depleting 1
supply token in a zone, as long as there is a unit in that zone. Only 1 fortification
per zone per turn may be built up to a max number of 5 in a zone. Hits from
artillery, aircraft and shore bombardment are nullified if an infantry or artillery is
matched 1/1 with a fortification. Fortifications also give a defensive boost of +1 to
infantry and artillery.

B air units

All air units have Air to Ground /Air to Air /Movement values. All air units must begin
the turn and end the turn in a zone that contains a friendly air base or aircraft carrier.
*Aircraft have different hit values when attacking land units than when attacking
naval units.

e Fighter: 6/6/8
Ground Attack: 6
Naval Attack: 6 * Aroll of a 1-2 and attacker chooses hit.

* |f a fighter is in a zone with enemy aircraft and no enemy fighter is
present, fighter(s) get to roll first; all hits are removed without return fire.

e Tactical bomber: 7/4/8
Ground Attack: 7
Naval Attack: 7 * Aroll of a 1-5 and attacker chooses hit.

e Strategic bomber: 4/2/16
Ground Attack: 4(x2) * Roll 2 d12. Bombers may target hits in strategic
bombings of air and naval bases, AA guns and fortifications.
Naval Attack: 4 * Roll 1 d12 if attacking ships.

C naval units

All naval units have Attack/Defend/AA/Movement values.




Carrier: 0/0/4/3 cannot attack any ship or land unit. Has an AA value of 4 or less.
Carrier can carry only 1 tactical bomber or 1 fighter at a time.

Battleship: 8/8/4/3 Shore bombardment hits on a 6 or less, 2 or less destroys
unit. 3-4 unit has to retreat. AA value is a 4 or less.

*Carriers and Battleships take 2 hits to sink. If damaged, the unit has to go to the
nearest friendly naval base to be repaired. Each turn a die is rolled to return the
unit back to combat duty. Roll 1-4 unit is repaired and ready for duty. Roll 5-12
unit is not ready.

Cruiser: 6/6/3/3 Shore bombardment hits on a 4 or less, 1 or less destroys unit.
3-2 unit has to retreat. AA value is a 3 or less.

Destroyer: 4/4/2/3 No shore bombardment value. AA value is a 2. This unit is
used in same manner as used in the Global 39 game.

Submarine: 4/4/0/3 This unit is used in the same manner as used in the Global
39 game.

Transport: 0/0/1/3 has AA value of 1. Transport has same loading limits as in
global 39 along with; 1 transport can carry 5 supplies, or can carry 1 truck with 5
supplies. A transport can load and unload once per turn, in any order as long as it
stays within movement restrictions. (Ex. Transport can move 2 spaces, load 2
infantry and move 2 spaces, then unload the 2 infantry.) A transports
movement doesn’t necessarily end when it unloads its cargo if it still has
movement points left.

D Bases

Naval Bases- Are fixed units and cannot be purchased. Land units are loaded
onto transports in territories with naval bases without using a supply token. There
is no movement bonus for ships leaving or entering these zones. Naval bases
have an AA value of 2. Takes 4 hits from a strategic attack to render inoperable.

® Air Bases- Are fixed units and cannot be purchased. Air units have to start and

end turns in territories that have air bases. There is no movement bonus for
aircraft leaving or entering these territories. The turn following the capture of an
enemy air base, friendly air units can land. Air bases have an AA value of 2.
Takes 4 hits from a strategic attack to render inoperable.




[ Axis

1 Italy and Germany share supplies in their defense of Sicily and Italy.

2 If a German unit is in a city zone or a terrain zone, a retreating hit from a shore
bombardment is considered a miss.

3 The turn after Messina falls to the allies, Italy rolls a d12 at the beginning of each turn
to determine surrender or to continue fighting. Roll of 1-4 Italy surrenders, all Italian
units are removed from the board except for the SS Panzer Grenadiers and the
Bersaglieri units. Roll of 5-12 they continue to fight alongside the Germans. If or when
Italy surrenders, the German reinforcement chart is moved up by 1 turn.

4 All German land units and supplies that start the game in German Occupied territories
are locked and cannot move until 1 of 3 events take place. This does not include land
units or any reinforcements that are moved from Munich. German player may move any
unlocked units to any territory.

Event 1: All units are unlocked at the end of turn 12
Event 2: All units are unlocked on the turn after Italy surrenders.
Event 3: Any German occupied territory (Grey) is attacked by land units

Special Units

1 Bersaglieri L. Infantry- (Ita) Move at a +1 when paired with a mechanized unit.
These are Italy’s light and highly mobile infantry. Attack at a 3, 4 when paired with
artillery. Defend at a 3.

2 Waffen SS Infantry- (Ger) these are elite infantry units that are well trained and
equipped. Attack and defend at a 4, attack at a 5 when paired with artillery.

3 Fallschirmjager- (Ger) the German airborne units were some of the best trained units
in the German army. After the disastrous battle of Crete, Hitler reduced the
fallschirmjager units to infantry operations. Attack at a 4, 5 when paired with
artillery, defends at a 5.

4 SS Panzer Grenadier- elite mechanized unit that is trained to fight alongside armored
units. These units move same as regular mechanized units. SS Pzr Gren attack
at a 4, 5 if paired with artillery or armor unit, and defend at a 5.

5 SS Panzer- elite armor units that are well trained and equipped. SS Pzr units attack at
an 8 and defend at a 7. These armor units move 2 in CM and 3 in NCM.

6 Tiger- heavy tank units; these units take 2 hits to destroy. Attack at a 9 and defend at
an 8. These units move 2 spaces CM or NCM.




IV Allies

1 The U.S. and Commonwealth get their own supplies but can share at any time.

Special Units

1 Rangers/Commandos- (US/UK) these units are specially trained for amphibious and
mountain assaults. Attack at a 4, 5 if paired with artillery, defend at a 4. These
units attack at a 5 in an amphibious landing or attacking a mountain territory.
These modifiers cannot be stacked.

2 Airborne- (US) these units are trained to drop behind enemy lines and take special
objectives for incoming assaults. These units attack at a 2, 3 on the turn they are
dropped into combat, and defend at a 4.

V  Terrain & Straits

Mountains are depicted on this map by raised areas and a number. These zones
hinder movement, except for infantry and artillery, and decrease the attack value of all
units. These mountain zones do not hinder the movement of air units. These zones
allow artillery units to strike at targets in adjacent zones.

*If terrain modifier deceases a units attack value below a 1, the units default
attack value is 1.

Zones with the #1: These zones are treated as regular zones except all attacking
units, including aircraft, get a -1 to attack. Artillery can attack an adjacent zone.

Zones with the #2: Cost 2 movement points to attack or NCM into. These zones
cannot be blitzed through. All attacking units, including aircraft, get a -2 to attack.
Artillery can attack adjacent zone.

Zones with the #3: Cost 2 movement points to attack or NCM into. These zones
cannot be blitzed through. All attacking units, including aircraft, get a -3 to attack.
Artillery can attack adjacent zones.

*Strategic bombers are the only units that terrain does not affect their attack
value.

Straits: The only strait in this game is between Messina and Calabria. Up to 4 land units
may cross this strait per turn without using transports in NCM only. SZ 41 or SZ 42 has
to be controlled in order to travel across, as a land bridge, between Calabria and
Messina. Messina has to be controlled in order to travel through the strait with naval
units.




Vi

Supply

Each country ( U.S., Commonwealth, and Germany) gets a certain amount of

supply tokens per turn. To keep this simple yet historically accurate, these supply tokens
represent fuel supplies only. Units out of supply cannot attack or NCM, but can defend
at their normal defense values unless completely surrounded. If a unit(s) is completely
surrounded without supplies, the unit(s) defends at a -2.

Supply tokens have a movement value of 1 and can be transported by truck,
transport, or bomber. One truck can carry 5 supplies, 1 transport can carry 5
supplies, 1 bomber can carry 1 supply. For every 1 rolled in combat against a
defending territory a supply token, or truck, is removed along with a casualty.
Supply tokens cannot retreat during battle. If defending units retreat supplies are
captured by attacking units.

Supply consumption — For units to move from a zone, supply tokens have to be
used. Any number of units can move out of a zone at the cost of 1 supply token;
however this will be split between air, naval and land units. Example( If the
allies move any number of aircraft from Tunis it will cost 1 token. If they
move any number of ships from Tunis it will cost 1 token, and if the allies
move any number of land units from Tunis it will cost 1 token. If land units
were loaded onto a transport then no tokens would be used.) Ships out at
sea are supplied from a friendly naval base. Any number of ships can move out
of a sea zone at the cost of 1 supply token from a friendly naval base.

Loading transports-Loading a transport from a zone that contains a naval base
does not cost any supply tokens. Loading a transport in a zone without a naval
base will cost 1 supply token. This is as long as you stay within the transport
cargo rules.

Loading trucks- Loading trucks with infantry or towing artillery does not cost any
supply tokens. Trucks that move unloaded or loaded with supplies do not use any
supply tokens to move. Trucks that are loaded with infantry or towing artillery
have to use a supply token to move.

Loading bombers- Loading bombers, with paratroopers or supply tokens, does
not cost any supply tokens.
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VIl Special Rules

1. Retreating units- Any attacking unit can retreat. This goes for all units, land, sea and
air. Defending units can voluntarily retreat, except for trucks and supplies, but only after
1% full round of combat and after the attacker rolls in the 2" round. Retreating hits from
a shore bombardment are effective immediately.

2. Amphibious Assault- can be conducted from a sea zone to any land zone except for
a terrain zone numbered with #3. If an amphibious assault takes place in any other
terrain zone all defensive modifiers still apply.

VIl Victory conditions

The Allies must take control of as many victory cities as possible. These victory
cities are shown on the map as a red dot. If the allies do no reach a complete or
marginal victory it is considered an axis victory.

Allied complete victory
Have control of 14 victory cities at the end of turn 20

Allied marginal victory
Have control of 12 victory cities at the end of turn 12
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Requirements

U.S. pieces from Pacific40 or Europe40
U.K. pieces from Pacific40 or Europe40

U.S. airborne- 5 Infantry painted olive drab

U.S. rangers- 10 Marines from Historical Board Gaming
U.K. commando- 6; infantry painted olive drab

Allied Trucks- 22 from BoB game

Canadian pieces( optional-may use UK units) - 4 infantry, 2 artillery, 1 tank,
cruisers, 3 destroyer, 6 transport(U.K.)

Indian pieces( Dark Tan)- 8 infantry, 4 mechanized, 6 artillery(U.K.)
ANZAC( Pacific40)- 3 infantry, 1 mechanized, 1 artillery (UK)
Dutch( Orange)- 8 infantry, 3 artillery, 2 tank(U.K.)
French( Europe40)- 8 infantry, 4 mechanized, 2 artillery,
Brazil (Green)- 6 infantry, 2 artillery(U.S.)

Italian pieces from Europe40
SS pzr grenadier (Italian green) - 2 mechanized
Bersaglieri infantry( Italian green) - 11 infantry

German pieces from Europe40 x 2
Waffen SS (Light grey)- 20
Fallschirmjager (Panzer grey)- 8
SS pzr grenadier (Light grey)- 6

SS panzer( Light grey)- 5
Tiger (Panzer grey)- 5
AXis trucks- 15.
12 sided dice

(100) x 1 supply tokens
(20) x 5 supply tokens
Damage markers

12



http://www.historicalboardgaming.com/Painted-Pieces--Canada_p_400.html
http://www.historicalboardgaming.com/Painted-Pieces--India_p_402.html
http://www.historicalboardgaming.com/ANZAC_c_24.html
http://www.historicalboardgaming.com/Painted-Pieces--Netherlands-Dutch_p_397.html
http://www.historicalboardgaming.com/France_c_17.html
http://www.historicalboardgaming.com/Painted-Pieces--Brazil_p_600.html
http://www.historicalboardgaming.com/Italy_c_95.html
http://www.historicalboardgaming.com/Germany_c_18.html
http://www.historicalboardgaming.com/12-Sided-Dice_c_100.html
http://www.historicalboardgaming.com/Supply-Token--Battle-of-the-Bulge_p_341.html
http://www.historicalboardgaming.com/Supply-Token--Battle-of-the-Bulge_p_342.html
http://www.historicalboardgaming.com/Custom-Roundels--FactoryShip-Damage_p_377.html
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