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Off Map Zones.

An off map zoneisaland territory or seazonethat is meant to be used as a playabl e space on the game map, but didn't really "fit" on the
game map in a conventional sense. Meaning, these are areas outside the primary locations the maps are meant to display. All of the
Americas, much of lower Africa, lower Australia, astretch of the Ural Mountainsin the Soviet Union and afew other placesare represented
by off map zones. All off map zones are presented by asmall rectangle, not much larger than the size of agame counter piece. To movea
unit into or out of an off map zone, you must first determine what the off map zone connects to. In some cases, some off map zones are
directly adjacent to other off map zones. In these instances, these zones are connected, the same as if two regular land territories or sea
zoneswould be connected. But often off map zones are not connected and they are never directly connected to the main maps (hence why
they are"off map"). The areasthese off map zonesrepresent in theworld ARE connected to other parts of theworld, of course, so you must
use Map Zone Connection Points to see where they connect. See below.

M ap Zone Connection Points:
Seeing as the game contains 2 separate maps, the maps provide a quick and easy meansto tell which territories, sea zones and off map

zones connect to other said locations on the other map. A Map Zone Connection Point isindicated on the map by a small white hex with
ablack number inside. Any land territory, seazone or off map zone (land or sea) containing one of these hexes connects with one or more
land territories, seazones or other off map zones. Off map zones adjacent to each other are connected. Otherwise an off map zoneisonly
connected to other off map zones, land territories and/or sea zones that also have a Map Zone Connection Point in them that shares the
same number. Say, for instance, if an off map zone hasa Map Zone Connection Point that has the number 6 in it, then any other off map
zone, land territory or seazoneon ANY of the mapsthat al so has a Map Zone Connection Point with the number 6 initisconsidered to be
adjacent and movement back and forth between those two pointsis possible.



Land Territory:
Alandterritory isany territory or off map zonethat isnot aseazone. Land territoriesALWAY S have name, though they do not always have

aresource value (though most do). Only land units may bein aland territory, excepting when seaunitsenter a"port" within aland territory.

SeaZones:

A seazoneisany areaon the map or an off map zonewhich iscolored alight blue and designed to represent awate area. Seazones do hot
have names, though they sometimes have resource values (sea trade) within them. Sea zones are only ever a light blue. Check the
col orization of the expanses of the middle Pacific or North Atlantic Oceans. Seazones may only contain shipsor ships. Land unitsmay only
be in a sea zone when being transported by a ship. Aircraft may fly over seazones, but not land in them, excepting when landing onto an
aircract carrier within the seazone.

Straits:

Any and all straits are represented on the map by aset of arrowsthat point at two land territories. A strait representstwo land territoriesthat
are separated by avery narrow waterway. Ships may pass through that waterway, yet land units may still move across straits. Land units
attacking across straitswould be subject to thefollowing penalties: Infantry -2, Artillery -2, armor not allowed. During their build new units
phase, any nation owning one or moreterritories adjoinned by astraits may purchaseanaval Mineunit and placeitinthelittle"Mine" box
located near the straits. Once placed anaval Mine can only be removed by aMine Sweeper ship unit. Note that not all narrow water ways
arestraits, asinthat land units may cross between the two territories, though some of the non straits narrow water ways may still be mined.

M ountains.

Mountains are represented on the maps by multi white peaks within a given territory. This means that particular territory isa"mountain
territory". Mountain territories differ from regular territoriesin anumber of ways. Firstly, planes (fighters and bombers) may not landina
mountain territory unlessthe mountain territory hasacity. Armor units may not attack into amountain territory at all. Infantry inamountain
territory recieve a+2 Defensive bonus and Artillery attacking into amountain teritory recieve a-2 to their Attack rolls.

Rivers:

Thegame map presentsafew of theworld'slargest riversin key areaswhere they might directly affect troop movementsand combat. These
arerepresented on the maps by aborder between two territorieswhere that border lineisblue (all other territory boundariesarejust black).
Armor units may not attack across ariver. Infantry and Artillery unitsthat attack acrossariver recieve -1 each to their Attack Levels.

Territory ResourceMarkers:

A territory resource Marker isthewhite circle with ablack number withinit. These are present in most land territoriesin the game, but not
all. A territory worth zero resourceswill have no territory resource marker present. Territory resource markersrepresent the resource value
of theterritory (see Phase 12: Collect Resources). This number will never change. A nation's native territorial resources are alwaysworth
full or face value to the native nation. To any nation that has conquered the territory, the face value is only worth half. (see Phase 12).

Naval ResourceMarker :

A naval resource marker issimilar to aland resource marker excepting that it ispresent inside aseazone. Naval resource markersare specific
to aparticular nation and are a circle with athin black outline colored inside the color of the nation for which the naval resource marker
belongs. Naval resources are resources anation is able to collect each turn, same asland resources, excepting there are anumber of ways
that collection of anaval resource may be distrupted for the turn. A nation may only ever collect naval resourcesthat are the same color as
their own nation. They may not ever be captured or conquered, only prevented from being collected.

Cities:

Certain land territories on the map are "City Territories'. This simply means they are land areas where there isamajor city of strategic
importance. There are 3 types of cities represented on the map. Capital cities are always represented by a golden star. Regular cities are
represented by asort of tan colored unusual shape. Refer to the map key on thetop left of the European map for more clarity. Thelast type
of city isacolonia city whichisrepresented by asmall white squarewith avery narrow black boundary. Inall casesacity will have number
valuelistedinside, or besideit asisthe case with many of the stars representing capital cities. Inthe case of capital citiesand regular cities,
this number representsits "fortification value'. A colonial cit's Fortification Value is always considered to bejust 1, so the number inside
acolonial city representsits "size". All non colonial cities are assumed to have 1 anti aircraft gun built into them and all citiesact asair
bases.

For tification Value:

Asmentioned above, al citieshaveafortification value. For colonid cities, thisvalueisalways 1. For all other cities, it isthe number printed
inside or next to the city. This number represents the size, population, industrialization and other aspects of a city that measure its
importance. Generally, bigger moreimportant cities are better defended and harder to assault. As such afortification value representsthe
number of "free" hits adefending players gets by virtue of defending against an attack from with the city territory. See land combat for
further details. The second thing a fortification value representsisindustrial capacity, excepting colonial cities which are considered to
have none naturally. What this means is, each city may be used as an industrial complex, allowing it to be used as a location to place
mechanized game units, with the maximum all owed to be placed out of asinglecity in asingle gameturn being equal toitsfortification value.




Coalonial Cities:

A Colonial City represents an important population center within an important colony owned by one of the major colonial powers. Itis
represented on the map by asmaller white box with anumber insideit. The number inside representsthe size and importance of the colonial
city and it will directly relate to how many units may be built out of that colonial city (see Phase: 11, Place New Units)

Major Ports.
A Mgjor portisasmall anchor symbol that iscontained within ablack circle. Major ports represent large sea ports where anation may port

large number of ships. They also represent large ship docks where the nation is capable of building new ships. A port actslike asea zone,
even though it is contained within a land territory. Ports alow ships to enter them, though only the ships belonging to the nation who
currently controlsthe port or its allies. Ships belonging to enemy nations may not enter the port or attack the shipswithin the port. In this
manner, ports may act as safe havensfor your ships. Though any aircraft unitsthat may reach the land territory that containsthe port may
opt to attack the port and any ships held within the port. Aircraft doing thiswill attack the port, but not the land territory (you must chose,
oneor the other). Fightersyou or an ally havewithin aland territory with aport may choseto intercept and combat any fighters or bombers
attempting to attack the port. Movement into or out of a port for a ship will consume one movement point. Movement into a part for an
aircraft consumes no fuel points per se, asthe port is considered within the land territory and the aircraft will use afuel point to enter the
territory. A Major Port may hold an unlimited number of ships. All ports are assumed to have 1 anti aircraft gun built into them.

Minor Ports.
A Minor Portisasmall anchor symbol by itself. A Minor port hasall of the sametraitsasamajor port excepting for two differences. A minor
port isNOT alocation where new ships may be built and aminor port may only hold 2 ships.

Hamburg-Kid Canal:

Theterritory of Hamburg (in Germany) containsthe Kiel Canal. Thiscana alows shipstotravel between the Baltic Seazone and Shagerrak
sea zone. Whatever nation controls this territory at the start of any turn may make use of the canal to allow travel between the two sea
zones. Travel between these two sea zones by use of the Kiel Canal allows shipsto bypass any Mines that may have been placed on the
Denmark straits.

Fortified Territories:

Afortified territory isany territory with one or morefaces containing aseries of small yellow circles. Any unit that would attack into acity
by way of crossing from aland territory or sea zone and would have to cross afortified line to gain entranceinto the territory is assumed
to beattacking a"fortified" position. If the defender thusly qualifies as defending from behind afortified position, then for that combat all
defending land units shall get 3 defensive dierollsrather than 1, allowing them the potential to "hit" up to 3 attackersfor each defender. A
fortified territory, iSNOT, by default assumed to befortified from attack from al directions; only those faces which would have the attacker
crossthelineof fortified yellow circles.

Gibraltar:
Gibraltar isspecial territory. Land unitson the Gibralter territory are nearly immune from air attack. Any and all aircraft attacking Gibralter
may only score a"hit" against the defenders on aroll of a"1", regardless of the aircrafts usual attack rating.

Suez Canal:

The Suez Canal shows up on this map as a short canal in the middle of the land territory of Suez. Any nation that has control of the land
territory of Suez may make use of the Suez Canal. Control of the canal will allow your shipsand your allies shipsto travel fromthe seazone
adjacent to Cairo to the north (the Med) directly to the Red Sea (an off map sea zone). Movement between those two sea zones is
represented by Off Map Connection Point 15, but said movement isonly allowed if your nation or its active allies control s the Suez land

territory.

Oil Resour ces:

Oil Resourcesarerepresented on the map by little black oil wells. They are only present in asmall number of land territories. In afew cases
an oil well will have asmall number next to it, representing multiple oil resourcesrather than just 1. Oil resources are collected separately
from normal resources and they are saved directly on the map until used, captured or destroyed. Oil resources are extremely important as
they must be spent as a part of building any ships or mechanized land and/or air units such as armor. The game comes with a suitable
number of oil resource markers, for marking saved oil resources on the map. For the sake of historical accuracy, "oil" for these purposes

represents only very large deposits of oil and coal.

ResourcesTo:

Varioussmall islands and other territories on the map will have small black text saying "to" followed by the name of another territory. What
thismeansisthe resource value of theterritory in question will automatically be collected at the place that the "to" says. This might mean
the resources will travel via seato ultimately reach the location where they will be collected for the turn. However, this should NOT be

confused with Naval Trade points. These resources can be prevented from reaching the "to" location, and thusthey can be prevented from



being collected by the nation on its collect resources phase. If the territory on the map is connected to the "to" location vialand, in order
for the resource/sto be collected, they must be able to trace aroute of connected land territories from one point to the other and where all
such territories are either controlled by the nation or its alies, or belong to a neutral nation. If the territory is separated from the "to"
location by one or more sea zones, then in order to collect the resources from that territory the player needsto be ableto trace aline of sea
zones from one point to the other where none of those sea zones contain enemy ships.

Small Territory Off Map Boxes:

There are afew territories, for the sake of reasonably accurate map representation, ended up fairly small and likely "too

small” to contain the game counters within them. For these instances, there are a series of small territory off map boxes on both European
and Pecific maps that show pictures of these territories. You may place your game counters into these small territory off map zones to
represent units actually inside those small territories.

The Game Components:
Empiresof History: WWII comeswith the following game components:

1) 21" x 33" four piece European Map

2) 21" x 33" four piece Pacific map

3) Thisrulesbooklet.

4) Manpower Chart.

5) Resource Chart.

6) Diplomacy Chart.

7) Allied Diplomacy Options Book

8) AxisDiplomacy Options Book

9) USA Diplomacy OptionsBook

10)1D10

11) Player & Neutral Nation Sheets.

12) 1360 Full color Due Cut Game Counters

13) Approx. 544 full color cut out game chit pieces.
14) Assorted B& W cut-out markers (mines, oil resources, etc)
15) 9" x 11.25" x 1.5" GameBox.

The Game units. You will find two kinds of gameunits. Thefirst are game unitsthat are already predie cut. All you need to dois punch these
units out to make them ready for game play, though be careful when punching them out to avoid any possible tearing. The other unitsare
printing on sticker sheets, but not predie cut. You will aso find blank chipboard sheets. Apply each sticker sheet to achipboard sheet, then
cut with scissors or xacto out the game units.

The Basic Srategy:

The goal issimple: complete and total victory over the enemy by any means possible within the confines of the game rules. A, complete
victory isthetotal conquest of every nation, major and minor, or asurrender from those nations not conquered. To accomplish total victory,
each sidewill haveto effectively manage all of their armed forces, squandering nothing. The game beginswith the Axis powershaving the
initiative, with Germany positioned to make conquestsin Europe and Japan in the Pacific. They have this early advantage because two of
the three major Allied powers, the USA and the Soviet Union begin the name neutral. The Soviet player begins with a somewhat weak
military and will want to sped the early game improving that strength and possibly attacking and absorbing neutral nations to gain more
resources and to better their strategic position. The Soviets may opt to partner with the Germans by signing the Partition Pack and sharing
in the destruction of Poland, and in so doing, they offset their ability to initiate war with Germany for a longer period of time without
economic penalty.

At the start of the game there are really two separate wars ongoing. The game begins with the German declaration of war and attack on
Poland. France and the British Commonwealth have already responded by declaring war on Germany. At that stage, the Soviets are still

neutral and must opt to accept the Partition Pact before they can declare war on Poland. Italy is aso neutral and may chose actions from
itslist of diplomatic optionsto decide how and when to join the conflict. The United States begins neutral and undecided how to view the
conflict, but dueto its population’s background, does tend to have a bent that favors England. Most major political decisions and actions
by the Allied and Axistroopswill have an impact on shaping the United State's view on the war and ultimately itsjoinning on one side or
the other (see US Entry). By thetime of the onset of war in Europe Japan and Chinahad already, more or less, been at war for 5 years. China
had been fragment in that era, but by the time of the general state of World War 11 it had become controlled by 3 factions. In the north the
Chinese communists had come to power and in the west an independant state of Xiang had broken away. The rest of Chinawas loosely
controlled by the Chinese Nationalists. The Chinese Communists and Nationalist factions begin the game both at war with each other and
at war with Japan while Xiang begins asaneutral state. These two separate wars remain astwo separate conflictsuntil such atimethat the



United States gets involved in one conflict ends up at war with another nation belonging to the other conflict. The acception being the
relations between Russiaand Japan, where awar between these two does not necessarily mean Japan becomes at war with any of the other
Allied powers.

Asapart of the conflict resources play an essential role. They are the "money" and materials nations need to build their weapons of war
and the finance them. As such, akey part of game play isto take resources away from the enemy and to gain them for your own use. This
means the capture of land territories and the use of ships and submarines to attack an enemy's naval trade. Also, accessto Oil Resources
can beimportant asthey are needed in order to build ships, aircraft and merchanized land units. Capturing Oil Resourcesand or preventing
accessto them by the enemy can greatly influence what each nation isableto build. Additionally, in such agreat conflict asWorld War 11,
each nation builds armiesto the maximum extent they are able, including how many men they are ableto field. As such each nation hasa
"Manpower" rating, which isessentially the maximum number of fighting aged men they can put into infantry type units. Each infantry type
unit built by that nation will reduce its Manpower rating by 1 until it isall used up. Once used up, infantry units then cost twice as many
resourcesto build and get -1 to attack values and -1 to defense values. Needless to say, running out of fighting aged men isgoing to bea
difficult event for your armies. A meansto prevent or at least delay thiseventuality isto build armies of mixed units, so that you have other
types of unitsin play besided just swarms of infantry units.

Conquest:

A nation is considered conquered when all of its cities and industrial complexess have been captured or destroyed. A conquered nation
may no longer collect resources or build units, though its existing units may continue to fight on. A conquered nation may also choose to
declare a "government in exile" and name a host nation for its armed forces. The host nation must be an aly. The host then assumes
command of the "government in exile's’ forces. The exiled nation's units may function as units of the host's army (i.e.,movement and
combat) and will remain under the host's control until the conquered nation is liberated. Liberation occurs once the conquered nation's
capital hasbeen allied controlled for two full turns. Whileagovernmentisin exileall of itsremaining territories not already captured by the
enemy are assumed to be territories originally held by the host nation

Surrender:

At the end of any turn, any nation may offer to surrender. Once a nation surrenders it exists the war and may not rejoin. At the time of
surrender all enemy nationsretain ownership of any territoriesoriginally belonging to the surrendering nation. The surrendering nation will
give 25% of its remaining resources each turn to one or more of the nations belonging to the side they surrendered to, divided up by those
victorious nations however those players see fit. An offer to surrender need not be accepted by the opposing side, but to decline a
surrender means the people of the nation attempting to surrender will have no choiceto fight on for their survival with renewed vigor. If a
nation's offer to surrender is declined, thereafter that nation shall get abonusto their manpower equal to 50% of the nation's original total
manpower. Additionally, the nation attempting to surrender will haveitsinfantry get both a+1 to Attack and Defenseratingsfor the rest of
thegame.

United SatesEntry:

The United States beginsthewar neutral. Thingsthat happen in thewar and political options chosen by the playerswill have animpact on
thetimewhen the US can enter thewar. US entry begins at zero and can go up to 15 and down to anegative 10. If the US Entry reaches 15
by the start of the US turn, the US players may declare war on the Axis Powers. If the US entry isat or below -10 by the start of one of its
turns, then the US player may declare war on the Allied powers. Some events that can affect the US Entry will have automatic number
adjustmentsto the current US Entry number. Others may have arandom chance of affecting the US entry, wherethe US player would roll
a10sided dicefor achance of the event affecting itsentry status. Any nation declaring war on the USwill automatically bring the USinto
the war on the other side.

The Units:

[nfantry:
Infantry werethe primary unitsof all WWII armies. Infantry have meager attack valuesbut defend well. Infact, at the start of play infantry

are the only unit with a good defensive capabilities and are required to effectively use the defensive bonuses of a trench.

Manpower limits:
Infantry, asareall things, alimited commodity. It takes soldiersto form an infantry unit. Each infantry unit isroughly equal to

10,000 men, or one WW1 division. Of course, each nation had adifferent organizational standard for their divisionssewe had to
goalot further than acount of divisionsto get aproper estimation of each nations, manpower limit. This manpower limit assumes
that for every infantry unit lost representing shattered and disorganized divisions), half of thefighting men arekilled and the other
half may join newly formed (purchased) infantry units. This means that once a nation has built as many total infantry unitsasits



manpower limit represents, then all of its"classA" fighting men are dead, wounded or already in uniform. After that point, old men
and adolescents are needed to fill the ranks of new infantry. Comparatively, these units are less effective soldiers, needing twice
as many to make an equal strength infantry unit. That's twice as many supplies to equip that infantry unit.

The "bottom line" so to speak isthis: Once a nation has reached its manpower limit, all infantry units purchased after that point
cost twice as much asnormal and will get a-1 to Attack and -1 to Defense values.

Mountain Infantry:
A form of specially trained infantry unit. They arelike regular infantry unitsin all ways except they recieve a+1Attack and a+2 Defense
whenever fighting in amountain territory.

Paratroopers:
A form of specialty infantry. Paratroopers are like regular infantry in most ways, excepting they can be loaded onto Bomber

units and dropped into an enemy held territory.

Marines:.
A form of specialty infantry, marines do not suffer the attacking penalties when doing a beachlanding attack.

Militia
A form of infantry. Militiaare cheap to build because they are comprised of regular citizens hastily cobbled together into afighting force,
but they lack much training and tend to be poorly equipped.

SSlinfantry:
A form of eliteinfantry units belonging only to the Germans. They can not be built until the German player choses the political option to

"field" the SSinto the regular army.

Artillery:
Artillery attack well but defend poorly. They are useful units asthey do not consume amanpower point when built. Additionally, Artillery
units on defense can help to prevent Armor Breakthrus.

Armor:

Armor (tanks) were invented during World War |, but did not evolveto be atruly deadly and essential part of land armies until World War
I1. They both attack and defend well, but are not cheap to build and require one Oil Resourcein order to build. Armored unitsare dangerous
on the attack for their potential to lead an Armored Breakthrough. See Land Combat. Armored units do not consume a manpower point.

SSArmor:
A form of elitearmor belonging only to the Germans. Can not be built until the German players chosesthe political optiontofield theminto
thearmy.

Cavalry:
Outdated by World War 11, cavalry were not particularly effective units. Only asmall number of nations even usethem asaunit type. They

have afair attack and poor defense. They consume a manpower point when built.

Generals

Generals represent the high-ranking field commanders that led the armies and guided the trategies in WWI. Each general has its own
combat rating according to his historical role and abilities. Generals are not units which can be taken as casualties, nor can they attack by
themselves. Generals accompany units on attacks or stand with them in defense. They add their combat factors, divided any way the
players chose among the troopsthey are with. Troops receiving the bonus cannot have their combat ability raised above 9. Once assigned
for acombat, a general's point cannot be reassigned for each new round within that combat. A general is destroyed when the troops they
arewith are destroyed. Once destroyed, a particular general is removed permanently from the game. If anation has no "named" general
countersleft un-built, then they cannot build any more general unitsfor the remainder of the game. When building anew general, all unbuilt
generalsfor that nation should be turned upside down so the general that isbuilt is selected at random. Generals may be transports by any
ship and if transported by a transport, they use none of the transports's load capacity.

Anti Air Guns.

Anti Aircraft weaponry is used to help protect select land areas from air borne attack. You may have multiple anti air gunsin asingle
territory. Citiesand portsautomatically are assumed to have 1 anti air unit with them, always. Theseanti air gunsbuilt into citiesand ports
may not betaken asa"lose" and simply sop fighting at the end of any turn when all other defenders of that territory have been eliminated.
Each AA unit getsonly onedieroll against enemy planes entering the given territory; not one dierole per plane. Multiple AA units may be
placed in oneterritory. The AA roll against aircraft happens before any other combat. Planes destroyed do not get to attack. AA units may



not be used in an attack, nor may they accompany troops moving into an enemy territory. Anti air guns may thusly only be movedinto a
territory you already controlled at the start of your turn.

Battleships:
Prior to World War |1 battleshipswere the kings of the high seas, to be replaced eventually by aircraft carriersand naval air. But battleships

remain the kings of ship to ship naval battles. In addition to naval combat, battleships may also shore-bombard to assist beach landing
units. In order to do a shore bombardment the battl eship must have started the turn in a sea zone adjacent to aland territory where you have
forces attempting abeachlanding assault. The battleship may get 1 attack roll for the first round of combat, but does not get to participate
inlater rounds of combat. You may use amaximum of 1 battleship to shorebombard for each |and unit you have beachlanding. For instance,
if you have only 1 land unit attempting to beachland, you could not use 2 or 3 battleships to shore bombard; just 1. The first time a
battleshipishit, it is considered only damaged and must be hit another timein order to be destroyed. Damaged battl eships may not attack
or shore bombard, but may move and defend. A damaged battleship may be repaired for 20 resourcesiif it has started the turn in a port
controlled by that nation or an allied nation.

Destroyers/Cruisers.
These are the support ships of the navy. Destroyers only have about half the firepower of a battleship and can be destroyed with asingle

hit, but are also the fastest ships around. Destroyers cannot shore bombard.

Transports.
These are military and merchant ships designed to carry any needed material across seazones. A transport may carry either resource points

or troop points, but not both at the same time. Resource points represent a nations' production capacity. These are shown on the maps as
numbers, with each territory having one resource value. (See Phase 12: Collect Resources).During the Naval Movement phase atransport
unit may pick up saved resources placed within aterritory with aport. Any number of resources may be transported. Resource points may
be kept on transportsfor any length of time. Once naval movement is compl ete, those resources may be unloaded into any port in aterritory
adjacent to the seazone thetransport isin. If that ports bel ongs to the same nation the resources belonged to, then the full amount arrives
safely. If the resources are being given to another nation see Phase 12: Collect Resources for information on resource lending.

All transports begin play with amaximum load capacity of two troop points. Aninfantry unit uses onetroop point to transport and all other
land and air units requiretwo troop points each. A transport cannot carry more troop points than its maximum capacity, though its maximum
capacity can beincreased by weapons research. A transport that is picking up more than one unit may pick up those unitsfrom more than
oneterritory aslong as al of the territories are adjacent to the sea zone the transport isin. Likewise, the transport may unload units into
different territories so long as all territories are adjacent to the sea zone the transport isin. A transport may move before picking up units,
but may not move after dropping them off. If at any time atransport is sunk while carrying troops or resource points, then whatever was
being transported is also sunk.

Aircraft Carriers:

Aircraft carriersgrant anation two great advantagesin naval conflicts. First, an aircraft carrier allows extended ariel operationsfor alimited
number of fighters. This can become especially handy when hunting down submarines. More important is that with fighters onboard, an
aircraft carrier supplementsthose other naval unitswhen attacked by land-based aircraft (See phase 8: Air Combat). Aircraft carriersat the
lowest technology level can carry 2 fighter units, and, like battleships, require 2 hitsto be destroyed. Damaged carriersrequire 25 resources
per hit to repair. A damaged carrier cannot launch fighters, though fighters may still land on it.

Submarines:

Submarines are submersible torpedo boats designed to sneak up on merchant convoys and sink important weapons and supplies.
Submarines are ableto avoid standard detection through its ability to dive beneath the surface of the water. During game play asubmarine
is able to share the same sea zone as enemy ships. Historically submarines were responsible for sinking thousands of tons of supplies.
During play there are two phases where submarines may take actions. They may move during the Naval Movement Phase like any other
ships. Submarines may move through any sea zone, regardless of the existance of enemy ships. Though a submarine trying to cross a
straits that has been mined will still have to make the mine field die roll as other ships to seeif they survive. The first phase involving
submarines is the Submarine Interception segment of naval movement. During this phase submarines will have the option to attack any
shipsthat are passing through or end the turn in the sea zone the submarines are in. The second phase rel ating to submarinesisthe Collect
Resources phase. That isatime when submarines may attempt to attack merchant shipping and eleminate someto al of the Naval Trade
anation has within the sea zone a submarineisin.

Fighters:

Movement for aircraft worksdifferently than for any other units. Movement ismeasured in fuel expended not distance covered. All fighters
begin with fuel points. On your nation sheets you will notice under movement fighters have 2 numberslisted. Thefirst isthe fightersfuel
points, which limitsits ability to fly and operate at distances. The second isthe number of territories away that it may "intercept" enemy
aircraft. It takes 1 fuel point to enter any land territory and | fuel point for each round of combat the fighter participatesin (Anti-Air shots
do not count as a round).



For example: A fighter attackstheterritory adjacent to it. It used 1 fuel point to moveto that territory. Thefighter

participatesin thefirst round of combat, which uses another fuel point. The fighter will have used 2 fuel pointsand will require athird to
fly one territory away and land.Movement into a sea zone requires 2 fuel points This represents the fact that most sea zones are at least
twicethesizeasany land territory. Fightersbased on an aircraft carrier or based within aland territory do not use any fuel pointsto engage
inan air combat over that territory, though each round of battle will still consume afuel point. Fighters are listed as having two combat
values. The higher combat valueareonly for "air battles" whilethelower combat valueis applied with thefighter isengaged in aland battle
(lending air support to theland battle, that is). fighters have adistinct advantage against infantry, asinfantry are not equipped with thelong
range heavy weaponry needed to be effective against aircraft. If an attacking forceisall air (no land units), al defending infantry get -3to
their normal defensivevalue.

A fighters second type of movement iscall air interception. Thisisthe distance away afighter may move onitsdefensiveturn, to intercept
enemy aircraft engaging in a mission over ancther territory. At the start of play the interception range is typicaly just 1, but radar
technology can give your fighters an additional +1 range to air interception. Fighters are automatically allowed to intercept and engage
enemy fighters and bombersin air combat when those enemy aircraft move into the same territory to carry out a bombing mission or to
generally attack theterritory. Air interception allowsyou fightersto move 1 (or 2 with radar) territories adjacent, to intercept enemy aircraft
attacking into those adjacent territories. Moving into 1 or 2 territories away to intercept enemy planes does consume 1 fuel point for each
territory though.Fightersmay not land or operate out of any territory. They requirean air base. All citiesautomatically automatically count
asanair base. Aircraft carriersalso count asan air base, but limited to their fighter carrying capacity. Otherwise, afighter may only land in
aterritory if that territory also contains an airbase unit.

Bombers.

Bombersarelargeaircraft designed for longer range flight and can carry heavy payloads. Bombers have poor air combat values, but strong
land attack values. On your nation sheets, abombersfight combat valueisits"air combat" value. Bombers can not intercept and therefore
arenever the attackersin an air combat. The second combat value listed for abomber isitsland attack value. If an air attacking forceisall
bombers, defending land troops except for anti air guns do not get a defensive roll, though bombers only get one round of combat (bulk
dropping of bombs) in this case before their payloads are empty.

Bombers may be used in one of several ways Bombers may attack unitsjust asfighters can. Bombers may also do industrial bombing and
tactical bombing (see Phase4: Industrial & tactical Bombing) or bombers may drop paratroopers. Bombers expend fuel for movement and
combat in the same way as fighters. Bombers may not be stationed on aircraft carriers. In order for a bomber to pick up and drop
paratroopers, the paratrooper must start the turn in the sameterritory asthe bomber unit. 2 Paratrooper units may be carried by abomber.
A bomber can drop the paratroopers into any territory the bomber itself is able to reach, but the bomber must first survive any air
interception that might occur in that territory first.

Industrial complexes:
Theserepresent major industrialized regionswithin acertain territory. All newly purchased Artillery, Armor, Anti-Air Guns, Fightersand

Bombersmust be placed on the mapswithin territorieswhere the producing nation has Industrial complexes. The Industrial Complex must
bein aterritory under the producing nation's control at the beginning of that nation'sturn in order for any newly built units to be placed
there during the unit placement phase. Newly built Industrial Complexes may only be placed:

1) Inaterritory originally held by the nation.
2) Territory under the nation's current control.

Industrial Complexes have adefenserating of 1. If aplayer chooses, the Industrial Complex may participatein the defense of theterritory
itisin, butif it doesit issubject to possible destruction like any other unit. If the Industrial Complex does not participate in the battle it
cannot bedestroyed. All non colonial citiesautomatically are considered to be"limited" industrial complexes. Unitsrestricted to being built
out of anindustrial complex may be built out of cities, limited each turn to anumber being placed equal to thecity'sfortification value. The
automatic industrial complex feature of citiesdo NOT get adefensiveroll likeindustrial complex units built and placed onto the map, nor
can they be taken as a casualty (they are always a part of the city).

Industrial complexes have no limit to the number of unitsthat may be built in them within asingle turn. Though units bought and placed
through an Industrial Complex built within acolonial territory will count against thetotal build limit of the colonial city that isapart of that
colony. If aseriesof colonial terriorieshasno colonial city, then an Industrial Complex may not even be built and placed in thoseterritories.

Naval Mines:

Naval minescan bebuilt and placed into narrow water waysto restrict naval movement from between the two sea zones connected by that
water way. To build anaval mineanation must own one of theterritory adjacent to the narrow water way. Narrow water wayswhere mines
may be built are marked on the map by alittle blue box in thewater with theword "mine" within. One or more minesmay be built into each
narrow water way. Any time any ship (yoursor your enemy's) attempt to move acrossthe narrow water way, all shipswill be subject to one



roll from each mine present. That meansasingle minewill get one combat roll against each and every single ship moving acrossthe water
way. If two mineswere present, you would get 2 combat rolls against every single ship moving across the water way.

Partisans:

Partisans are non standard unitsthat are like freedom fighters, opposing occupation of homeland territories by enemy troops. They neither
attack well or defend well, but they can serve a strategic purpose as they can be built behind enemy lines. Only ahandful of nations can
build partisans. A partisan can only be built if your nation hasterritory occupied by an enemy at present. Once paid for, when it comestime
to place the partisan unit it can only be placed on one of your homeland territories currently owned by an enemy nation, but it must also
be aterritory absent of any actual enemy land units. Partisan units operate as if infantry units and they may liberate territories and even
attack outside of your homeland territoriesinto territories adjacent to one of your homeland territories, but they may not move further away
from your homeland than that. Partisans exert a zone of control affect on all territories adjacent to the territory they are in, where those
adjacent territories do not have an enemy land unit within them. On the start of the enemy player'sturn, all such affected territories may not
be used to strategic move unitsinto or out of, nor may aline of supply betraced through the affected territoriesfor the purpose of strategic
movement of territoriesto territoriesthat lay beyond. If apartisan's presence or itsexerted zone of control affect isstill in affect by theend
of the enemy nation's turn, they can also sever lines of supply for the purpose of resource collection. Partisans units do NOT consume a
manpower point when built.

Minesweeper:

Minesweepers are specialty ships designed to try and disarm naval mines. Any minesweeper ship that begins the turn in a sea zone that
hasanarrow water way on one of itsbordersand where that water way has been mined, the mine sweeper may attempt to disarm the mine.
The minesweeper may attempt to disarm one mine per turn. The disarm attempt happens before naval movement, so if the minesweeper is
successful it can remove the naval mine and make the way clear for other naval ships of yoursto then cross through to the adjoinning sea
zone safely. When attempting to disarm anaval mine, roll 1D10. Onarall of 1-3theminewill bedisarmed. Onarall of a10, the minesweeper
will be destroyed by the mines.

Game Set Up:

Empiresof History: WWII comeswith anumber of small bookletsand ahost of nation sheetsand afew game charts. It isrecommended that
the nation sheets and charts be photocopied to preserve back-up copies. The nation sheet datais extremely important not to lose, asthey
contain unit information and costs and anation's starting unit placements. When setting up the game, you will also need to find table space
for the Manpower Chart, Resource Chart and Diplomacy Chart. The two maps need not be set up on the sasmetable area, but you will find
game play is easier when you can see both maps close together.

Before play can begin, each player will need to place all of their nation/s' starting units on the map, their starting nation's marker on the
starting manpower chart and on the starting resource chart. The turn marker should be placed on the Sept/Oct 1939 box on the turn chart
on thelower left hand side of the Pacific map.You will need to divide up the nationsinto two principle sides. Onefor the Axis powers and
one for the Allied powers. How best to do thiswill depend on the number of players you have in your group. We suggest the following
divisions.

Two Players:
1) All Axisnations
2) All Allied nations

Three Players:

1) All AxisNations

2) England (and minor colonies), Chinese Communists, Soviet Union

3) Poland, France, Chinese Nationalists, USA, British Mg or Colonies (India, Canada, Australia+ NZ. SAfrica)

Four Players:

1) Germany + all minor dlies

2) Italy, Japan

3) England (and minor colonies), Chinese Communists, Soviet Union

4) Poland, France, Chinese Nationalists, USA, British Major Colonies (India, Canada, Australia+ NZ. SAfrica)

FivePPlayers:

1) Germany + all minor dlies

2) Italy, Japan

3) England (and minor colonies), Poland, France

4) Soviet Union, Chinese Communists

5) Chinese Nationalists, USA, British Major Colonies (India, Canada, Australia+ NZ. SAfrica)



Six Players:

1) Germany

2) Italy + all Axisminor allies

3) Japan

4) England (and minor colonies), Poland, France

5) Soviet Union, Chinese Communists

6) Chinese Nationalists, USA, British Major Colonies (India, Canada, Australia+ NZ. SAfrica)

Seven Players:

1) Germany

2) Italy + all Axisminor allies

3) Japan

4) England (and minor colonies)

5) Poland, France, British Major Colonies(India, Canada, Australia+ NZ. SAfrica)
6) Soviet Union, Chinese Communists

7) Chinese Nationalists, USA

Eight Players:

1) Germany

2) Italy + all Axisminor allies

3) Japan

4) England (and minor colonies)

5) BritishMajor Colonies(India, Canada, Australia+ NZ. SAfrica)
6) Soviet Union

7) Chinese Nationalists, USA

8) Poland, France, Chinese Communists

* Minor nations allied to aparticular major nation will taketheir actionsin the same phase asthe major power they areallied to. Thisphase
isfor minor nationswhich are at war with neutral major nations.

Phase 0: Air Rebasing:
At the start of each turn, you must land any aircraft that werein flying cover positions (whether in seazones or over land) to any legal land
based air base or aircraft carrier within range. (see Phase 5 and Phase 7 for air movement details)

Phase1: DiplomaticActions:
During this phase a player has anumber of different diplomatic actions available to them: These are detailed below:

1.1: Declarations of War: Any nation the player intends to attack thisturn, if the player is not yet at war with that nation, then they must
declare war on them at this point. Make sure to determine the effects of the declaration of war on US Entry or any other neutral major
nations.

1.2: Diplomatic Influence: Most minor nations and some major neutral nations can beinfluenced by the major nationsalready activeinthe
mainwar. There arefive diplomatic stands on the chart bel ow; these are Central Power Camp, Favorableto the Central Powers, Completely
Neutral, Favorableto theAllies, and the Allied Powers Camp. All neutral minor nations begin either neutral or favorableto one side or the
other.

AXis Favorable Neutrd Favorable Allied
Camp AXxis toAllies Camp

A nation may spend 10 resourcesfor a chance at making aneutral nation more favorable to them. The chance of thishappeningis2in 10
per attempt. Only one attempt can be made on a particular nation by the player each turn. For instance, Spain begins the war compl etely
neutral. Germany could spend 10 resources for a diplomatic influence attempt on Spain. Assuming the roll was successful, Spain would
then become favorableto the Axis Powers. If Germany or another Axis Power nation could successfully influence Spain again, then Spain
would jointhe AxisPowersside. If, however, an Allied nation successfully influenced Spain before that time, then Spain would move one
position closer to friendly relations with the Allies and become neutral again.

A few minor nations begin the game favorable to a particular nation. This means they are favorable to whichever alliance that nation
belongs to. Any members of that alliance may attempt to influence such a minor, but the nation that the minor is favorable to may make
diplomatic influence attempts on the minor for acost of only 7 resources. Nationswith a* beforethem can be diplomatically influenced, but



such attempts shall only succeed onaroll of 10. Check the Diplomacy Chart for further information on neutral swho begin favorableto one
side or the other.

1.3: Nation Specific Diplomatic Options. All major powersin the game have specific diplomatic options unique to them. Unlessaparticul ar
diplomatic option specifies a different time or circumstance on when it should be played, now would be the time to play any of other
diplomatic options you wish to play this turn. Remember to resolve the affect of playing said options on the US Entry.

1.4: Surrender: At this point anation may offer to surrender. If the surrender isaccepted, return all troops from the surrendering nation that
areoutside of itshomeland territoriesto its capital. Leave all other troopswherethey are. That nation now becomes aneutral and will pay
its 25% of remaining resourcesto sideit surrendered too. If any nations do not accept the surrender, then the player’snation remainsat war
with those nations.

1.5: Resource Gifting: Nations may attempt to gift resourcesto allies. Thisgifting isindependant of the various "support" options certain
nations have as political options. In order to gift resourcesto a nation, any number may be gifted, but the resources to be gifted must be
able to trace an uninterrupted supply route by land or by seato the target nation to recieve the gift. See the collect resources phase for
details on resource collection and supply routes. Resources gifted in thisfashion are halved, rounded up, once gifted. Only resources may
be gifted, not manpower. Oil resources may be gifted, but the Oil Resources must be physically moved. More on that a bit further down.

Phase 2: Technology:

A player may now attempt to develop new technologies or pay to upgrade units for technologies already developed. For the cost of 10
resourcesthe player may select atechnology to try and devel op. They may attempt to devel op as many different technol ogies asthey want
at acost of 10 resources per, but cannot make two attempts on the same technology in the same turn. Different technol ogies that apply to
the same unit type still count as different technologies. A d10 is rolled and on a result of 9 or 10 the technology is gained. Many
technologies can support more than one advancement. The number of gains that may be attained with each technology and the bonuses
applied from that technol ogy arelisted on thetech upgrade chart, acopy of which can be found on the back of each nation sheet. A handful
of nations begin with one or more technol ogy advances already. Thesewill belisted on the backs of each nation sheet. Most tech upgrades
aresdlf explanitory, but afew require abit more detail. Theseare:

1) Armor Breakthroughs.

With the Armor Breakthrough technology, your armor and infantry supporting them are better able to exploit holes punched
through the enemy lines. Seeland combatsfor adefinition of astandard breakthrough. With the armor breakthrough technology
your forces may move onto to attack another territory so long asyou capturethefirst territory and have morearmor remainingin
your attacking force than your next target territory (the 2nd to be attacked) hasin armor and artillery combined. With the
breakthrough technology, it does matter how many armor and/or artillery you haveto defeat in the first tettitory attacked.

2) DiveBombers.
With thistechnol ogy, fightersyou have participating in land combatsroll to hit and if they are successful, you chose the unit that
they destroyed, as opposed to the defending chosing his loses. You can not chose a general.

3) Heavy Armor.

In addition to the other bonuses, your armor units must now take 2 hitsin order to be destroyed. However, when chosing where
to assign hitsto your troops in battle, once you have assigned the first hit to an armor, you must also assign the next hit your
troops haverecieved to the same armor. Armor that recieve oneit but are not destroyed by the end of the battle automatically heal
that hit.

4) Heavy Bombers.
Your bombers now get to roll 2 attack dice. They get them when doing land attacks but also when doing industrial and tactical
bombings.

Phase 3: Build New Units:

During this phase players may spend saved resources on new units. The player selects al of the units they want to purchase, adding up
their value and making sure they have not spent more than the total number of resources they had saved. Resources saved in different
locations (See Phase 11: Collect Resources) cannot be grouped together for spending purposes. Also, when spending resources saved in
different locations, make sure to group these purchased units into different stacks so as to remember what locations they were build out
of. For instance, the British player may have saved 80 resourcesin England and 14 resourcesin Egypt. The British player would spend his
80 resources on one stack of units and set them off to the side. He would then spend his 14 resources on another stack of units, albeit a
much smaller one, and also set it off to the side, keeping it separate from those units purchase for England. All purchased units are not
placed on the board at thistime (see Phase 11: Place New Units). Also remember to check your nation sheetsto see the Oil Resource cost
for building each unit, then subtract the necessary Oil Resources you have saved up on the map. Those Oil resources must be ableto trace




a supply line to the location the resources were saved and are being spent.

When building ageneral, placeall available general unitsface down and mix them up. Pick ageneral from those available at random.Items
built will not all get to be placed onto the maps later thisturn. Many itemstake longer to build than that. Any unit with adash for abuild
timewill get placed later thisturn. Set them aside, keeping them divided into groups by production area aslisted above. Anything with a
production time of 1 or greater will get placed onto the build chart listed on thelefthand side of the European map. Itemswith a1 build time
will be placed on the "Enters Next Turn" block, itemswith 2 listed asabuild timelisted onthe "Entersin 2 Turns" block and so forth. Also
attempt to keep these units divided by production area.

Phase4: Industrial & Tactical Bombing:

The player may now attempt industrial and tactical bombing missions against the enemy. Industrial bombing raids can be done with any
bombers units, but not with fighters. Industrial bombing can be targeted against an enemy Industrial Complex, an enemy City or any
territory on the map that an enemy has stored Oil Resource points. Each bomber that successfully penetratesthe AA fire and intercepting
fighters (See Phase 8: Air Combat) getsto either subtract 1D10 resourcesfrom thetarget nation’s saved resources or 1 Manpower from their
Manpower reserves or one saved Oil Resource from those stored in theterritory. Resource bombing must target an industrial complex while
Manpower bombing must target an industry complex or acity. Oil bombing may target any territory with Oil Resources saved onit. You can
not reduce more resources than the value of theterritory being bombed. If you targeted manpower instead, the manpower lost is subtracted
from the nation/colony for which the city belongs. If a nation or colony has already reached its manpower limit, bombing to target
manpower has no affect.

Any aircraft may attempt tactical bombing. Tactical bombing is the targeting of strategic positions prior to an attack in order to aid that
attack. Such targets could include bridges, known supply routes, ammunition depots, artillery locations, relief troops or any number of
other things. Any aircraft that successfully make it passed any AA fire and/or intercepting fighters automatically score 1 Tactical Strike
Point. If three or more Tactical Strike Pointsare scored against aterritory inasingleturn, then any infantry attacking that territory that turn
receive a+1totheir attack ratings. Industrial and tactical bombing missions constitute the participating aircrafts’ action for theturn. The
aircraft cannot move, re-base, or participate in combat on any turn it does abombing mission.

Phase 5: Naval M ovement:

Before naval movement can begin, all ships must be assigned to atask force. A task force is merely agroup of shipstraveling together to
execute the same mission. A submarine or group of subs may then attack the ships (see Submarine Interception) within a particular task
force without having to confront all shipsin that sea zone. Aircraft may be sent into a sea zone during naval movement and assigned to a
task force as cover. If subs attack that task force, the aircraft may then participate in the battle. Aircraft being sent into a sea zone without
any accompanying shipsto attack an enemy fleet also move during naval movement.

Example

British player has 2 battleships, 5 destroyers and 3 transportsin sea zone B. He assigns 1 transport, 1 battleship and 1
destroyer to task force #1, which has the transport pick up 2 infantry form territory A and move into seazoneA. 1 destroyer is
assigned by itself to be task force B, witch is sent to sea zone C to help out against a German sub pestering the fleet there. 1
battleship, 1 destroyer and 2 transports are assigned to task force C, which picks up 4 infantry from territory A. Task force C
remainsin seazone B so the transports may attempt to land the infantry they picked up interritory B. Theremaining 2 destroyers
are assigned task force D and do nothing, as they used up their action earlier trying to detect subs.

Phase 5.1: Submarine Interception:

Once aplayer has assigned shipsinto task forces, aplayer with subsin the same seazone may choose to have the subs attack any number
of task forces. A sub may intercept and attack any task force moving into or out of the sea zone the submarines are in or attempting to
offload atransport into aterritory adjacent to the sea zone the subs are in. Task forces which are doing none of these things may not be
targeted by subs for interception.

Example

Using the example above, let us say the German player had 4 subsin seazone B. He could send substo intercept task forcesA,
B and C but not D. He decides that going after C istoo risky, but task forcesA and B make tempting targets. He sends 2 subs
against the 1 destroyer in task force B, fairly certain of success. He sends the remaining 2 subs against task force C, not because
the odds suggest total victory, but because with decent luck will cause the British player to lose either a battleship or the loaded
transport and the destroyer. Either outcomewill mark asmall economic victory for the Germany u-boat navy.

Combats that arise from sub interception are fought as usual with the following exceptions. If the attacking subs attempt to retreat the
combat ends but the surviving subs remain in the sea zone. The intercepting subs cannot retreat if aircraft are assigned to the naval task
force, but once the aircraft are forced to return to land (due to lack of fuel points), then the subs may retreat as usual.



Phase 6: Naval Combat:
There are severa steps involved in naval conflicts. All naval battles, including those that occur from submarine detection and sub
interception can be resolved by using these steps.

Step 1) Any fighters stationed aboard undamaged aircraft carriers may attempt to intercept any aircraft in the attacking force and engage
inair combat (seeair combat).

Step 2) Defending shipsget toroll their defensive factors against any attacking aircraft that makeit past theair battle (if any). Any ship that
rolls equal to or less than its defense factor successfully scores a hit against the attacker. The attacker removes on plane for each hit that
istaken. Aircraft at this stage do NOT get to roll against the defending ships.

Step 3) Any AA guns on the ships get to fire at the planes that are going to attack.

Sep 4) All attacking shipsand surviving arracking aircraft roll for hits. Then defending shipsand planesroll for defense. Playersroll 1D10
for each ship or aircraft, with aroll equal to or lower than the ship’s attack/defense level meaning that ship has scored one“hit” against the
opposing force.

Step 5) Both the attacker and defender take losses, removing one ship for each “hit” the opposing side scored that combat round. Except
for Battleshipsand Aircraft Carriers, both which can take two or more hits before they are removed from play. Hits scored by AA gunscan
only be used to destroy planes and hits scored by submarines can only be applied to ships. If no such targets remain, those hits can not
be assigned.

Step 6) The attacking force may now opt to retreat into any allied occupied or empty sea zone. Retreating aircraft are subject to 1 round of
defensive fire by the defending ships as listed in step 2, but no AA gunfire.

Step 7) If the attacker does not retreat, then repeat steps 4-7 over until the attacker retreats or thereisawinner.

Phase7: Land M ovement:

The player now moves any land and aircraft unitsthey wish to move. None of the aircraft can have participated in submarine detection or
naval movement earlier intheturn if they areto be moved during the land movement phase. If abomber began theturnin aterritory with
paratrooper units, then it may load up to 2 paratrooper units before moving. When moving unitsinto aterritory that contains enemy units,
thenair and/or land combats occur (see Phases 8 and 9). Moving aunit into an enemy controlled territory containing no units automatically
puts that territory under the moving player’s control or liberatesit for an aly if it was originally owned by an aly nation. Aircraft cannot
captureterritories. Unitsthat were picked up by transports during the naval movement phase may moveinto aterritory adjacent to the sea
zone they are in at this point. If the units move from the transports into an enemy owned territory (even those territories that are not
occupied by enemy units), then aNaval Invasion will take place.

Phase 7.1: Strategic Movements:

In place of standard movement, a unit may do a strategic move instead. Strategic movement represents the rapid transit of aunit viathe
roads and rail lines within the nation. A strategic move alows a unit to travel any number of friendly controlled (and incorporated)
continuous land territories. Each and every territory on the map has a strategic movement capacity, with that capacity being equal to one
unit for each resource point of theterritory. The maximum number of unitswhich may be strategically moved in and/or out of aterritory in
asingleturnislimited by the maximum point value of theterritory involved. Unitswhich moved during Phase 7 cannot strategically move
inthe sameturn.

Example

Japan has just declared war on Russia and the Russian player now needs to strategically move more troops out east to shore
up his defenses. Russia has a couple of infantry in -~ Tambov which he can afford to pull off the front, whichisjust perfect
since Tambov only has aresource value of 2 and thus can only have a maximum of 2 units strategic in or out (combined) in one
turn. The Russian player opts to move one of those infantry to Aga and the other to Chita. Aga has aresource value of 1 so that
is the maximum number of troops that could move strategically moved into or out of it, but Chita has aresource value of 2, so
another unit could yet strategically movein from somewhere el se.

Phase8: Air Combat:

When aircraft moveinto aterritory (or seazone) containing enemy fighters, the enemy fighters have the option of intercepting or letting
them go. When an interception is chosen, air combat occurs. Additionally, when enemy aircraft have moved into aland territory adjacent
to another territory where you have afighter (or 2 territories away with the appropriate fighter tech upgrade), and the territory they have
moved intoiswherethey will be either strategically bombing, tactically bombing or aiding inaland battle, then your fighters may intercept
from those other territories, using afuel point to move into the territory under attack. Air combat is fought in the same manner asland




combat with the exception the both the intercepting fighters and the attacking aircraft use their attack values as their combat rating.
Remember, that bombers always use their defensive combat valuein air combats. Air combat unfoldsin the following order:

Step 1) Both sidesroll aD10 for every aircraft they have in the combat. All fighters fight using their attack ratings. Bombers use their
defense rating. Any unit that rolls equal to or less than its combat value will score 1 “hit” against the opposing force.

Step 2) Both player remove one aircraft for each “hit” scored against them by the opposing player.Step 3) Any bomber that is carrying
paratrooper units which has survived the first round may now "drop" those paratrooper units onto the territory below. Bombersthat are
carrying paratroopers may "defend" in the air combat, but will not then also be able to "attack™ come the land combat phase.

Step 4) Each planeremoves 1 fuel point. Those planeswhich must disengage from battle for lack of fuel points must |leave the battle and
beflownto afriendly controlled territory within range (fuel pointsremaining). Intercepting aircraft may expend al of their fuel pointsinthis
battle, since once they disengage they need only land in the territory that is under attack. The attacking player may now decide to retreat
and end the battle. If he chooses to remain and the intercepting player still has fighters remaining, then repeat steps 1-4.

If the active (player currently taking histurn) hasaircraft which areintercepted and successfully defeats or merely outlasts (hasalot more
fuel points) the intercepting aircraft, then the mission the aircraft had originally been sent on to fulfill for the active player may continue,
assuming those planes still have enough fuel points remaining to do so. This could mean moving beyond theterritory the air combat took
placeinto do atactical and resource bombing mission, or merely to attack the territory that the air battle occurred in.

Phase9: Land Combat:

Land combat occurs whenever the active player moves land/air units into an enemy controlled territory containing enemy units (this
includesdropping paratrooper unit onto an enemy held territory). Thisincludesfree standing Industrial Complexesif the defending player
opts to them defend. Before combat occurs, be sure to apply any beach landing penalties to the attacking force. Remember that these
penalties cannot lower aunit’s attack value below 1. Attacking aircraft can only participatein theland battle if those aircraft still have two
or morefuel pointsremaining after any air battlesthat took place.Land combat, like air combat, isresolved inafew quick steps. Firstly, if the
defending player hasany Anti Air unitsin theterritory, theroll 1D10 for each AA Gun unit now. Thisisthefreeroll that AA unitsget and
the attacking force does not get to roll in exchange. Hits scored by the AA units can only be applied to attacking aircraft. Once AA guns
have rolled, proceed to the following three steps:

Step 1) Bothplayersroll 1D10for each unit they have (attackerstrying to roll equal to or lessthan each unit’sattack value, defendersrolling
equal to or lessthan their defense value), adding up the number of Hits they score against the opposing force. Remember that defending
fightersin the territory under attack now roll based on their defense value, even if those fighters also participated in an air battle which
preceded the land battle.

Step 2) Both playersremove 1 unit for each hit scored by the opponent (unlessin the case of Heavy Armor, in which case 2 hits may be
applied to an armor unit beforeit isremoved). The defender may opt to lose an Industrial Complexeinstead of aunit, but can not lose the
city; it merely stops fighting once al other defending units have been destroyed.

Step 2.1) City Fortifications. Each city on the map hasa"fortification value". Each city'sfortification valueis marked on the map
by anumber on or next to the city, excepting colonial citieswhich awayshave afortification value of 1. The defending player may
skip applying 1 hit for each point of city fortification value. City fortification points do not replenish from oneround of combat to
the next, so as they are consumed during the course of the battle, once al used up, then the defending player will need to start
removing unitsfor additional hits scored against them. City fortifications are never "detroyed", just reduced during the course of
abattle. Once the battle has ended, a city's fortification returns to its full amount.

Step 3) Attacking player subtracts 1 fuel point from all attacking aircraft. All aircraft which must disengagefor lack of fuel pointsleave and
fly to whatever friendly territory they can reach. Aircraft * must* disengage with enough fuel pointsto safely returnto afriendly territory.
If any attack would make thisimpossible, then the aircraft cannot take part in that attack. If the attacking player wishes to continue the
attack, repeat steps 1-3.

Phase 9.1: Naval I nvasions:

A naval invasion occurswhenever land units move from atransport into an enemy owned territory. The natural defenses of acoastlinewill
apply penaltiesto the invading force. Tanks may not participatein naval invasionsat all. Infantry are -3 and artillery are -4 to their attack
value. Aircraft receive no penaltieswhen attacking a coastal territory and/or in support of anaval invasion. Beach landing forcescan NOT
retreat from a naval invasion. In addition to applying penaltiesto the invaders, every nation has a coastal defense force. These are small
coastal guard units stationed to help repel invading forces. Each and every naval invasion will face a1 defense factor coastal defense unit
in addition to any other defending unitsin that territory. The coastal defense unit will always be thefirst unit lost by the defending force.
This coastal defense unit isNOT present for attacks which are made solely by land, even if it isa coastal territory being attacked.




Phase 9.2: Armored Breakthroughs:

An armored breakthrough can happen any time the attacking force attacks a territory with more armored units than the defender has both
armor units and artillery units. When this happens and the attacking player captures the territory, they "may" be able to move into an
adjacent territory. The adjacent territory can befriendly or enemy owned. If it isfriendly owned, then the armor and any mechanized infantry
may moveinto thefriendly territory. If the adjacent territory isenemy owned, then the armor and any mechanized infantry may moveinto
the enemy held territory and attack it, but only if that next territory haslesstotal armored and artillery unitsthan the breakthrough force has
armored units. Thiswill lead to the resolution of another land combat. Artillery may never accompany forces on abreakthrough asthey do
not have the necessary movement to advance another territory, nor do non mechanized infantry. Aircraft with moved to assist in theinitial
attack also may not then move on to engage in the second attack, so armored breakthroughs must always proceed without the assistance
of air units. If thefirst territory attacked isacity territory, no armored breakthrough is possible.

The technology upgrade of Armored Breakthroughs allows the attacking player to get an armored breakthrough any time they have
successfully attacked one (non city) territory and captured it and would have more armor units than the next adjacent enemy territory to
attack has armor and artillery units combined. The number of armored and artillery unitsthe enemy had in thefirst territory attacked does
not matter.

Phase 9.3: Blitzkrieg:

A Blitzkrieg isaspecial option reserved for the German player. They have up to 3 blitzkrieg turnsthey may use through the course of the
game. They may declare at the start of any turn that they will usetheblitzkrieg that turn. On aGermany blitzkrieg turn the German forceswill
gain anumber of powerful advantages. These are:

1) All Germaninfantry act asmechanized infantry for theturn (ala, they get +1 movement if they do not yet have the mechanized
tech upgrade)

2) All German armor aretreated as of having both tech upgrades of Heavy Armor and Armored Breakthroughs.
3) Citiesdo not providetheir fortification value in defense against a German attack.
4) All aircraft (fighters and bombers) get two attacking dicerollsin land combats (but not air combats).

5) Attacking infantry units get +1 to their Attack Value for the turn. Infantry get +3 to attack and armor get +1 to attack on the
very first blitzkrieg only.

6) On ablitzkrieg turn, cities do not prevent armored breakthroughsif the city wasthefirst territory attacked.

7) If aGerman attacking force hasageneral with arating 8 or above, all land unitswithin that that territory which move into the
sameterritory/ies asthe general get +1 additional movement point for the turn. If thiswould alow armor and infantry two
opportunities for armored breakthrough (attacking atotal of 3 territories), then that is allowed.

Phase 10: Place New Units:
Ok, remember those units that you built back during Phase 3?. Its now time to place them on the board. Certain units can only be placed
on the maps in certain locations and quantities. These are as follows:

1) New units may only be placed in territories which were originally owned by the nation and under their country at the start of their
turn.

2) Infantry may only be placed in City territories originally owned by the nation.

3) All non infantry land units and aircraft units may only be placed in aterritory with an Industrial Complex owned by that nation. (also
see#1). Remember that non colonial cities can act asan industrial complex for unit placement, up to their fortification value

4) All ships can only be placed into amajor port onwed by the nation. (also see#1).

5) Colonial cities. Unitsmay also be built in colonial cities. Each colonia city hasalimit to the number of unitsthat may be built out of it
each turn. That limit isegual to the number inside each colonial city. Infantry aswell as shipsbuilt out of amajor port and all items built

out of anindustrial complex will count against the colonia city'sbuild limit.



6) Partisan units can only be placed on enemy held territoriesthat do not actually have an enemy unit in them. A valid territory for placing
apartisan must also not be within 2 territories distance from aterritory you nation both controls and hasland units within. A maximum of
one partisan may be built in asingleterritory per turn

When placing new units, it isimportant to remember that not all unitsare"built" instantly. Some unitstake additional timeto train and/or
build. On your nation sheets each unit has alisted "build time". Infantry, Cavalry and Partisans al should have a dash (-), meaning zero
turnsto build. That means, you built them back at the start of your turn, you can now place them onto the board, paying attention to the
above mentioned placement limitations. For all other units, you will need to utilize the build time chart on the far left hand side of the
European map. Anything on the "Enters next turn" block may now also be placed. After placing all said units, you may advance the build
time on everything else of yours. Unitsonthe"Enters Next Turn" block may be moved into the"Enters This Turn", itemsin the"Entersin
2 Turns' may be moved into the "Enters Next Turn" block and so forth.

Phase 11: Callect Resour ces:

Theplayer now getsto add up al of theresourcesfrom all of theterritoriesthey control. For most nations, the total sum of these resources
will trace aroute back to the nation’s homeland where the resources will be saved. However, for afew nations with colonia possessions,
someresourceswill automatically be routed to be saved at acolony instead of theimperial mainland. These resourcedivisions are detailed
at the top of each nation’s troop and manpower charts earlier in this book. Also, select islands or other territories whereit is not obvious
where the resources should be saved, have the location for them to be saved directly on the map.

In order for aresourceto be saved it must be ableto trace a“line of supply” from theterritory the resources belong to, to a Supply Center
in the homeland or colony wherethe resourceis suppose to be saved at. A “line of supply” isany number of friendly controlled territories
and/or sea zones in a continuous line from the point of the resource location to a Supply Center. For these purposes, sea zones that are
empty, contain only neutral vessels, or contain allied ships are considered “friendly”. If a“line of supply” cannot be traced from the
territory with the resources to a supply center (this could happen if there were enemy shipsin the way or aterritory had been surrounded
and cut off by the enemy), then the resources cannot be saved along with the other resources for that nation/colony. A * supply center” for
these purposesare any City, Industrial Complex, or Port in aterritory belonging to the nation or colony. In the event aresource cannot trace
aline of supply to a supply center the resource can not be saved for that turn and is simply lost.

Naval Trade resources must follow a similar rule. If enemy ships (not counting subs) are in the sea zone containing your Naval Trade
points, then you simply can not collect those Naval Trade Pointsthisturn. If enemy submarines are in those seazonesinstead, then those
submarines may opt to attack the merchant convoys that represent the Naval Trade resources. When that happens a Convoy Battle will
occur (see below).

Conquered Territories:

Only your original homeland and colonial territories provide you full resource value for collecting resources. All conquered
territoriesare only worth half value (round up). During Phase 11, after adding up the resource values of all hometerritories, then
add up the total resource values of all territories you have conquered. Divide that figure by half (round up) and add it to the
resourcevalueof al your original territories. Oncethisisdone, then add up the value of all Naval Trade resourcesyou are allowed
to collect. If any enemy nations have subs in sea zones where you have Naval Trade resources, before you can collect those
resources you must first resolve any Convoy Battles.

Convoy Battles:

During an enemy's collect resource phase, if you have submarines in the same sea zone as Naval Trade Resources belonging to
that player, then you may chose to have your submarines attack that shipping and try to destroy those resources. For each
submarineyou havein the seazoneroll 1D10. On aroll of 1-3 the submarinefailsto destroy any Naval Trade Resources, on a4-
6it destroys (ONE) Naval Trade Resource, 7-8 it destroys (TWO) Naval Trade Resourcesand a9-10 it destroys (THREE) Naval
Trade Resources.

Of course, whenever submarines attack merchant shipping like this, the merchant shipswill attempt to fight back and any combat
vessels the enemy hasin that sea zone will attempt to hunt your submarines. First you must roll to seeif the merchant ships
themselves can successfully fight back against the subs. The player owning the Naval Trade Points gets this defensive roll
regardless of whether they have actual shipsin the seazone or not. Roll 2D10 and if you roll a 20, one submarine get destroyed.

If the nation owning the Naval Trade Resourcesor any of itsallies have shipsin the seazone and the submarines choseto attempt
to attack that trade this turn, then those ships will have a chance to hunt and attack any submarines participating in the convoy
attacks. Each ship attempting to detect enemy subs must roll equal to or lower than it’s search capability (see below). Addition



ally, fighters and bombers (assuming they have the range: fuel) may be flown into a sea zone with enemy subs and al so attempt
to locate and destroy those submarines.

Submarine Detection Capability
Battleships 2 Bombers 2
Destroyers 4 Fighters 1

All ships and aircraft that successfully detect the submarines are then engaged in battle against all of the enemy submarinesin
that seazone (see Naval Combat). Ships and aircraft that failed the detection attempt remain in that sea zone, but may not
participate in the battle.

All Convoy Battles only last one round. The Submarines get a defensive roll, but they can not possibly hit any enemy aircraft.
After one round of combat the submarines manage to retreat from the battle, though the subs will remain in the same seazone
after the Convoy Battle.

For clarity, subs have 3 figures shown under combat abilities. The firstisthe submarines"standard" attack velue when intercept-
ing other combat vessels. The second is a special attack value that applies when the submarine has attacked a naval task force
that only has transportsin it. The last is the submarines "defensive" value when enemy ships have successfully detected the
subs and attacked them.

Oil Resources:

Thisisthe stage where you also collect your oil resources. Place Oil Resource counters directly onto the map on the territories
where your Oil Resources are. They begin there. On following turns, those not used up in production may be moved, either by
strategic movement rules (and each oil resource consumes a strategic movement point for aterritory) or by ship, though to be
loaded onto aship it must first be a port.

Atthestart of play the USA isgiving/trading 2 Oil Resourcesto Japan. Germany gets 2 in trade from Romaniaand 1intradefrom
Sweden. The Romanian Oil Resources enter play at their sourceterritory, but the Swedish Resource will trace a seasupply route
to the nearest German port if able.

Phase12: Air Guard

Air Guard isan option where you may deploy aircraft into seazones, wherethey will stay until the start of your next gameturn. In order for
an aircraft to be ableto do thisit must firstly have enough fuel pointsto be ableto fly into aseazone and land into an adjacent territory and
still have at least one fuel point remaining in order to participatein one round of combat, plus the aircraft can not have taken any actions
earlier intheturn. Whilein the seazonetheaircraft may participatein any combatsthat arise from enemy ships entering the seazone. These
aircraft will then land during the Air Rebasing phase at the start of your next turn.

Assorted, but Important Notes:
1) Poland'sTurn Order:

Poland isconsidered to bea"major Allied Power", though dueto its circumstances and its high perpensity for being
conquered, itsturn order isbundled together with themovementsof al other Allied minor nations.

2) German Minor Allies:

Thenationsof Finland, Hungary, Bulgariaand Romaniaareminor alliesof Germany. They beginthewar neutrd. If not
being played by aseparate player, these nationswill sit neutral until such atimethat Germany declareswar on Russiaor
Russiadeclareswar on Germany. When thisdeclaration of war happens, the German or Axisplayer that will control them
may spend "saved up" resourcesfor each of these nations. Thisequatesto beasum equal to the nation'stotal resources
times5. The player may spend this money on any units availabl e to the nation and then may place them on the map
anywherethenation controls, ignoring usual unit placement rulesand unit build times.

If theminor aliesarebeing controlled by an active player from the start of the game, these nationsall collect 1/2 of their



total resourceswhileneutral. Theplayer controlling them may opt to declarewar on other minor nations, though such a
declarationwill not makethem apart of the general war nor raisetheir incomerecieved to morethan half. All theminor
alieswill gotofull production on the event of war between Germany and Russia. Conversely, any of theminor aliesmay
also opt to declare war on any active enemy of Germany and join thewar prior to war between Germany and Russia.
Doing sowill havea2in 10 chanceof raising USEntry 1 point for each such declaration of war. Thiswill raisethenation's
productionto full, but al'so in making the nation apart of the general war, they may also becomethetarget of any of
theforcesactiveinthegenerd war (such asaBritishinvasion, for example) without i mpact to the US Entry. Should amajor
nation have apolitical optionto declare war on one of these minor German allies, then the minor will shoot up to full
production for the duration of that war, without any penaty to USEntry.

3) Bulgaria:

Bulgarian wasonly nominally aGerman aly. Out of necessity, moreor less. Unlessany political optionschangethis,
Bulgariawill NOT send any troopsto fight Russia. Bulgarian troopswill not enter Russian territory, attack aRussian
occupied territory or even partakein the defense of an Axisheld territory if it isattacked by Russia. Inthe event of such
an attack, the Bulgarian forceswill automeatically move oneterritory adjacent to theterritory under attack, with that move
inthegenera direction of Bulgariaasopposed to away fromit.

4) Conquest of Poland:

Poland becomes stunned, but not officially "conquered” the city of Warsaw is captured. Once stunned, Poland will be
unableto build additional troopsout of any Polish homeland citiesfor 1 turn. Though not yet fully conquered Poland may
gl declareagovernmentin exileand itsremaining forcesin play may fight on asper usua. Should any Polish citiesremain
unconqguered beyond the"stunned"” period, they onceagain functionasusua.

Optional Rules

Rocket Technology:

Anoptiond technology isthat V2 Rockets devel oped by Germany historicaly. Thereareno " counters’ for theV 2 rockets,
but something assmpleasapenny should stand out and servethe purpose. Thewar beginswith Germany having no rocket
technol ogy. Germany and only Germany may opt to invest into rocket tech, each tech attempt costing thesame 10re-
sourcesto try and having the same chances of success. Rocketswill be asrocket launching units, which will beabletofire
onerocket attack per turn, the effectiveness of which will depend onthetech level achieved. Therewill be 4 levelsof
rocket technology to be had. They areasfollows.

Tech 1) Short Range Rockets. May only fireinto adjacent territory and only at cities. Cost 12 to develop. They fire
oneshot into an adjacent territory at an attack level of 1. If it scoresahit, theenemy must remove 1 unit.

Tech 2) Cost 20to build. Must pay 8to upgrade any existing rocket unitsto level 2 beforeany may beused or built
atleve 2. Firing range of 2 and thisincludes seazones. Firesinto aterritory with an attack level of 2 or may beused
for strategic bombardment purposes on any city, lowering resources an automeatic 2 points.

Tech 3) Cost 30 to build. Must upgrade any rocketsbuilt at levels 1 or 2 beforethey may beused at tech level 3
or any can bebuilt at thistech level. Range of 6 (offmap boxes consume 2 range pointseach). May fireinto an
adjacent territory with an attack level of 2, fireup to 6 territoriesaway with an attack level of 1 or may beusedto
strategic bombard acity upto 6 territoriesaway to lower manpower by 1 or resourcesby 2.

Tech 4) Cost 45to build. Must pay to upgrade all rocketsbuilt at earlier tech levels. Range of 12 (offmap boxes
consume 2 range pointseach). May attack an adjacent territory at attack level 3, fireup to 12 territoriesaway with
an attack level of 1 or may be used to strategic bombard acity upto 12 territoriesaway to lower manpower by 1



or resources by 2.

Nuclear BombsTech:

Only 4 nations are alowed to attempt to devel op nuclear bomb tech. Those are the United States, Germany, United
Kingdom and Japan. Of these nations, therearetwo levelsto "buy into” the program. Buying into having anuclear program
isnot getting nuclear technology, it issmply buying into setting up adevel opment program. For Germany and the United
Statesthiscost will be 125 resources each. For the United Kingdom and Japan this cost woul d be 160 resources each.
Buying into the program opensthe gateway for potentia research. To discover nuclear technology anationwill need to
achieve 3 technol ogical breakthroughs. To make an attempt at development will cost 20 resources. You will need toroll
percentiledice (that isa1-100 diceresult, obtained asrolling 1D10 asthe"tens' and 1D10 asthe"1" witha0O0being a
100. A nation'sbase chanceis 12 out of 100 to make atech advancement. Inthe case of Germany, they start off witha+6
onthischanceand the United States startsoff with a+4. Theunited states hasthe political option to smuggle scientistsout
of Germany, each successin doing so carryingwith it a+2 to the USA's nuclear tech advacement attempts. With each
scientist smuggled out, Germany'schanceat successwill drop 2 percent (-2) until it fallsto abase chanceof 10. It can not
drop below 10.

Onceanation makesall 3 tech advancementsin Nuclear technology, they may then begin building Nuclear bombs. Nuclear
bombswill haveacost of 25 resources each and have abuild timeof 3 turnseach and must be placed on an Industrial
Complex. They may be picked up by bomberslike Paratroopers (they have no natural movement as units, but may be
strategically moved) and then dropped onto aterritory likeaparatrooper. A nuclear bomb, when dropped with havethe
fallowing affects.

1) It will bean attack against theterritory of 12 attackswith attack levelsof 9.
2) If dropped on acity, that city may not build unitsfor the remainder of thegame.
3) If dropped on acity, that city gainsaresource value of just 1 for theremainder of thegame.

4) If dropped on acity, thenation owning that city will losean amount of Manpower pointsequal to thefortification
valueof that city times3.

Linesof Supply:

Thisoptional rulesmandatesthat unitsmust remainin supply or elsethey will suffer some negative effects. In order tobe
"insupply", land unitsmust be ableto trace acontiniouslineof land territoriesfrom the position they areat currently toacity
control or that analy controls (including colonid cities). Thislineof supply, aternatively, can also betraced to aport that
the nation control s (assuming the port territory isal so not acity) or that an ally controls. However, such aport must then
alsobeabletotraceacontiniouslineof seazonesto aterritory with acity they or their aliescontrol, wherethat line of sea
Zones can not contain any enemy shipsor submarines.

If land unitsare not in supply, those unitswill beat a-2 to al Attack and Defensiverolls. Aircraft starting theturnina
territory that isout of supply can not conduct any attacks, but may fly to another location, but will only have half (rounded
up) of their normal fuel points.



