HOUSE RULES FOR AXIS & ALLIES

April 2001

VICTORY/SURRENDER: 

-Allied Victory  The Axis surrenders if Germany is controlled for one complete turn.

-Axis Victory  The Axis wins if it either controls all Russian areas for one complete turn or if it controls the Eastern and Western USA for one complete turn.

-Japanese Defeat  Japan surrenders if the island of Japan is Allied controlled for one complete turn.

-Allied Surrender  No Allied nation surrenders if only it’s capital is captured.  They continue to play normally.

NEW UNITS:

-Landing Craft  Inexpensive sea transports.
They cost 5, move 1, defend 1.  They transport the same # and type of units as transport units.  They may not be used as cannon fodder. 

-Fortifications  The best ground defense.

Cost 5, defend on a 4, do not attack or move.  May be placed in any friendly territory w/o need of a factory.

-Destroyers  Sub hunters.

Cost 12, attack and defend on a 3, move 2.  Use A&AE rules.

-Artillery  Boost infantry attack.  

Cost 4, attack and defend on a 2, move 1.  Use A&AE rules.

-Mechanized Infantry  Fast moving infantry.

Cost 4, attack on a 2, defend on a 2, move 2.  One may be carried via naval transport.

-Fighter-Bombers  Long-range fighters.

Cost 12, attack on a 3, defend on a 2, move 6.  Two per aircraft carrier.  

SPECIAL RULES

-Capital Capture While still major setback, the loss of a capital is not as severe.

Capture of a capital causes that player to lose 25% of money to bank and 25% of money to opposing player.  Player may continue to play normally including purchasing units and placing them at another friendly factory even if their capital is enemy controlled.
-Convoy Losses  This rule simulates the effect of the submarine warfare directed against merchant shipping.  The shipment of overseas resources was critical to the British and Japanese economies. 

 At the beginning their turn, the U.K. and Japanese player must roll 1 die.  The number rolled is the number of IPC’s lost from their income that turn.

-Lend Lease  The U.S. supplied the British and Russians with considerable amounts of equipment and supplies.

At the beginning of each of his turns, the U.S. player may buy one dice for each the U.K. and/or Russia in order to try to send them monetary aid.  Each dice cost 6 IPC’s.  The U.S. player rolls the dice for each country and that is the amount that is successfully transferred.

-Allied Cooperation  Although “Allies” in name, the Western Allies and their Russian comrades maintained a fair amount of mistrust.

U.S. and U.K. units may not move into any Russian owned land area unless the Russian capital is captured.  Their units should always attempt to remain in separate areas.

-Restricted China  Chinese forces fought for the liberation of their homeland.
China is restricted to moving and attacking into Sinkiang, China, Kwangtung and Manchuria.  After all of these areas are liberated by China, China may attack other enemy held areas.  Chinese infantry may not use sea transport.

-Japanese Destroyers  Use A&AP rules.
They may transport 1 inf.  May not shore bombard and amphib assault inf at same time.

-Map Changes  Provides depth to the Soviet Union.  More realistic Japanese IPC distribution.
PRODUCTION:
-Capital Production  Factories located on capitals provide unlimited production to the original player only.  

-Limited Production  All other factories may only produce a # of units equal to their printed value.
-Chinese Infantry  The USA player receives a bonus 1 infantry per turn in any Chinese controlled area.

WEAPONS DEVELOPMENT CHANGES  

Weapons development occurs with a roll of “5” or “6”.
-Heavy Bombers  Throughout the game up to two bombers may be replaced with B29 heavy bomber pieces.   B29’s roll 3 dice per bomber.

-Jet Power  Throughout the game up to two fighters may be replaced with jet fighters.  Jet Power gives +1 to all attack and defense ratings.

-Industrial Technology  Industrial technology does not reduce the price of infantry.

MOVEMENT:
-Strait of Gibraltar  Gibraltar controls access to the western Mediterranean Sea.  Surface naval units may only pass through these straits if Gibraltar is friendly or following a successful amphibious attack.  The straits may be considered two sea zones (for naval units only) in some cases.

-Black Sea access  The Black Sea may not be entered by naval units unless Turkey is controlled.

-Rail Movement  A player may move up to 1 unit per turn through any number of friendly connected areas during non-combat movement.

-Airfields  Air units may land in newly captured territories.

NAVAL:

-Battleships  Now a worthwhile investment.

BB’s roll two dice in combat only if the opposing player has surface ships in the battle.

BB’s absorb 2 hits in combat.  A ‘hit’ BB which survives combat may be brought back to full 

strength.

-Destroyers  Allow aircraft to hit subs.

Aircraft must have 1:1 ratio with DD’s to hit subs in combat.

DD’s cancel a subs first-shot attack at a 1:1 ratio. 
-Submarines  May avoid battle.  Use A&AE rules. 

Subs may try to submerge before combat by rolling a 1 or 2.  Submerged subs do not control the sea area.

Subs may not be hit by aircraft without DD’s.  Subs may not hit other subs.

-Ports  Allow naval units to avoid naval combat.

Units in port are safe from attack by enemy naval units.  Units in port cannot defend their territory or adjacent sea from attack.  Units in port are placed partially on land and partially in the sea zone where they are in port.  A player must declare when his naval units are in port.

Enemy air units may still attack naval units in port.  Any defending air units in an area under port attack must commit to defending the units in port or the land area if it too is under attack.  AA guns also defend naval units in ports.

If a territory is captured which has naval units in port, the naval units are destroyed along with any defending air units.  

Ports exist on every territory that has a coastline.  More than one port may exist within an area (Finland-Norway has 2 ports).  

-Amphibious Operations  

DD’s and BB’s provide amphibious support shots with ground units at a 1:1 ratio.

If enemy naval units are blocking an amphibious invasion, the attacker may designate some naval units to attack the blocking units. The remaining friendly naval units may support the invasion.  If the blocking enemy naval units are not removed, the invasion forces are returned to their starting locations.

AIR:

-Strategic Bombing  Bombers may roll 2 dice when attacking a capital.  Use 1 dice for all other areas.  Follow A&AE interception procedure.

-Dogfights The number of fighters brought into battle assumes greater importance.

In battles where both sides have air units present, (n/a for strategic bombing) all air units participate in a one round air battle.  Although attacking and defending bombers can not roll to hit, they are vulnerable and can be taken as losses.  

After the dogfight, proceed with at least one round of combat.  

-Combat Air Patrol (CAP) Allows fighters to defend a sea area against naval units.

During non-combat movement, players may establish a CAP with any fighter that has not moved that turn.  The fighter may move to an adjacent sea zone and remain there until the start of that player’s next turn.  It can defend in any combat and it stops enemy surface ships from passing through the zone.  Enemy subs and air units may still move through an area solely defended by a CAP.  

HISTORICAL SETUP:  Provides for a more historical Spring 1942 setup.
All new areas will be referred to as the original area name along with a geographical identifier of north, south, east or west.

Follow normal setup except as follows:

Germany

Germany- add 1 arty, 1 DD, 1 mech

Finland/Norway- add 1 fort

Ukraine- add 2 arty

North Ukraine- add 4 inf, 1 arty

Russia

Russia- add 2 arty, 1 fort

South Causasus- add 2 inf

East Yakut- add 2 inf

Causasus- add 1 arty

Karelia- add 1 fort

USA

E. USA- add 1 DD, 1 landing craft

W. USA- add 1 landing craft

Hawaii- move AC w/ ftr to Midway

Midway- add 1 DD

UK

UK- add 1 DD

India- add factory w/ AA gun

E. Canada- add factory w/ AA gun

Gibraltar- add 1 fort

Japan

Japan- add 1 landing craft, 1 arty, 2 CV,s with 2 ftr’s

Caroline Is.- add 1 ftr, 1 fort, 1 DD.  Remove CV/w ftr 

Philippines- add 1 DD.

